—The City Engine System
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1. Introduction
Motivation and system pipeline




-Motivation———————— —Related-Work

= VT applcat|0n§ in-entertainment, i = Meostly-satellite-imagery-based-systems
simulation and visualization e.g. Henricsson, Streilein, Gruen; 1996

‘| System Pipeline ' - Module 1: Streetmap Creation
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. parameters for rules
Output: —
A street graph for
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Module 2: Division into Lots

Module 3: Building Generation

Input:
Street graph, area
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Lot polygons, age
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-~Module 4: Geometry and Facades

: Strings and building
Output:
- EBE=l———  cCitygeometryand ~Interaction (Open L-System)

ecn, Prusinkiewicz;

Prusinkiewicz, Lindenmayer; 1990
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Procedural Buildings

Facade Textures Layered Textures




Layering of Planes

~ Stacked layers for facade texture
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Future Work

Temporal development of an urban area
Function based grammar of buildings

Bring life into the cities

Animated Examples
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