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CGS System based on Three-Dimensional Character Modeling |
(Part1:About Non-Digital Process)

Dong Min Cho'

ABSTRACT

This study is to help creative idea generation based on the theory of the 'reconstruction of character
shape image elements’, and aims to extrusion of creative and diverse shapes with combination of image
elements upon computing creative image generation. In order to suggest the design generation method-
ology for the maximization of idea generation ability and to overcome restriction of thinking out of existing
idea generation methodology, it has suggested the CGS{Character Generation System) that is a creative
idea generation methodology identified and complemented the problem of the existing computerized idea
generation(PDS with Proportion) method out of the preceded studies on the creative idea generation
methodologies. .

this study is expected to have effectives as one method for idea generation or creative image generation
assistance during the 3D character development process, and to serve as an assistance to overcome
the restriction of the character shape image generation through diverse idea generations
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