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Project Title Algorithmic Generation of Social Architecture

Project Description Procedural content generation (PCG) has been applied to a wide range of areas in the

design of games and simulations, ranging from creating maps, planets and solar systems

to creating species of flora and fauna, religious beliefs, and aesthetic styles. This project

would seek to develop innovative PCG methods for generating a particular category of

building – those that have strict and explicit social rules to their layouts and their use by

different categories of human actors. The initial focus would be on the generation of

religious buildings (which tend to have strict rules for layout and use), but would seek to

develop a rules framework that could be adjusted and applied to other comparable

tightly-regulated structures like hospitals, police stations, prisons, airports, military

bases, etc. These should be generated according to a set of architectural rules that are

not just concerned with the “optimization” or “efficiency” of the layout, but also with

following more abstract cultural necessities. The architecture should also be fluid enough

that it can still function adequately if the social rules for AI actor behaviour are

subsequently changed (for example, the use of the same physical churches in the UK

varied significantly between medieval and early-twentieth century eras).

This project therefore has two components – the generation of buildings with explicit

social rules for room layouts, and subsequently populating these buildings with various

classes of AI actors who behave according to differing sets of norms and expectations.

The precise emphasize on the first or second component could be altered if a particularly

strong candidate was recruited in one of those two areas. We would seek two students

for this project – one focused primary on programming, and the other focused on design,

visuals, or both.

Required Skills This project is appropriate for a student with a strong computer science background,

ideally with previous experience of procedural generation, AI, or both, and for a second

student ideally with artistic or design skills, or a background in digital heritage, digital

humanities, or digital archaeology. A willingness to converse with a range of interests

across a very interdisciplinary team of researchers is also essential, and a general

knowledge of existing games and software packages that use procedural generation

techniques is desirable.



Project Dates The project will start on Monday, 11 July 2016 and finish on Friday, 9 September 2016.
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