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Texture Synthesis
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Modeling of Non-periodic Aggregates
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We propose a method for modeling piles of arbitrary objects. In our method, the first step arr';'
neighborhoods on the surface of user-specified pile-shape to determine the number of the objéets.
of the pile-shape. Then, the next step rearranges the object toward normal on the pile-shape for avoit
procedure, piles or condensations of objects, such as rice-ball, can be represented.
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Generation of Aperiodic Patterns
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This research aims to effectively generate non-periodic textures comprised of discrete elements having various densities. For this, we use the
dart-throwing method that places elements within an exclusive, user-specified region and prohibits overlapping of the regions of these placed
elements. Changing the exclusive regions controls the densities of textures. For effective placement, our method involves two steps: placing
elements sparsely and then placing additional elements in the gaps between the placed elements.
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Generation of Organic Texture

RAUXAY S DEICLDERNRBTORF v DEMRFEZRRELE UL, MEREZ/ (—F 1 VILEFILICKDELURO/ 18I0, 28
ENEBRUIUCHUTISOII I A R0 e BT T« ES a2 MiEERESE T, MERAOFHIREER T DFEZRELE
Ufz. RFEZRAVSCET, FROBHCH U T, BICRBMDLSBTIXF v ZIERFELIDRERT D LN TEXT.

This project presents a method of generating organic textures using an anisotropic meshing technique. A pattern of packed cells for a given area
is generated by performing particle simulation with proximity-based forces. The organic texture is then obtained by generating a 3-D geometry
for each cell with the subdivision surface method and then applying fractal noise to create a detailed surface geometry. The proposed method
automatically generates a realistic looking organic texture, especially in a reptile skin, for an arbitrarily shaped area with much lower
computational cost than previous methods.
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Packing pattern generation
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Skin geometry generation
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Generation of Stone Wall Patterns
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This project proposes a method of generating stone wall patterns as a specific case of a generalized texture generator. The advantage of the

method is that it allows the user to generate a variety of stone wall patterns by specifying a few simple parameters. We have applied it to a
visual simulation system in order to represent such stone textures as walls and pavements.
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