


Problem to Be Addressed

* Plug-in for Blender
e Massive, realistic terrains
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Context
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o Text-to-Scene (TTS)
e Terrain as a basis
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Intended Approach

« Determine technique —
— Procedural interface

— Where to place terrain features
* Mountains, Valleys, Rivers
e Flat areas
— Realism
 Fractals
o Erosion
o Squig Curves

— Size of terrain
— Level of Detail (LOD)

* Python scripting




Expected Results

» Configurable, natural terrain plug-in —
for Blender

* Enhanced Python API

e |nteraction with
—frs

— City modelling




Possible Extensions

e Landscape vs Terrain
— Trees
— Grass
— Rocks
— Foliage
 World conditions
— Clouds
— Fog
— Rain
— River flow
e Texturing

* Render-time generation
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