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A Color Region Based Rendering of Trees

Based on Shading Techniques of Background Art in Animation

YASUHIRO AKAGL ! MITSUNORI KATAAMAT?
and KATSUHIRO KITAJIMAT!

In this paper, we describe a non-photorealistic rendering (NPR) framework for generating
background art in animation. The background art, in many cases that is a Landscape Paint-
ing, is generally used in animation productions. One background art and multiple layers of
moving characters compose a scene. The background art is one of most important factor for
making the impression of an animation. We propose, in particular, a NPR technique that can
reproduce painting techniques characteristic of background art such as leaf painting based on
just a few colors, shading to produce a spherical effect, and aerial perspective. This tech-
nique can generate dynamic background art having a swaying motion in the wind by applying
the animation generation tool for swaying trees developed by the authors 1),2) The proposed
method, in contrast, is based on a painting technique for background art, which enables it to
pick up features of the target work of art and to reproduce its style.
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Fig.1 Each generation of branchs and leaf.
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Fig.2 An actual example of color scheme.
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Fig.3 A rendering result of a simple shadow-function.
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4th Generation
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Fig.4 A generation of hierarchical-sphere and each rendering results.
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Fig.5 Rendering result of each shadow-function.
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Fig.6 A wind function for contrast control.
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Fig.7 Comparison of artworks and our results.
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Table 2 Results of frame-rate in each shadow function.
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Fig.8 Mask images of each color and synthesized result.
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Fig.9 A scene of the avenue of trees.
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Fig.10 Comparison of tree shapes between nearest and

farthest one.
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Fig.11 A photographed image of trees.
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Fig.12 A rendering result by photorialistic color scheme.
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