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Virtual city generation algorithms allow the simulation and reproducibility of realistic scenarios that can be used to recreate events, forecasting costs and even help

independent game developers. An important use of this is efficient city planning by virtually creating different environments. Previous algorithms concentrated only on

creating virtual cities with rectangular blocks and with building textures, thus the motivation of this work is to develop an open-source tool that is programmed using open-

source libraries like openGL and the standard C++ language that allow for the creation of building interiors and city components.

This algorithm was implemented in C++ using openGL. Some algorithms used

are the Minimum Cycle Bases (MCB) algorithm, used to generate roads, and

Lot Division. Visual Studio 2010 was used for debugging the implementation

of this algorithm. The result of this implementation was the generation of the

suburban areas including its components such as roads, buildings, parks,

squares and schools, all in 3D.

Continued research is planned for generation of more complex virtual cities.

These algorithms will include the elements that surround cities and their

suburban areas, such as transportation and communication networks,

between others. Future applications could determine construction cost of

cities and suburban areas.

This is a an extension of a previous research which was focused only on

generating the interior and exteriors of 3D buildings.

Representation of the road creation algorithm.
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