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Procedural Problem Generation of Tetris for Improving T-spin Skill

Taishi OIKAWA 1

Kokolo IKEDA 2

Abstract: In recent years, the target of research in computer game player is not only focused on strength of the player but also
the other roles for entertaining human players. Meanwhile, strategies of the classical famous tile-matching puzzle game "Tetris"
has been expanded widely due to the existence of the technique called "T-spin". However, it is hard for beginners to learn the
technique and the environment for training is not well-prepared. Thus, we aim at automatic generation of the "Mating Tetris
Problem™ to help players master the skill of T-spin. We proposed an estimation method for evaluating the playability and
difficulty of the problem by supervised learning. As the current result, we successfully generated one-step problems and the
estimation method shows 0.4 mean square error in five-grade evaluation.

Keywords: Training, Puzzle, Tetris, Procedural Content Generation
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