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Procedural Building Generator

— Residential houses

— City buildings

Buildings can be generated
automatically or by using splines
Works with Modular meshes from
asset packs

Engine: Unreal




Using Asset

T el
BP Modular Wall O £

File Edit Asset View Debug Window Help
=, Components W Toolbar &) Details

o WO B » -

i - N . 4 Actor Tick

Compile Save Browse Find  Hide Unrelated Class Settings simulation Play Debug Filter

4 P ———— Start with Tick Enabled
L E AR i == Viewport ' Construction Scrip ms Event Graph
Tick Interval (secs) o

¥ pivot (inherited)

DO GEED ..o s

SEE=EDCD &

4 General

00
‘SM_BuildingFacade_350x200uu 2 -
Mesh
€D

Use Mesh Segment Size

Yoffset
Zoffset 00 O el
Rotation 00 N
Flipped L3

» Rendering

b Replication
o Collision
Acti
M iy Blueprint Pt
» LOD
+addnew - ETEITE, < -
b Cooking

4Graphs +

4= EventGraph
© Event BeginPlay
© Event ActorBeginOverlap
© Event Tick
4Functions (21 0:
#f ConstructionScript

Macros +

verridable) +

+

Variables

+

Event Dispatchers EY Compiler Results ® Find Results

» [7717.12) Compile of BP_ParisWall4 successful! [in 846 ms] (/Game/ModularPieces/ParisPack/BP_ParisWall4 BP_ParisWall4)

Clear




&

n Generation

Al @ BP.ResidentialBuildingBe ® BuildingG =]
File Edit Window Help
R Modes r = Vied & Details #® World Settings
N . B < . 8. 8 .. . . - =
" / * ﬁ‘ B Save Current  Source Confrol Content Marketplace Settings: Blueprints  Cinematics. Build Compile Play Launch . - .
+AddiComponent= < Edit Blueprint =
esnciases Ol () (& Perpeive) (@ ) (500w e OFEDE ™ @)
Recently Placed .
g EnEyLE e 5 RootComponent (Inherited)
|B‘m= =
e« = <> -
Lights ’ Empty Charactel e SHEE
4 : Segment Length 300 o
Cinematic -
3 croypan ot Ty
Visual Effects
e ' Point Light Roof Material =
Volumes
k Player Start
AliClasses Roof Trim
! Cube 4 Floorplan
. Sphere
— Max Width 7 O
. Cylinder Max Depth 8 o
4 Windows/ Doors
A Cone
B Flane Window Chance 0.5 | K
= 4levels
'1 Box Trigger
L=} 4 Levels 2 Array elements
- ‘40 5 bei =
- Sphere Trigger i i
e e PR L A L e -
= Wworld Outliner @ Levels
e -, +
Label s Type =
© & 4'Jb M ResidentialBuildingGenerator (Editor)  World
S I Lighting Folder
E= Content Browser B Message Log Output Log & RenderFX Folder
& Import Save All & & | E= Content » Blueprints » i g ialBuildingGenerator
& ® BP_ResidentialBuildingGenerator4 Edit BP_Residentia
— [E] TFilters~ & ® BP_ResidentialBuildingGenerators Edit BP_Residentia
T S— & iy Plane StaticMeshActor
b 8 Art & T PlayerStart PlayerStart
b il AssetPacks & ® SkySphereBlueprint Edit BP_Sky_Spher
@
i HO_ResidentialHouse BP_Building . BP_
. Maps Elifaen Eﬁ;sgl\ﬂwﬂg Pt BP,E\:J}‘ISlng BP;‘T::r\‘:Iﬂl.:Iar BP,N:Iru\ar BP,[lﬂiu\ar EF',\!\:\rE\‘jlular El:'imaddrﬁllar )
e 10 items (1 selected) © View Options~ 12 actors (1 selected) © View Options~
RinbiorDinnas




acement

A ratio is used to decide the number of
window segments relative to wall
segments

The last two segments placed are used
to guide the random placement of the
next segments

Example: the chance of placing a
window increases after two walls and
decreases after two windows to create a

more balanced placements
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Roof generation by assembling
segments was not possible for the

custom floorplans

Instead the best solution was to
programmatically generate the roof
mesh and UV 1t

Roof material can be changed for

variation
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= Objectives not completed:

— Generate decorations [shutters, light fixtures, trims]
— Create two modes for generating high rise buildings
and houses

— Save generated buildings without the generation data

= Reasons for delays:
— Mesh Problems
— Spline Struggles
— Roof generation much more complicated than

expected [2.5 weeks vs estimated 1 week]
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