
A set of elements are decided
upon that can be used to
define the majority of the
world's architectural styles.

The Procedural Generation of urban
Environments through Space and Time

Building Elements

Other factors that are
key to defining a city's
characteristics are
implemented.

City Elements Deviation factor - how much
buildings vary within a city.
Road structure must be appropriate to city. 
Weather, plants, and vehicles
must be relevant to time and place.
Landmarks may be added seperately.

By attributing a set of architectural
styles and city elements to a
virtual environment, we are able
to recreate any real-world city
from any time period.

Implementation

Roof style, depth
over-hang, colour

Column/border shape,
size, colour, texture

"Block" width,
height

Window style,
size, depth

Shape
complexity,

building
size

Wall texture,
colour
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Right and Below:
Examples of results

through alteration of
a few simple elements.


