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Automatic creation of chain type puzzle game problems

RYUSUKE YAMASAKI™

REIJER GRIMBERGEN

We have created a program for the automatic creation of puzzle problems for "Puzzle League". Puzzle League is a computer
puzzle game where a chain of disappearing panels can occur. Our aim is to automatically create interesting puzzles and as a first
step, we have focused on these chains of disappearing panels as a measure of how interesting the puzzle is. To automatically
create puzzles, a program to generate possible puzzles and a program to check the correctness of these puzzles is needed. The
puzzle generation program uses six types of patterns and arranges these randomly to create chains of disappearing panels. With
this approach we were able to generate puzzles with long chains.
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