3N-9

goobbobbeecd g

BRAOREBRREAVENANR—TFIRF YT

RE Z' 2R %E I XE* & ®RE”
FRAFEIZHRET RRRKPEVATLABRIZHEAR RRKEZEF - BRIZER

1. [XC®IC

Yy R/ A4XElE, 3 RAEBMOBRIZT V& LIEED
BYLTondBEHETHY, 2V EL—4ETT T4V RIC
BUVTIEFAIRTH D, ChlIPRICK L TERGRELSEE
BBl ENHRET Y—J X - TURF v, HEETY
VU, BERERZROT = A—2 3 R EITE W THIRFI TR
BY—ILTHHZ EAFMONT NS, AR T, BIRIIR
188%4% (Recurrent |terated Function System : Recurrent
IFS) & 3 RITd Chaos Game Algorithm [C& > TEREN S
Yy R/ A RZDOWTHR, ChERWNS/NR—TI R
FXITETS.

2. YVYyF/4X

Yy F/A4XEE, 3 RELDOEHZRTEHK
f:R* 5> RTEESN, AVE1—4855T74vHRIZE
AT TWBY Y Y FTIRFrDEO—ETHY, 3RT
WARDTIRF ) T ICAVEND. £z, TBRAI (TEH
S LA ERIFFCFRBA TS, COL S5 GERERE
VT ZEDEEDB VY R/ AR EaVEa—45357
A VY RPET) VJIZBVWTERIZENTHY, ThER
LT 1980 FERIC Perlin BIZK 2 TNAIN—TIRF¥
O12]AMRIE ST . NAIN—TFT I RFvIZEITSPerlin 5
D/ A XETEATIEHEH, PHEAADBISIZFH U THEERIZE
MBELELET M, TROEHUETIRF v /A XER
LB YITERETT 5 2 EIXBRB TG

Z I T, AAETIE, 2 K03 XRTDOPECRSEET )
VU TELSRRER OBRNRERERICL2EED/ 41X
HEETS L EERS.
3. BRI RER K HR Recurrent  Iterated

Function System : Recurrent IFS)

FHAEIZH T 2 BImHIRERESFR (Recurrent IFS) [3]1&

& IFS{X; wyi=1,2,...N } £7&Z4TH p,elo] Gj=01,...N )

Hyptertexturing using Recurrent Iterated Function System

TNozomi Ngamine ¥ Shigenori Mochizuki, Daisuke Horie

*DongSheng Cai

"Master’s Program in Science and Engineering at University of Tsukuba

*Graduate School of Systems and Information Engineering at University of
Tsukuba

“Institute of Tnformation Seiences and Flectronies at. TTniversitv of Tsikiiha

DORYLTD 2 DO&MEHE-TEDOTHS

(i) py+p,+-+py=1 (i=L2,..,N)

(ii) EATL i ERATIRERT-T & 5 ARG ERDET
kl...m€&€L2,. . NHEET S

PPy Pw > 0

4 . Borel Measure Rendering Algorithm

Borel Measure [EZ3EMEIZAIS 2 &AHIET, Borel Measure
Rendering Algorithm ICk > TUATD &L S ITALENS.

Xd) &30 MEEERZERE L, (X, wip;
i=1,2,...N} % Recurrent IFS & L7=&E(Z, 20 Recurrent
IFS [Z3%$ L T Chaos Game Algorithm ZHE L TER S f-m7FI
) (=01.,00&ET B ZDEE, XD Borel E5E
& Bl Borel Measure u BFEL, UTOKSITHEEIENDS
[31.

(2L NBm={z} NBIZEFN D mDE

AEAE Tl Measure &/ A XfiE& LTIRLY, Recurrent IFS
& Borel Measure Rendering Algorithm [Z&k > THERSHT=
VY R/ AZXEBEL, 7598y K/ A XERS
RIZIFS a— FOEIGY 5 5E%ELT.

5. 7392 IEZEFEE
AHAZETIL IFS 23— FZE I RTD T 59 2 IVEHGFRFIED
FRERAVTERET . £B50fz IFS a—FIZHLT
blowing BifZ AL, ERMICEILT BT/ 1 XEEMT 5.
759 2 VERFHEEIE LIFS(BRRERER) B ELV
BAaS—Ca TR IHE DV =HEET et

LT D@ETIThNnS.
@ EBREEENEGT S (HEEShftEEEL > TOY Y
EMESD).

Q@ HBEEICHLTRARAS—YaEBICEITSRRaS
—VaBRENRPEGEDIBB(FACTAVY) B&
UBGIS A —R ERET 5.

