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• Sketch main streets

• Define land use, densities & building types

• Layout detailed streetnetwork



• Real street data from GIS  

• Extract blocks from streetnetwork  

• Subdivide blocks into parcels  



• Often with attributes 

• Procedural building generation using given, 
approximate or random attributes
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Control attributes:

attr Building_height = 220

attr Wings_n = 4

attr Wing_length = 100

attr Wing_width = 16

attr Spine_width = 50

attr Tooth_projection = 10

attr Tooth_distance = 12 ...
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Refinement using
subdivsion schemes
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• Complex materials using different UV sets

• Material exchange capabilities often limited
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• Procedural creation of streets

• Positioning of buildings assets



• Import assets & other 
elements as geometry

• Import positioning info 
of assets into engine
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