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Non-photorealistic architectural depictions can be employed to develop a narrative that engages the reader with not only the visual aspects,
but also other emotional reactions. Architecture is subsequently not only represented through its factual dimensions of length, width and
height, but is extended to intangible sensorial realms, whi?:h gains special value in the Asian context. This Eager presents a rendering system
of a dg%‘aphical depiction method to communicate design akin to Japanese cartoon (manga) style. The modified visualization can be

use

or storytelling and developing a narrative that professionals and laypersons alike easily can access, understand and
interact. The bi-tonal depictions offer users to experience both, visual richness of the original design, as well as A@@@R&@Y
enhanced architectural design communications that have their heritage deeply rooted in Asian culture. To speed up the production time of drawings, some
In this paper, we will showcase some digital manga architecture to demonstrate how design | artists already employ computer techniques to

intention and ideas can be represented differently yet subsequently seamlessly
connects cultural aspects of storytelling with architectural design
allowing an intuitive discourse with architecture.

convert images to hatching effects, using techniques
such as ‘half-toning’ or ‘hatching’. However, these
digital methods produce only monotonous patterns
and unsatisfactory results that are not in line with the
rich expression of colour graphics and elaborated
architectural details in sketches.

Our technique can deal with an arbitrarily
complex image or colour palette. Rich sets of
texture patterns/screens are employed to
represent the original image with the goal of
preserving three key-factors of graphical

The typical five drawing steps for producing one manga image-frame. First,

artists decide the perspective and roughly sketch the major structure if the scene representation:
with pencils (Step 1). Next, theﬁ finalize the drawing with ink (Step 2). With the
precise lines in place, artists then begin the screening procedure. Based on — chromaticity distinguishability, texture
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