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Design Support System for Kaga-Yuzen

BN\ DF A KBS RAT LB LE U, MEBREOEY) (Y-, BEOEREZIEET S TNl &, BFRoOrgEGRe
=9 [BESSE] CHFTTHALET. BNOERREDHMNMRKE L- SXFAZISALTI> E21—90BEERLES. D
SRAFLERAVNBZET, AFILDBRVWATERROEN)\F—22FEICTH A2 TDTENDIEETY.

This project proposes a support tool for designing kimono patterns. Kimono patterns are controlled by two rules, "flow" and "hierarchy"; the
rule of "flow” controls the pattern arrangement, and the rule of "layered structure” manages the layer structure of pattern. The proposed system
supports design of kimono patterns, considering these two rules. The system also applies L-System to express ornamental patterns of plants to
appear in kimonos semi-automatically. It is possible for people who do not have good design skills to obtain an intended kimono pattern easily
by using this system.
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Automatic Generation Method for Processing Plant
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A processing plant consists of massive parts including tanks, pipelines, processing columns, frames, and so on. This paper reports a method for
automatically generating the landscape of a processing plant from a 2D sketch input and some control parameters. This is difficult to implement
with conventional procedural methods. The results show that the landscapes of a processing plant are satisfactorily represented,\while some
detailed parts, such as valves, steps, and branching pipelines, are not generated. The generated 3D geometric datéQaref seful ft%r onstructing
background scenes in movies and video games, and are also applicable for pre-visualizing a landscape to cons@%lg%‘ocessing
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Interactive Procedural Modeling of Pebble Mosaic
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In this project, we focus on the generation of pebble mosaics to achieve the distribution of numerous pebbles while maintaining distribution

controllability. Existing research on rock modeling and digital mosaics has not focused on user-specified arrangements, whereas in this work,
we present an interactive method for generating pebble mosaics. This is achieved through designing an underlying tensor field that specifies

the pattern of pebble arrangement.
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Generation of Engaged Gears Approximating a 3D Model
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In this study, we propose a method for generating a 3D gear aggregate model that approximates the shape of a
gear aggregate model generated by traditional methods, the model generated by the proposed method consists o
sizes. Moreover, it is possible to rotate all engaged gears if one of them is rotated. First, the method generates tl
specified 3D model. Then, a gear set is placed such that one of the gears in the gear set engages with one of the p

Yy

D gears of different
sections of a
repeating this

3DEFIL  BREAERL 1EBOEE NEHBOEE SHEER
3D model  Sections 1st set Nth set Output FHA A

Examples




