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 File---New---CityEngine---CityEngine project
e [
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Select a wizard
Create a CityEngine project folder.

Wizards
type filter texdt

= General
| = CityEngine
&¥| CGA Rule File
& CityEngine project
== CityEngine scene
= City Wizard
= Python

| [T] Show All Wizards,




o miiNext’, A RF) LR MyFirstCity’ 4% J5 /& i3 Finish’
—NET TR a8 @ IF BAESHigs (Navigator) o723 (RS
WERNZHFAE CityEngine & HH/E EAD . BRINBFISCFIRAE 7RIV
TR SCIE, L “assets”, “rules” M “scenes” #iz= EIN
ok, REIAETCNET .
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* File---New---CityEngine---CityEngine Scene
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CityEngine Scene

This wizard creates a new CityEngine scene file,

Project folder: yFirstCity/scenes Bmws;-“;
File name: myFirstCity_01)cej
Coordinate System: Chcmse...:

| Finish I [ Cancel

S il Rules 5 Assets RIS %8
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o ZATAT AN E A A BB H) “ <Tutorial 1: Essential
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fH“copy paste”(Windows 5 Linux:’ ctrl-¢’ 5’ ctrl-v’ //Mac

0S:” command-c¢’ 5’ command-v’ ) J#dEEAELE A bR A

Mavigator X | = B8
0% |EF e ~
a = MyFirstCity
= aszets
= data
[ images
= maps
= models

= rules
a [ scenes
= myFirst® ity |
= scripts

a 1= Tutorial OL_Essepti
& [ assets
b = window
&= shopwin if
[&E| weall.tif
= data
= Images
= maps
= models
a = rules
% kbuilding_ 02.cqa
&% building.cga
& [ cceEnes
2= Fssential_l.cgj
[ scripts

< RGP BRSO G R R B AR, IR AR N 2 L

‘F E’(] >{jilj‘§: Mavigator 2 =g
o & (= & -
4 == MyFirstCity
& = assets
o = window
& shopwin.tif
& wall.tif
= data
= imageas
= maps
= models
a4 [= rules
&% building 0Z.cga
&% building.cga
4 (= scenes
= myFirstCity_01.cej
= scripts
4 1= Tutonal_01_Essential_Skills
4 (= assets
» = window
= shopwintif
2 wall tif
= data
[= images
= maps
= models
4 [= rules
&% building_02.cga
&% building.cga
B (= scenes
= scripts

g

_Skills




B B AEEAF

BEHLATIE A R

A TG, A1 2fE&BA B s IR Gl — AN
A

B, AR QR ATIE R

e HiE—F “Viewport” &I, BIiEE

* Graph——Grow Streets

« PHEFOLBANTHERAN S EOE.

Mt “apply”, BEJE KX TEHE

a L= | &

Grow Streels

Different strest patterns can be cambmed ta generate
typical street networks,

Preset:
I [o7
ol B |
AR AR
W Advanced Settings

A Basic Settings

Mumber of sirests 500 -
Pattern of major streets ORGAMNIC -'
Pattern of minar strests (RasTER. =]
Long kemgth 1500
Long length deviation 5040
Short length k]

|| Short length deviation 20

W Environment Settings
' Pattem Specific Settings

W Street Width Settings

Apply || Close

K] 500 cAEH G H K, (HERITIEARELE “Viewport” & HH
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€ Viewport I [ S[ED|®) o W &~ - k-0
Ferspeclive View | 4857 Objecis | 7440 Folygons

-G421.43 000 -1408.32 | Grid Slze 1000 | CilyEngine C5 [meters]

RIS g4t (Scene) MiZBE—MHIEXMEREZ, X4
MEBSEFZEAMRK

== Scene 53 _ = N
tjz’ Eﬁ\%UﬁKIEE’J @ﬁZI P search expression
1 B IE AR T AN E . [ @ SceneLight! N

& ® Panorama
TR 2R I ke 4 @ Stectnetwork (1071 Objects) | _

» Few MNetwork
4 | @ Blocks

. iR
Shape
Shape
Shape
Shape
Shape
Shape
Shape

BOOOOO® 2

b i Block

o
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B=Er SRS 5%EPE (Navigation and Selection)

SHigs (Navigation)

£ “Viewport” Sise CityEngine {4 FH 3 00 45 4 ¥ 1)t 36 B () B A
Fefg. AT —FFH— Tl H A E M7 5

