


Procedural Building Generator
— Residential houses

— City buildings

Buildings can be generated

automatically or by using controls . — — S—
= Modular pieces can be replaced for % S
more variations

Works with Modular meshes from

asset packs

Engine: Unreal




Progress

= Generate floorplans procedurally or

using splines for multiple levels
= Choose the wall mesh for the different

levels and the segment length

= Struggles:
— Meshes have different pivot points
— Corner Meshes
— Gaps 1In corners

— Z-fighting







= Inverting Corners to take out pieces of the
square

»= The pieces have a random width and depth Invert Corners
based on the length of the walls and an upper
bound

Shrink Bevel Corners Twist + Clip



i RenderFX
(_J BP_ResidentialBuildingGenerator

i¥ Plane

P Nilssssanssss

W
&)
i

10 actors (1 selected)

T Details ® world Settings
-
+ Add Component ~
Search Components
J BP_ResidentialBuildingGenerator{self)

Rotation -

Scale = X
4 General
Numiber O Levels 1 K] -

Use Wall Segment Length [l

Segment Length

4 Floorplan

Generate Floorplan

Max Depth

4 Levels
A | eyels 1 Aiiay elerments

1 members =l




r

%
7
i

I Il RenderF
() BP_ResidentialBuildingGenerator
% Plane
Fa Olnicncfénce

0 actors (1 selected)

& Details @ Vorld Settings

[N BP_ResidentialBuildingGenerator

= Add Component=

() BP_ResidentialBuildingGenerator(self)

4 Transform
Location «
Rotation «

Scale =

4 General
Mumber Of Levels
Use Wall Segment Length [l
Segment Length 300

4 Floorplan

Generate Floorplan

Max Width

Max Depth

4 Levels




N\
he

w1y

-—













fighting

= 7

= (Gaps 1In corners
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Original Schedule

Progress

Week 1

Week 1

= Collect modular meshes
= Set up development diary
= Start on generating footprints

= Collect modular meshes
= Set up development diary
= Set up the spline tool

Week 2

Week 2

* Finish building footprints
» Generate walls
= Extend to multiple levels

= Find solution for different mesh pivot points
= Implement a solution [ModularPiece class]
= Generate walls

Week 3

Week 3

= Add controls for base size, stories
= Start on placing widows and doors

= Add controls
— Spline points segment size snapping
— Dynamic segment size
— Corners [removed later]




Original Schedule

Progress

Week 4

Week 4

» (Generate windows and doors
= Add windows/doors controls

= Manually generating floorplans
= Multiple Levels

Week 5

Week 5

= Generate roof [Mansard, Hipped, Gable]
= Add roof controls
= Prepare for update presentation

= Procedurally generating floorplans
= Prepare for update presentation




Week 6

= Polish procedural floorplan generation

= (Create a way of grouping meshes with the
same style together

= Place windows/doors

Week 9

Week 7

= More decorations

= Save generated buildings

= (Create two modes for generating high rise
buildings and houses

= Place windows/doors
=  (Generate roofs

Week 10

Week 8

= Polish
= Prepare for the final presentation

= (Generate roofs
= (Generate decorations [shutters, light
fixtures, trims, fireplace chimney]
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