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Work Plan 2.1 Selection of Technologies

WP 2.1.3– Selection of Technology for Texture Mapping

The selection of technologies actually available for rendering operations can be grouped in two different categories:

-products that work whit objects defined  in 3D

-products that tries to simulate a 3D starting from a picture (2D) and inventing  the third dimension using shadows. Those products are also defined  as 2.5 D.

For the scope of  Ishtar Project this last family of products can satisfy all needs considering that is very difficult and expensive to draw garments in 3D and, much more, is not necessary to manipulate the garment.

Those products invent the third dimension using shadows; for  this, better results can be obtained starting from a picture, of the object to be rendered,  in thin color (the best  is the  white color).

The first step  is to  cover the picture  with a reference grid (where is possible to  vary the dimension of the mesh). Next step is to  adapt the  grid just to the different of the object. Finally is necessary to contour the object  exactly to limit the area to be manipulate: is possible to define many areas and than manipulate them in different modes.

Because all products work quite similarly, differences arise in the grid manipulation and  contouring operation tools.

Another important section in rendering operations is the correct (or the best) ratio between  the image dimensions  of the object and the image dimension of the material: better is the qualities of the rendering product, better are functionality  and tools available for the tuning of the rendering’s results.

During the research and analysis of different products we note some differences.

But if we look at Ishtar project none have developed rendering products for an Internet use: all are for a stand-alone use.

We ask to Lectra and DGS their disposability to adapt or convert individual product for this type of  use.

Both  Companies demonstrate interest for the challenge but in term of time to realize and costs evaluation for this operation, we prefer and chose Portrait from DGS.

The result of Portrait’s adaptation will be: 


-Develop of “ActiveX components” for retrieving garments and textures images


-Modification and adaptation of Portrait that will accept launch of rendering operations via ActiveX.

Time to be spent for this adaptation is estimated 115 days (15 for Analysis, 60 for Develop, and 40 for installation, test and tuning and training).

For  the use of the adapted product,  property rights  are restricted to all partners just to the end of  Ishtar project.

After this period, DGS is permitted to use and  sale this product.

For the normal use of the “new” Portrait is necessary:


-one licence for each remote client


-the licence of main module that runs on a central server.







