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Plans for the week:

During the April vacation, I planned to work more with the downloaded L-Systems as well as download and use some Windows L-System environments. I also planned to find and read a number of papers and solidify my approach to procedural modelling.
Progress:

I have read and summarized the information gleaned from the following papers:
· “Procedural Modelling of Cities” – Parish and Müller
· R. Mech and P. Prusinkiewicz. Visual Models of Plants Inter-acting with Their Environment. In SIGGRAPH 96 ConferenceProceedings, pages 397-410, August 1996
· PRUSINKIEWICZ,P.,HAMMEL,M.,HANAN,J.,AND M¡ ECH,R. Visual models of plant development. In Handbook of formal languages, G. Rozenberg and A. Salomaa, Eds. Springer-Verlag, Berlin, 1996
· HONDA,H.,TOMLINSON,P.B.,AND FISHER, J. B. Computer simulation of branch interaction and regulation by unequal flow rates in botanical trees. American Journal of Botany 68 (1981), 569–585

· “Voxel Space Automata” – Greene (SIGGRAPH 89)

· “Mathematical Models for Cellular Interaction in Development” – Lindemayer (Journal of Theoretical Biology, 1968)

· “Developmental Models of Herbaceous Plants” – Prusinkiewicz, Lindenmayer and Hanan (SIGGRAPH 88)

· “Plants, fractals and formal languages” – Smith (SIGGRAPH 84)

· “Realistic Modeling and Rendering of Plant Ecosystems”

· “Compositing 3-D rendered images” – Duff (SIGGRAPH 85)

· “Ray tracing complex model containing surface tessellations” – Snyder and Barr (SIGGRAPH 87)

· “A model of competition incorporating plasticity through modular foliage and crown development” – Sorrensen-Cothern et al. (Ecological Monographs, 93)

· “Creation and rendering of realistic trees” – Weber and Penn (SIGGRAPH 95)

I believe I more fully understand the workings of procedural modelling and I plan to develop a pseudo-code outline by next week.
Plans for next week:

I plan to download Maya and begin to develop the outline for my procedural modelling language by focusing on the structure and syntax of MEL and Renderman’s shader language. I also plan to develop a pseudo-code outline of my approach to procedural modelling with specific focus on the structure of the data types to be used.