* Edit—Preferences——General—Navigation Devices—Mouse

= Preferences R
type filter bext Mouse o o |
= Expork
o Current Mouse Scheme
A Gererel -
b Apprassios CityEngine® Default -
Compere/Patch
= Editors Tool / Select m + [Mone]
Grammar Cofe
HTTP Promy Track / Scrall m‘ |Adt]
Kyt
Miscellanegus Turnble / Rotate m + [Ai]
4 MNeigation Devces
30 Mouse Dully £ Zoom D v
M Selection Replace Modifi
b Touch ection Replace ars [Mene]
Perspectives
Sdd Modif
PP Selection Add Modifiers [GhiFt]
Vieveport Selection rwert Maodifiers [<xd]
& Help
Epkhicin Selection Subtrect Madifiers [er] [Shift]
" Eeset Preferences
Scene Toal Modifiers (Saap. et [5hift]
Secondary Teal Modifier [erd]
Ilpuse Wihesl [Apples to 2l Mouse Schemes) h
‘Whiesl Vertical Speed Facton &0
Whissl Honzontal Speed Factor: 00
Restore Defoks| [ Apply
[ QK ] Cancel
— T —

A PATE “Current Mouse Scheme” FHizgH, w]PLIEFEAIE 3D &
PSR 2
WRVESA 3D BAr, &AM k.
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type e ek 0 Miuse - - - -
bBpen
4 Gananl I st b b @ oaiminasd B & Butlon, select the command bt gnd press Tt desined Bulbon oa the niwiilan doade.
Apparanie Iype Flle Tt
Corspars/Prich T
Edinn Command Busten Ky Categeny
Grammur Core About iR
HTTF Prouy Aideis Urecanegesized
Ty s tivate Eriter Fil FRLETRY
Misrelanenis ddd Bosdomaik Edit
a Haagution Draco Add Boskmark. . Urcategerized
S Mous add Camment fock Cird=d Fythuon - iciios
Lo Add Memery Bleck Cirl=k= W FunsDicbug
| ot SpaceF it PO Command and Camens magpiag
Pespectves
3

H
]
1

n  Command

a
Wrewpeil 1 Tl 10 Mg Wi T TogeTarttam Vet
Hsp 2 Finine St L FrafibBesh Miw
Polan 3 o] Toggk Posgemae
i Feiet Prferendes & ] LefaPaght Sde Wiew
hrane 5 F Frae &l
[L08 m Frare Llertea
BT BOHL
Gre
AT

MINY  Shew [ Mowse W

Tranilsticn Speed am

Hotatiznal Speed a0

Erverie ol kue.

Toam Diescien Farward srd Backwand
Msigution kinds Dbebin

Hotaie x

FandToom Ld

[Reserspets | [ spp

(o [ cma |

(B2 JRA 13k 2 LR R AR BB R AT &

e Alt+FRARAEE (Mac 0S:optiontfbnEdE): (TR Viewport & [
aliblakas o)

o Alt+FARIER (Mac 0S: optiontfRARiE%S): “FF% Viewport & I
FHIA A

o Alt+ibr A% (Mac 0S: optiontfRARAEE): ZEhl Viewport & I
A CH BPRRe B RESEI)

AN EEEE AR S LA ER “F” . £ “Viewport” BT
Hok WA —MEFEZh e iZ 8, W T K-

ENE IR

Frame Selection (F)

e BE MBI TR FChaE, L LR, IRtk



BIET Lo
#eFt (Selection)
A TGS B G EAE R IR E A, IRFEIEFEA]. LR
— AR R, B A L Q7 BRI T A, JF
FH B e e DA SE IG5
TR FO—F12 S Y] IUFp = 2 It SE . HEEZE, B,
AT S5 AR 5 P — s A ) T DSk 552388 o AT — AR 5 (8 (3% 3 1 ST
FIART.
EEBVERIZA (Seletion types)
ME R HERE— R
MAZE %P (Right-to-left rectangular selection): 4iEHERE
fin B b, KRBk
MAEZEAERE (Left—to—right rectangular selection): EHELZR
SEABEHRINER, MNRAREET.
A R BT, T8 H ARG BUNR S, Hin =S H 1R 24
T R R AR P — /N st F T i
Tkt (Modifier keys)
i “Ctrl” A0 “Shift” f# A AR A R L FE 7 . AR AT DL
LA B TR

