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1 Previous Objectives

• Implement erosion as in [2].

• Implement multiple flattening locations.

• Consider and implement different flattening methods.

• Rewrite summary of [2].

2 Progress and Problems

The Python script was refactored such that the heightfield was stored in a 2D list and operations
performed on this before using any Blender functionality, such as using a mesh. This allows for
operations like flattening and erosion to be done regardless of implementation which is obviously
a good feature to strive for.

Erosion as detailed in [2] was attempted and unfortunately has failed, due probably to some
unnoticed bug in the script. At the moment it now takes substantially longer to run the script if
erosion is included and produces the exact same output.

3 Objectives for Next Week

• Try to fix the erosion implementation.

• Write a summary of [1].
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