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Vectorization process

Smoothing, boundaries Add road geometry
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Vectorization process

Add block spines Subdivide blocks
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Near term
Speed

Mixed use

Deeper road hierarchy

We are working on
Higher level control

“character”

Future work

Speed: we have focused on correctness rather than speed to date. We used 
NetLogo, a language and development envt implemented on top of Java. A 3x3 mile 
city can take several hours to develop. We believe a port to C++ and simple 
optimizations would increase speed several fold. This is important for realizing 
interactive use.

Mixed use: uses currently cannot share a parcel. This parcel sharing is quite 
common in urban centers.

Better parcels. As we mentioned earlier, we must improve and “smooth” parcel 
boundaries in a post process. We will do this using 2D polygonal optimizations.

Higher level control: We would like to describe high level character using sets of the 
parameters we have currently implemented, and permit artists to interact at that 
level, rather than just at the lower levels. For example, “Chinese” development, 18th

century development, etc.
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