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Appendix A

Approach in Practice

This appendix explains the approach in practice by going through a sample scenario
to generate a simple 3D game environment. The procedure to generate 3D game

environment is explained step by step with screenshots.

Step 1: User defines the terrain of the3D environment by providing a greyscale height
map. Figure A.1 shows a sample height map provided by user by selecting the image
file using a file browser. Also provide the number of city areas required as an input in

the initial graphical user interface.

Figure A.1 : User Provided Height Map

Step 2: User selects the number of different 3D models required using the graphical
user interface of 3D Environment Definition Agastshown in Figure A.2.
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Figure A.2 : Graphical User Interface of 3D Environment Definition Agent interface
of 3D Environment Definition Agent

Step 3: If the required 3D models are not already available it is possible to introduce

new 3D models using the graphical user interfac8@®fModel Definition Agenas
shown in Figure A.3.

3[) Model Definition Module ;IQIE[

Model Category  [Buildinas [ || | | Add Delete |
Model Name [BasicHouze1 [ ||

Model Name |5h.;.p |

Model Location !rmudmgjghﬂp_ﬂt]jl

Category [Buildinas |

Associated Agent !nt.bu”dingglahgpl

Default Scale |1 0 |

Save Delete ]
Close

Figure A.3 : Introducing New a 3D Model
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Step 4: Figure A.4 shows the 2D view of the system with a simple road network,
buildings and trees generated. This view helps to get an overview of the game

environment. User can modify the environment in this view if required.
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Figure A.4 : 2D View

Step 5: User can view and flythrough the 3D environment, by opening 3D view as
shown in Figure A.5 and Figure A.6.

Figure A.5 : 3D View 1
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Figure A.6 : 3D View 2

Above steps described a very basic scenario of the system. In addition, it is possible to
store the generated 3D environment and extend the behaviours of 3D models.
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