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A Study on the Efficient of Dungeon Procedural Generation
Development Pipeline by Using Unity Editor Extension
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Abstract

Gaming development costs are increasing because of hardware development and competition among
gaming companies. Procedural generation is the attention of academia and industry as one of the
alternatives to increasing game development costs. In many games, items and maps are already using
procedural generation to create content, and they are also used to create environmental assets that are not
related to game play. Among them, the level of the game is a place that serves as the main stage for
game play, and In the rogue-like game genre, procedural generation level is one of the important factors..
Procedural generation of game levels is usually executed in the code of game logic. Therefore, in order to
check the intermediate development process, the game must be played, and the run time is necessary
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necessary for testing, it must be carried out several times, which increases the time necessary for
Keyword : Unity Engine, Editor Extension, Develop Tool, Development Efficiency

development. If you can run only tests separately after executing procedural generation in the editor using

accordingly. In addition, if the shape of the dungeon created is not the desired shape or the shape
the Unity engine extension function, this time loss can be reduced.

A Study on the Efficient of Dungeon Procedural Generation Development Pipeline by Using Unity Editor Extension
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A Study on the Efficient of Dungeon Procedural Generation Development Pipeline by Using Unity Editor Extension
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