Vibe Coding in Practice: Building a Driving Simulator Without Expert
Programming Skills
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Fig. 1. Prototype 1: a blue car on a stylised city with realistic
grass, buildings, and trees.

Fig. 2. Prototype 2: a red car viewed from behind, navigating an
Al-generated city with buildings and city elements.
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Appendix A: Cursor Prompts Used During Development (Figure 1)
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P1: Create a basic Three.js scene with a ground plane, ambient light, and a perspective camera.

Use orbit controls to inspect the scene for now.

P Use realistic acceleration and turning logic, not just simple position translation. The car

should face the direction it is driving.

P3: I want to have a more realistic city.

P4: Create a realistic city, with buildings, trees, traffic lights, roads, and
pedestrians.

P5: Can you create the city even more realistic?

Fig. 5. Result of Prompt 5.

P6: Can you create the city even more realistic?

Fig. 6. Result of Prompt 6.

P7:Build a realistic car, with wheels, windows, and five doors.

sidewalks for
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P8: Make the car even more realistic, with the right materials, and the color can be blue.

P9: Make the car more realistic.

P10: Make the car even more realistic! Focus on the materials first.

P11: Make the car a bit bigger in terms of dimensions, and I want to properly be able to see the
doors of the car in a realistic way.

P12: Make the car look more realistic!

P13: Make the car with four doors that are visible and realistic.

P14: Make sure that I can see the interior of the car through the windows.

P15: Can you make the trees even more realistic?

P16: Use the right materials for the trees, to make them real.

P17: Can you create a “photorealistic” city? Use all the datasets or open APIs you need.

P18: Add integration with any of these APIs (would require API keys but more realistic).

P19: Enhance the building data processing?

P20: Make a “photorealistic” city, using Google or Apple Maps.

P21: Using the base you already have which is good, can you: include and create a 3D city scene
with real map data (e.g., Leiden), legally and freely, using only open APIs and open-source
tools?

Appendix B: Cursor Prompts Used During Development (Figure 2)
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P1:Create a 3D city scene using Three.js, with roads, sidewalks, buildings, and trees.

Fig. 7. Result of prompt 1.

P2: Make the city look more realistic, add details like streetlights and traffic lights.
P3: Improve the materials and lighting to make the city more visually realistic.

P4: Add pedestrian elements, benches, and bus stops to the city.

P5: Add a realistic car to the scene.
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P6: Make the car more realistic.
P7: Ensure the car faces the direction of travel, and moves using proper acceleration and turning

logic.
P8: Add keyboard controls "WASD" to drive the car forward, backward, and turn left/right.

Fig. 8. Prompt 8 result

P9: Create realistic physics for braking and acceleration.
P11: Detect collisions with buildings or trees and stop the car.
Note: Some instructions had to be reformulated multiple times due to incomplete or flawed outputs, highlighting the

trial-and-error nature of prompting and the importance of clarity and precision.
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