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Abstract In this paper, a model was devised to change the numerical values that affect the game balance
by using Chat-GPT for game balancing. Based on the usability of Chat-GPT shown in several studies and
cases using Chat-GPT, Chat-GPT is automated to directly adjust detailed and objective in-game
numerical values. In this paper, the format of Chat-GPT responses was consistently adjusted so that the
numerical values required for game balancing could be obtained directly from the answers. As an
experimental method, it was confirmed that four players autonomously designed the game level through
five rounds to adjust the balance. These studies suggest the possibility that games can be produced using
Chat-GPT in the future.
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Fig. 2. Getting answers from ChatGPT inside Unity
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Table 3. Balancing test results with Chat-GPT

sy 37] £ | BFE | hit | miss
A4 1 100 30 81% | 56 13
AREAH 2 100 30 88% | 58 8
AH&AH 3 150 50 89% | 58 7
AREA 4 50 100 16% | 19 98
ARgAH 5 150 50 83% | 58 12
A4 1 100 30 26% | 19 55
AREAR2 2 50 10 10% | 19 | 166
AL8AL2 3 150 50 89% | 59 7
A4 4 100 50 63% | 56 33
AREAL2 5 50 50 9% 21 208
AREAR3 1 100 30 98% | 59 1
AREAR3 2 150 50 95% | 58 3
AREAR3 3 90 70 77% | 56 17
AREAL3 4 60 150 | 21% | 27 | 100
AREAL3 5 75 200 8% 10 114
A8 1 100 30 76% | 55 17
AR 2 80 40 74% | 53 19
A&+ 3 120 60 53% | 49 44
ARgAH 4 90 100 | 22% | 23 81
AREAH 5 100 50 71% | 51 21
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