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The handheld Game Boy console has seen widespread popularity, with over a hundred million sold. It continues to be relevant as a
retro-computing platform, and through emulation a Game Boy ROM can be run in the browser. However, despite being a well-defined,
stable platform, there have been very few procedural generation projects that target the Game Boy. By leveraging existing ecosystems
of development tools for the Game Boy platform, we construct a game generator that outputs playable ROMs. Paired with this, we
seek to improve the ecological validity of game generation by building a generator that acts as a bridge to an active community of
non-academic developers. The system interprets and outputs the same data artifacts used in the wild, allowing it both learn from and
contribute to development communities, as well as tapping into the corpus of existing design work.

CCS Concepts: • Software and its engineering → Interactive games; • Applied computing→ Computer games.
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1 INTRODUCTION

Academic game generation can often be an ivory tower exercise. While many projects, such as ANGELINA [8], attempt
to engage with game development communities—for example by participating in game jams [9]—academic game
generators seldom produce artifacts that game developers can directly use. While previous game generation systems
have produced interesting results, they are typically not immediately actionable for human developers.

This is a problem because we want our results to be useful. To borrow a term from psychological research, we
want ecological validity [3], a demonstration that the things that we generate can be useful to developers in non-
academic contexts. The first step of that is generating things in such a way that the generated artifacts are available to
non-academic developers.

Ideally, we would also like this relationship to be bi-directional: just as developers should be able to use the things
that our generator produces, our generator should be able to tap into an existing corpus and learn from the community.
Such a system would need a game representation that is shared by both the community and the generative system.

To address this, we implemented a game generation system targeted at generating playable ROMs for the Nintendo
Game Boy platform (Fig. 1)1. Our system autonomously generates, compiles, and launches complete, playable top-down
RPG/adventure games. The ROMs it creates are playable on the original hardware, in console emulators, and in the
browser (both desktop and mobile). The system generates the level design, NPC dialog, title art, and so forth, all of which
1The source code is available at https://github.com/ikarth/game-boy-rom-generator, a video of the generator running is available at https://youtu.be/
G5KKxxNevVQ, and generated games can be played at https://isaackarth.com/games/rom_gen_test_5/
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