® QTRELLEEB/ISA—FIEDEREFSFELT
ACERT B.

Ff, FEOERZICH L TRHBEDTG/NTA—I TRES

N5E#ERELB/ONABR (7 57 2) METEETH

41 167



%.

6. Blowing Zf

INGA—E pEEDIFS X w,,i=12,...N} IZEWLT, fig/h
BRwHIINGA—E p [ > TEHMICELT 251X 7
FS9484 p ITKE LEGIZZEILT S[3]. Zh# blowing
BEREEA.

AHARTIE, 759 ZILEBRFSIETERGL IFS 3—F
IZHL, /85 A—% p EHNL, EEMIZELT 5/ 1 XEE
KeBHLEERD.

UEZEHEIZEB L IFS a—FRizk-sTEREEN=/ 14 X
& blowing BERZEARAWT IFS a— FIZEtE5Z2 -/ 1 X%
X1 (2R

B 1. (£ : 3 REESER 4 : blowing BERIZK > TEILA IS F=
3 RIESEIR)

7. NMNN—TFTIXF¥YLJ

T39Iy R/ ARZKBNAIN—T Y RAF v &AT
St=0IZ, [0,110 HEDEEF>F-AT2) MIxT S
HEBB DNEBAT S DYIER DA ITOVNTOEEE
RL, #7219 FOBKERET 5.

512, BEFZR%$ Density Modulation Function :
DN fZ#BAT B. ChlIA TPy FOBEEFEST 510
[CERAShS.

CHUZEY, I(IN—TIORFYIFRDE S ITEEEND.

H(D(x).x)=1,(+1,(/,(D(x)))

RIZ, AR THERET DA Ty bERT. WRET
%574 T 1 bl soft region DO U T ILIEEKMAL L,
HIDEIER ¢, 3% r, soft region ZE5EZEs & LT
RADEEBYCTEERT 5.

sphere[c‘,,‘s] (x)
7= (r—s/Z)2
2= (r+s/2)

r? :=(x1_cx)z+(x‘_—cy) +(x:_cz)2

sphere = if > <r’ then 1.0
if ¥2 > 17 then 0.0

else (roz —rz)/(ro2 —rlz)

X

Fl, NIS—TFTIRFX ) T %FT51=HIZF 1 TRS
hd73594)LV1)y k)4 X%&MF & LTRERAL,
fractal noise(x) & L TKRY .

RIZINBZED EICEREINIENANR—TIRF ¥ &
Perlin HICKBNAN—T IV RAF Y &HET 5. B 2(FH) &
Perlin SI2&k > TIRES NI turbulence B LB/ 4 X
EMABIEICE>TERINA TSy bTHY,
2B)EISVANLI) Y E/AREMABIEIZKH>THE
BRENATOx Y b THD. CDEE, TNTIhOFES
KIIDMF ZALTRD L SRS D.

H, (sphere(x),x) = gain(bias (turbulence(x),0.3),0.9) - sphere x)
H, (sphere(x),x) = gain(bias( fractal noise(x),0.3),0.9) - sphere(x)

s

X 2. (% : turbulence BE%R/ €4 RIZKBNAIN—FHURFx H: 7
SHRIWVYY R A RIZKBINAIS—FH RF )

8. &hYIc

AFETIE, NAI—TIRF¥IZEITE/ 1 LR
R1ERE%% (Recurrent IFS) & Borel Measure [(CEDWNT/ A
ANHEAMEES L EREL.. O/ 4 XnHE%ERA
WBZEIZKY, YUy K/ A XDEEHSHRIE SN BT28,
BRGNS IN—T Y RAF Y HERTES. Ffz, 75V FIVE
BRBLEICKY, FED/ 4 EEDRIEETH D260, Th
EFTRENEHETH -/ \( /15— T I AF v ORARETH o
FINANN—TORF Y EERT D ENFRETHDHEEFZ DL
na.

BEXH

[1] KenPerlinand Eric M. Hoffert, “Hypertexture, ” Computer Graphics, Vol.
23, No. 3, July 1989 (SIGGRAPH Conference Proceedings).

[2] Ebert, D., Musgrave, F., Peachey, P., Perlin, K., and Worley, S.,
“Texturing and Modeling: A Procedural Approach, Third Edition”, with
contributions from W. Mark and J. Hart, Morgan Kaufman, November 2002

[3] M. F. Barnsley : “Fractals Everywhere”, Academic Press, 1988.

[4] Y.Fisher, Ed., Fractal Image Compression: Theory and processing

operation, Sprinter-Verlag, New York, 1994.

411 168





