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Chinese landscape painting. But while a
single Chinese landscape painting gives us
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Chinese artists capture the spirit and
true beauty of the landscape to paint a

the ability to look in different directions and
to move about in the scene. This project
provides a method to view a Chinese
landscape painting from an arbitrary
viewpoint. Analyzing the composition of
Chinese landscape painting and then define
3D basic primitives of mountain, cloud and
water. First, the user inputs a reference
picture. Then according to the feature
parameters of 3D basic primitives specified
by the wuser, the system automatically
generates a 3D scene model which is the
same as the scene of reference picture. The
user can move to anywhere in the scene.
After the user determines the viewing
position, the system outputs a picture whose
viewpoint is different from the original
picture.
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(b) The ink painting of (a)
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The synthesis of a landscape painting.
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B] = The synthesis of Figure 3 in various positions.

(a) A ink painting of waterfall

(b) A ink painting of water and rock
The synthesis of water.
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(a) A single cloud

(b) Integration of cloud, tree and rock

B] =  The synthesis of cloud.
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