% W @ | -

Select

(o -

3

Ry Addto Selection shift

k- Subtract from Selection ctrl - shift
Ry Invert Selection ctri




Rk 2% 18 FESE
—HARA TR, BRESEFR RS T R A TR
I 2% -

3D Mouse

Select Select All Ctrl+ &
Grow Streets... Deselect All Ctrl+Shift+A

Invert Selection
" Convert to Static Shapes

Select Objects in 5ame Layer
C rt Models to Sh
ELUERLAE SO R Select Objects by Map Layer

Togglel ct Model
B oggieinspe oe Select Objects of Same Type

Assign Rule File... Select Objects of Same Group
Generate Ctrl+G Select Objects with Same Rule File
Update Seed and Generate Ctrl+Shift+ G Select Objects with Same Start Rule
Delete Medels
Reset Seed

Apply Selection Set
%%  Edit Selection Sets...

EFAMFERA R 5. KA B, BB A

WA R AL BN B AEAH [ ) SR B A 473

WEFEA A R RN SR B R o BE RRE R R SC - CRE T LD
TEFEA HH R A A0 0 . A R AR CHE T LI )
SEVO AR AR R A= plAR R

3 YRR B

CityEngine & —MEFPAUB RN HREF, XEWRE Cityengine Al

FHRRIN 25 6 3 RS



Maodel Generation

Modeling
Procedure

Attributes CGA
Rule

Input Geometry Resulting 3d Model

~|r J, 3D
Soces » Model
Assets &
Textures

Assets

gan v Wl

EIXANRIER, MOyt ft. Fse b, TATTAIEREF S —
AERIENT. FERA TR e

CEPE A S X O SR T & TS H, 1 AR LA
¥4 “Recursive Subdivision” [ Z %X & #% 4 it B “ Offset
Subdivision” (TEURFE —rh, 2 50 2 MR ANE 1% B A BT A1 =)
(R VEA R

[8) &2 Bl & - % - A - = 0@ inspector 2| =B
Blm}

Name Block

# Block Parameters

shapeCreation %] true (Default) Off = On
type %] Offset Subdivisi...
offsetWidth ®] 25 (Default) [
subdivisionRecur... ®]  true (Default) Off =" On
lotAreaMin *] 500 (Default) [y ——
lotAreaMax ] 1500 (Default) e
IotWidthMin ] 10 (Default) e

irregularity ®] 0.3 (Default) [E— —
forceStreetAccess  ®E] 0 (Default) [ —
cornerWidth ] 0 (Default) &
comerAngleMax %] 120 (Default) = —
alignment %] Uneven (Defaul)  Uneven 52
seed %] 588531 [

“ Object Attributes

Select Block W Vertices

-10-



« FEIRSFURE XSk i 35— R, i J5 A5 FH SRIPCIE FOR G B 4 PN ) P

iz

« flEf “building. cga” SCAFRIH T ETE E (s X E0D

1 Mavigator 3@] = (m|

B&|[ES b T

4 =% MyFirstCity
4 [= assets
I = window
shopwin.tif
wall.tif
(= data
(= images
(= maps
= models
4 [== rules
&%| building_02.cga
|E building.cgal =~
4 [=- scenes
== myFirstCity 01.cej
(= scripts
[ 1= Tutorial_01_Essential_Skills

= “Scene 3@] =8

+  search expression @

-*- < Scene Light
&b = Panorama
> % ® Streetnetwork (1071 Objects)

FPerspective View | 4891 Objects | 77665 Polygons

463.04 0.00 217 434 | CityEngine C

R BRSO H P B B X, B = E B Al IR

s — N
St Oy PRI AT L, o PLEESZ— T F12 8#)

[BEPB) o & & - £~ k-0

| CityEngine CS [meters)
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o A2 AR ALt m] DLE L SR AT BN BR

3D Mouse

Select

Grow Streets...

Convert Models to Shapes

Toggle Inspect Model /’

Assign Rule File...
Generate Ctrl+G

Update Seed and Generate Ctrl+Shift+ G
Delete Models %
\ Reset Seed
: —
B R FIA L I iy “ctrl-g” (MacOS: command—g) BX
i TR L) “Generate” §#, AR AT DIFEL SRR EIE B4
JRARE T

@] B R @

AP TAE, HrI 2 PR HUR 2 1 B

« i T H4 H “Update Seed and Genate new Model” %8 EY &

IR

i

7 “ctrl-shift-g” (Mac 0S: “command-shift-g” )

AN TR AEAS R RCR A5
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O nspector 23] = (=]

