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A Study of Oriental Brush Rendering using Continuous HMM

Yuta OKABE ,# SUGURU SAITO  and MASAYUKI NAKAJIMA

We aim at carrying out rendering oriental brush strokes to input lines automatically. There
are many parameters required for the rendering, and it is not simple to determine them from
input lines. To solve this problem, we use a continuous HMM which is one of the machine
learning methods. We prepare the captured stroke data as training data, then train a con-
tinuous HMM. We can obtain an oriental brush-like painting from input lines by using the

trained continuous HMM.
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