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Dynamic difficulty adjustment in roguelike game
using clustering of gameplay features

TATSUYA ABOM®  HITOSHI MATSUBARAZ:P)

Abstract: In computer game development, level design, that is, adjustment of the difficulty level, is a very
important phase, and takes time and effort itself. The purpose of this research is to extract and cluster the
play characteristics of roguelike games, apply the results to dynamic difficulty adjustment, and adjust the
difficulty dynamically according to the play contents.
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