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ABSTRACT

Chinese ink painting has rather a long history. Burgeoned with landscaping painting
in East Chin Dynasty, legacy has been passed down through many masters over more
than sixteen centuries, accruing tremendous technique and experience. Given the
complexity of the technique, the diversity of the subject matters involved, the
manipulation of brushes and ink alone require much practice. The quick water
absorbency nature of the paper dictates sure, skillful command of technique; there is
simply no room for mistakes. It is only so, can the tonality of ink in a single brush stroke
be rendered to marvel. Therefore, linear beauty and ink variety of landscape painting can
be the most difficult in Chinese ink painting.

In this thesis, we propose a three-dimensional geometric analysis of landscape scene
and ink painting simulation synthesizing system for automatic rendering of rocks in
landscape painting style. Through the composite of mountain model assigned by the user
and the system's 3D geometric analysis of scene contours and rock textures, all the
aforesaid digital data input into the ink painting simulation model will be able to produce
computer imagery of landscape painting automatically. With arranging 3D landscape
scenes, even a layman, entirely ignorant of the complexity of the technical skill, will be
able to produce a beautiful landscape ink painting.
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