£ Shape

Mame Shape

“ Shape Parameters

# Rules

Rule File building.cga Assign...
Start Rule Lot Select...
#% building Default Style... E

floorheight ®] 4 (Rulg)
shapeType w1 Lot (Object)
tilewidth ] 3 (Rulg)
windowHeight ] 2.3 (Rule)

windowWidth ®] 2.2 {Rule) [ —

“ Reports

A Object Attributes

streetWidth(0) 15150851 o |
streetWidth(1) 15150851 [ E—
streetWidth(2) 11.829317 [ —
streetWidth(3) 11529317 [
streetWidth(4) 0 [ ——
streetWidth(5) 0 [ ——
shapeType Lot

' Vertices

“ Information

| CityEngine C5

FHER; AN
R — R
CityEngine B R G CGA 4w, — LT T CityEngine B

AEF . BT CGA S B2 MIAES, e Rt 71
FIH) H R B R G = 4B (15 o MIEARE AR, Aty 3R

- 13-



K AR HAGHE T REM .

LEIRA R R IUAE D3R A FRATT AR

< EE T FHEF (Navigator) H1HJ building. cga BULE ML 2%
(Inspector) F1i#%E$E# building. cga KFTIF M.

© nspector 2 =

| @ Shape| |

Name Shape

Y Shape Parameters

2 Rules

ule File building.cga Assign...
Start Rule Lot Select...

WUE ke Sk PR e Vs = S P2 e SR VIR W

o AR ZwEERE (Rule Bditor) Hff T HARMAEE 7
& (B 5 oG

K2 B 38 A FH SOA T3 R GBI, {ELRE A5 P YA P A 5 mT A

HHEM.

=H
EEY 2 e RA(BER(FTarh

Window -->

14 -



EFRATRARZ IR DL 1 i R S v B2 R B4 8 LI

o RER U i 4 S SRR R R

* 5 3d Viewport & HH—#EH 7 AT

 JEITHEZE (Lot) HEZLHUIH T Hi

REFERENRM (extrude) TBVETREA @ EIEA A RE= A 1EH
« BRELRITERE (height) XANEME

2w B R N ST A

A E B E AL 15 2 25 Z [A]:

= .ﬁ'_ building.cga 2 | im

S G| e exqQHAQER|TAFE

£] shapeType v &7 Lot A

4” case ¥] shapeType == Lotinner

attr #] height A _
rand 15 25 % Lot
Ly else

] tilewidth v _
il extrude §] height

£] windowwidth v
WP comp f

windowHeight v "
d - side : ¥ Facade

g] floorheight v

top : %% Shape

o N MR R E T SR E . R SR A ZER AT

BT I =T
o FEA XA d AN — A F U, A 44 “Roof”

- 15-



! “building.cga 2| m|

(i

] shapeType &7 Lot

.” case ¥] shapeType == Lotinner
tr ] height e £] shapeType
nd 15 35 & Lot.

Ly else

] tilewidth

ilJ extrude ¥] height

] windowwidth
0¥ comp f

] windowHeight v : Rule Name Roof|
side : g Facade Number of Parameters

] floorheight

top : %7 Shape

« ZHCNEL 25 551U IIAS R KU R 5 Tt

\)

rocfGable(angle)

roofGable{angle, overhangX)

roofGable(angle, overhangX, overhangY)

roofGable{angle, overhangX, overhangy, even)

roofGable(angle, overhangk, overhangy, even, index)

roafHip(angle) . Add Rule
roofHip(angle, overhang) Branching Add Operation
roofHip(angle, overhang, even) Split Add Shape
roofPyramid(angle) HAszet Styles

roofShed(angle) Geometry

roofShed(angle, index) Roof Cut

Transformation Copy

Scope Delete

Texture Mappin
s Show Definition

Find References

Miscellanecus

PR BRI G 45 2413 SR a0 s «

= &% "buildingcga 1

2HRIM & 2e<AlHAER

wun - e

4” case ] shapeType == Lotinner
& Lot &2 UpperFloors v

Ly else
i) extrude ] height

W9 comp f

side : ¥ Facade & Roof A

top : ¥ Roof & roofHip 225
%7 Shape

- 16 -



« FGEBIRIRFIF EHAE . R SR T B ok

& Viewport 3 B|ZD|P) &0 W &~ > kv 0O

Perspective Wiew | 4691 Objects | 67076 Polygons

| CityEngine CS [meters]
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