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Procedural generation is a powerful process for every game designer. Small and big companies can profit from the unlimited cont-
ent, created by a bit of randomness and some rules. It can create challenging and unique levels for each playthrough in roguelite 
games, which offer a new experience everytime you play. Or it can create whole worlds for ambitious projects even on a planetary 
scale. In each use case procedurally generated content offers new advantages, if the game designers and programers are able to 
tame the chaos. It takes lots of work to define all rules to achieve the result one imagined, but once the work is done it usually can 
be expanded easily and provides large amounts of content for the players.

I think the process to design such procedural generation is extremely interesting and valuable for my future as a game developer, 
therefore I wanted to include this in my project.

Another idea came to me when I played a 2D game about exploration. I loved the feeling of wonder and wanted to create my own 
take on this idea. The curiosity of exploring a new country with its unique nature and landscape was a vision I tried to implement in 
my project. This works especially well with procedural generation, so I decided to build my bachelor project around this topic. 

INTRODUCTION

It was a big challenge to combine tech and art but I am really happy with the result.
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WORKFLOW
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Thumbnails
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Artstyle Tests
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Houses
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Nature Sketches
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Evolution over time
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Character Design
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ASSETS
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Forest
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Dark Forest
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Birk Forest
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Orange Birk Forest
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Bare Forest
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Field
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Clear Cutting
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Houses
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Backgrounds
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The Change
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RESULT
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Day and Night Cycle
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