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¸ Game development requires a multitude of 
creative skillsets (in both humans and AI)

¸ How should the different creative domains 
influence each other so that the final 
outcome achieves a harmonized and 
fruitful communication across domains ?

¸ Similar to musical orchestration: by a 
composer , a maestro , or through jamming ?

Orchestrating game generation



Creativity in Games
(originating from humans or computers)
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Relations between Facets
(the Chicken and Egg problem)



¸ One facet as cause, another facet as effect.

¸ jump action Ÿ animation Ÿ sound effect. 

Facet Orchestration



¸ One facet as cause, another facet as effect .

¸ Usually , all facets interweave less clearly.

¸ level design Ÿ narrative Ÿ game design

Facet Orchestration



What comes first?
G

en
re



AI as a facet orchestrator

¸ Why orchestrate different PCG domains?

¸ Perform prototypical or full game generation

¸ Novel games that don't exist yet in design space

¸ Find bridges/patterns/stitches/semantics 
between facets

¸ Plug-n-play modular components

A. Liapis , G. N. Yannakakis , M. J . Nelson, M. Preuss and R. Bidarra : 
"Orchestrating Game Generation" in Transactions on Games, 2018. (accepted) 



How to orchestrate facets?
¸ Machine -machine, human Ÿmachine , machine Ÿhuman ?

¸ Conductor (top -down) or free -form jam (bottom -up)?



Cases of Orchestration
(first embryos for full game generation)
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Data Adventures
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