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Trees are one of the essential painting subjects in Chinese landscape painting.
Painters abundant feelings can be expressed with the displaying of various tree
postures and the representation of Chinese ink painting. This project provides a novel
method to generate the model of trees and to synthesize three-dimensional trees in
Chinese ink painting style automatically. Using the L-systems to construct the
skeleton of various tree styles and then generate their geometric models. These



three-dimensional tree models are synthesized by object-based outline drawing and
texture generation based on the information extracted from tree models. The method
can draw different styles of bark and leaves textures by procedurally defining the
texture patterns. User can obtain various styles of tree in Chinese ink painting without
the capability of painting skills.

Keywords: computer graphics~ NPR (non-photorealistic
rendering) ~ landscape painting - texture stroke
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(a) 3D tree model

(b) Rendered result of (a)
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