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The Generation of Texture

According to Generation Rule

Takashi Saotome, Tsuyoshi Yamamoto
Hokkaido University

EEL T3 RAMOE TN AT 5 =Dz E+
DEBBRNL, VT3 ¥ —YAF A (L-system)
IHEU B, EFIVOMERI. IMETFVEREL, L
system 12 & o THEPNAERBINIZ L V€V 2 RE
ICHERXE, ETNVEREIEZLIZE>TITR
5 (E1), ZOk ST ERBRANL. REORE
A TELRTERZIIVIaL—T 5, bk
JIETEFNEMEY EFTOL S AT SO
AT B,

o-E5-3

Ist

~

X1 EFVORE

3 FTIOARFaIF7DER

TFOAFaT7TOERIE. EBEFHE 2, #EXh-
EFNVERETHI LTSS (K 2).

%

Model Texture

\.. w

~

B 2: FIORF a7 DER

EFVOMRELRTH 5V F B E & 5
2, TORNVDOFEEOBIERZREL. 24 THEH



2 —344

R EEHLEICENVERE, TOLIDOHEHEOEE
BETS, 2TOLNVICHLUTIONHEE2THS T
CTCEMETBFIAFaTHEREIND,

4 XRKEBODFIVAFa7

FRRTIIREHRLREHME LT, BROER. ¥
ZOLREERY L, REOBROBERUE
WICBLTIRUTOI LR E LTETLND,

o BIARDRFEEIINEDOHE: ZITAMNIIE
BH¥35, TORMITLE,

o WADEREEDEB I EROBYDELL L
Thbbhd,

o BIARDEKTH2HMIINEE T, ARIZ—EE
BREhd & ENULEDERIZ LW,

BT ARME ER U TEFVORRERET S
Zrickd (M3),

(

X 3: KEDYIVEE

ETFNVOBR/NMNEBRERTHD VLTI &
NVOBRIZNE LEAK LTS, CIVDEIR—FD
BRIl L, ¥ EFMOEI*EXS3 L TEHIZEL
SRARBEDENERE TS,

ERTIEMBMUTH I, EEHFAIZEEL 1
RIATRBETIEUTDOLS 1225,

A—-CiA
C1A = C1CA
C2A — CyC3A
C3A — C3C1A
CiA - CC1A

CITARETIVEBREIEDODXI—DRI
T, T AFATOERIZIIHEBEE X8\, Cy ~ ()
BREXDRRDILNT, TOREIEFFHIZELST
BETD, EBRICKBRED DIIZ EICEIT 4
Bl % 2 RTiCHiR L, SYELICKB2ERTE
&5t LaihiEbivdt. SEIZKE DR
AECRETIIE:2EXT, AALIZENVREST
w3,

FOAFaTOEBIZEAL TR, VD& T
SOoTBERLIED, REVEIVREEIZHL. /D
AL RBIZLEMN->TRREL RS,

5 &8

Bk, RE.2EMHE LTI L, AZEGOBE
*FALUTKRYDTF I AF a7 2 ERT R HEIC
DWTBRE, ERARTIR2RIADTFIAFaT %
HRELAEY, SHEOBEL LT, EBRRAEER
VEMLRTIAFaTIiidibEs®d2 8. 3D
FIRFaATIHERTRI e R EBREXLNSD,

S 3R

[1] Przemyslaw Prusinkiewicz, James Hanan. Lin-
denmayer Systems, Fractals, and Plants. Lec-
ture Note in Biomathematics. Vol.79, Springer-
Verlag, 1989.

[2] Alan Watt, Mark Watt. Advanced Animation
and Rendering Techniques. Theory and Practice.
ACM Press, Addison-Wesley Publishing Com-
pany, 1992.



