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A MESSAGE DRIVEN SYSTEM FOR CONSTRUCTING SHADING
MODELS

Kazuki Matsuif Yoshio Ohno

Keio University, Faculty of Science and Technology

In computer graphics, large varicty of shading models have been developed. How to design an iuterface to
construct new complex shading models simply and effectively from the existing shading models s now important.
In this arlicle, a system which allows users to make these shading models more flexibly and intuitively is
presented. A lot of special knowledge and training are required to construct shading models. In this system,
even a user who has little knowledge on shading algorithms can make good shading models. In addition,
know-how on making shading models can be preserved in the database.
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CLASS: OBJECT

¢

{attribute OBJECT)
{ speciallzed nil)
(properties  (
{red 1.0)
{green 1.0)
{blue 1.0)
(Ks 0.5)
(Kd 0.8)
(Ka 0.5)
(Kr 0.0)
(Kt 0.0)
{ refractance 1.0)
{roughness 0.5}
{ opacity 0.0)
{ shadow 0.0)
{ppt nit)
n
{messages (
{ keyword nil)
(RED RED)
(GREEN GREEN)
(BLUE BLUE)
(Ks KS)
{KD KD}
{KA KA)
(KR KR)
{KT KT)
(REFRACTANCE REFRACTANCE )
{ ROUGHNESS ROUGHNESS )
(OPACITY OPACITY)
(SHADOW SHADOW )
(PPF PPF)
{CHANGE-COLOR  CHANGE-COLOR)

13
)
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| cLASS:  WoOD

(

(attribute WOOD )
( specialized OBJECT)
(properties  (

(ringscale

( lightlimit

( darkiimit

{ mixrange

)
(messages  (
{ keyword

75 AEHOH

0.02)
0.8)
0.83)
0.0)

nit)

{RINGSCALE  RINGSCALE)

{ LIGHTLIMIT
{ DARKLIMIT

LIGHTLIMIT )
DARKLIMIT)

{ CHANGE-TEXTURE CHANGE-TEXTURE )
( CHANGE-MATERIAL  CHANGE-MATERIAL )
{CHANGE-MIXRANGE CHANGE-MIXRANQE )

)
}
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CLASS: CLOUD

(

( attribute cLouD)
( speciaiized DEFAULT)
{ properties  (

(upper_value 1.0)

(lower_vaive 0.0)

(scale_x 40.0)

(scale_y 40.0)

{ scale_z 40.0)

N

{messages . (

( keyword nll)

{ UPPER_VALUE UPPER_VALUE)

(LOWER_VALUE LOWER_VALUE )
( CHANGE-SCALE CHANGE-SCALE)
(CHANGE-TEXTURE CHANGE-TEXTURE )
))
)
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lMESSAGE : CHANGE-COLOR

(

{ message CHANGE-COLOR)
( acceptable
( keyword :REDDISH )
( keyword :GREENISH )
(keyword iBLUEISH )
{ keyword 1SKY-BLUE )
( keyword :BROWNISH )
( keyword :DARKEN )
{ keyword :LIGHTEN)
(RED RED)
(GREEN GREEN )
{BLUE BLUE )
)
(process CHANGE-COLOR)

)
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{ TEXTURE-NAME TEXTURE-NAME )
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)
{process CHANGE-TEXTURE )

)
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(WOOD (CHANGE-TEXTURE

(TEXTURE-NAME  :FLOWER)
(CHANGE-COLOR  :BROWNISH)
(BLEND :SUBTLE) )
(CHANGE-COLOR
(RED
(ADD :A-LITTLE)) )

(2L BE-7)
(L mxkz ) K )

(( FEHhorz D B )
( #®%
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( METAL
(CHANGE-COLOR
)

:SKY-BLUE )
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(cLoup

( CHANGE-COLOR :REDDISH)

( CHANGE-TEXTURE
(TEXTURE-NAME \YELLOW-FLOWER)
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(TEXTURE-PATTERN

(GRANULATE :A-LITTLE )

)
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