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Abstract The procedural generation algorithm is an algorithm that automatically generates a
content to be used in a game by repeatedly executing a series of rules. As the size of the game
increases, the amount of content used in the game increases. Accordingly, artificial intelligence
research is actively conducted to automatically generate game contents using game artificial
intelligence such as procedural generation. In this paper, we propose an algorithm to create 3D game
world using procedural generation. The proposed algorithm generates a two-dimensional contour in
which the path is naturally connected using Perlin-Noise whose noise is gradually changed. A
three-dimensional Height-Map is created based on the generated two-dimensional contour lines. The
generated Height-Map show that the shape of the map is normal and that the player is able to move
around all the sections as in the game world created by hand. In the future, we will improve the
performance of algorithms and apply them to game.
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[Fig. 2] Perlin-Noise based image and Height- Map
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[Fig. 7] Create mesh based Mesh-Map

[Fig. 8] 3-Dimension Height-Map
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[Fig. 9] Game World with map attnbutes and oolors
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[Fig. 10] Procedural Geneartion(left), Hand-Draw(right)
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