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x4 Allez ! Ony va, ony va!



Generate gameplay ?

1. Procedural Gameplay Generation relies both modelisation and
evaluation of this gameplay.

2. Modeling and evaluting gameplay is still a very complex problem
(Koster, etc...)

3. Forinstance : challenge (difficulty)



Workshop

e Goal :

» Get a better grasp on procedural generation techniques and difficulty
evaluation in games

* Both from a practical and theoretical point of view



Workshop — Course part

e Short course on procedural content generation techniques

e Short course on difficulty evaluation techniques

* Short focus on two papers on difficulty in video games



Workshop — Practical part

* | give you a difficulty evaluation model that you can use with unity,
already embedded in a (poor) gameplay

* You make 5 groups and we spend the rest of the worshop making a
procedural game that uses these techniques
e Assets from procjam
* Very simple, but very procedural and challenge based



Workshop — Evaluation part

* You'll send me :
* Your game build
* A short document explaining what you tried to accomplish
* | someone ever asks me to, I'll grade them.



