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VGDL Frogger VGDL Zelda



VGDL Frogger VGDL Zelda

Frolda



VGDL Frogger VGDL Zelda

Frolda

IDEA: PCGML techniques + Game Blending











SMB Level 1-1 

KI Level 1





SMB Mapping

KI Mapping
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Should a generated sequence be laid out like an 

SMB column or a KI row?













Credit: Adam Geitgey, Medium
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Unweighted Generation



Weighted Generation (0.5, 0.5)

WC

WS





(SMB=0.2, KI=0.8)



(SMB=0.2, KI=0.8) (SMB=0.4, KI=0.6)
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(SMB=0.5, KI=0.5)



(SMB=0.2, KI=0.8) (SMB=0.4, KI=0.6)
(SMB=0.6, KI=0.4)

(SMB=0.5, KI=0.5)



(SMB=0.5, KI=0.5)
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(SMB=0.8, KI=0.2)
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