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Landscape is essential in Chinese painting. Painters use various kinds of brush styles to
depict natural scenery. Terrain is the major object in Chinese landscape painting. Some mountains
rise high and erect, and some are gradual and continuous. So the simulation of wrinkles on the
rocks becomes very important. The major contribution of this thesis is to generate the Chinese ink
painting style results automatically from 3D terrain model. Then, we can navigate around the
scene and show images viewed from different positions at interactive rates. In this thesis, we use
streamlines to express wrinkles on surfaces. Besides, we use silhouettes to describe the outward
appearance of a terrain. Furthermore, we integrate the Chinese brush stroke model into our
system and have some modifications to achieve Chinese painting styles. In addition, we resolve
the frame coherence problem to have a smoothly view while navigating. This research can apply
to computer games or virtual environment systems.

Keywords -computer graphics *NPR (non-photorealistic rendering) ~landscape painting » texture
stroke
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