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A proposal for game description language
of Falling block puzzle games

KAZUHIRO KURIHARA'® MASAKIABE? TAICHI WATANABE?

Abstract: Automatic game generation technology automatically generates fields and dungeons, however, there are
few examples of generating game rules. GDL(Game Description Language) is a description language that is organized
game rules for generating game easily. There are researches on Al uses GDL to automatically generate game rules
and measure the fun of games, but the subject remains limited to board games. Therefore, we focused on Falling block
puzzle games in digital games. The purpose of this research is to generate Falling block puzzle games automatically.
In this paper, we developed a system that can describe Falling block puzzle games as GDL. As a result, We found that
Falling block puzzle games can be widely implemented using the proposed system.
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for y =0, getFieldHeigt() do
for x =0, getFieldWidth() do
if getFieldBlock( x , y ) > 0 and
getFieldBlock( x , y ) < 100 then
checknum = checknum + 1
end
end
end

M—Slic 7 m y?ﬁﬁfﬁ” LB, bR s 2555
BFLUTO L 9 IZFEdET 5,

—HENEZY S

for y =0, getFieldWidth() do

if checknum >= 10 then
checknum = 10
downnum = downnum + 1
for x =0, getFieldWidth() do

setBlockDeleteFlag( x , y )

end

end

end
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arrays = {}

for p=1, 4 do
arrays[p] = {}

end
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arrays[0] = {0, 0, 0, 0}
arrays[11 ={0, 1, 0, 0}
arrays(2] = {1, 1,1, 0}
arrays(3] = {0, 0, 0, 0}
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setTumo( arrays , 0, 0)

arrays(0] = {0, 0, 0, 0}
arrays(1] ={0, 1, 0, 0}
arrays[2] = {0, 1,1, 0}
arrays[3] = {0, 1,0, 0}
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setTumo( arrays , 0, 1)

arrays[0] = {0, 0, 0, 0}
arrays[11 = {0, 0, 0, 0}
arrays[2] = {1, 1,1, 0}
arrays[31 = {0, 1,0, 0}
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setTumo( arrays , 0, 2)

arrays[0] = {0, 0, 0, 0}
arrays[11={0, 1, 0, 0}
arrays[21 = {1, 1,0, 0}
arrays[31 = {0, 1,0, 0}
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setTumo( arrays , 0, 3)
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