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ABSTRACT

Level design is one of the important factors in tower defense game development. The
difficulty of tower defense game depends on its wave design. In general, it requires a lot
of manual labor to generate well-balanced waves with fun. In this paper, we propose a
new automated wave generation system by using a genetic algorithm. With our system,
a game designer can easily generate an optimized wave by designating the difficulty
level in the initial stage of game design. Our system can be useful in reducing the
trial-errors in the initial level design process of tower defense game development.

Keywords : Tower Defense Game, Genetic Algorithm, Evolutionary Computation, Level
Design
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