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A Study on Embodiment-based Automatic Generation of 3D-CG Contents and Optimization
for them by Interactive Evolutionary Computation
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When developing 3D CG software components, their attributes like motions and funct
ionalities besides their color and shape have not been treated so far. In this study, we tried to employ s
uch kinds of attributes to realize highly embodied 3D CG software components having a 3D shape and a uniqu
e functionality. After realizing such highly embodied 3D CG software components, it will become possible t

generate 3D CG contents by composing them using their functional composition rules and con

0 automaticall
%is study, we also tried to apply Interactive Evolutionary Computation (IEC) method in order

straints. In t
to obtain the user required 3D CG contents from the automatically generated 3D CG contents by optimizing

them through IEC. In this study, we tried to implement such development systems and tools.
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