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Abstract Making three-dimensional computer graphics objects is two steps. In first step, initial object is made
and edited by computer graphics modeling software. Generally, this operation must be learning with long time.
Consequently we researched user-interface for making three-dimensional computer graphics objects. In this paper,
we propose the user-interface which is constructed by a sketch-based modeling and a perspective projection based
manipulation for three-dimensional computer graphics objects.
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Fig.3 Intersection plane between active plane and 3DCG object
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Fig.4 Example of 3DCG Manupulation User Interface
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Fig.5 Sketch-based modeling
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(a) Bottom shape {b) Left side shape

(c) Right side shapge

(e) 3DCG objectl (f) 3DCG object2
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Fig.6 Example of Sketch-based modeling
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Fig.8 Persepective projection based modeling
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