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Mascoty: A 3D Modeling System for Young Children

HARUNA MATSUMURA' YUKI IGARASHI"

Abstract: It is difficult for young children to create three dimensional (3D) models using existing modeling software. In this
paper, we propose a system "Mascoty" which enables easy and enjoyable 3D modeling, even for young children. With young
children in mind, we tried to creating 3D models from two-dimensional sketches by using depth data from a real-world mascot,
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for animals such as bears and rabbits. We also describe and consider the results gathered from user experiences.
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Figure 1 User interface of our system.
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Figure 2 Texture of a face.
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Figure 3 Depth with respect to longitudinal width and depth
with respect to lateral width.
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Figure 4 Relationship between thickness and ear position of
stuffed animals.
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Figure 5 Example 3D models designed by novice users.
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Figure 6 Examples of children designing 3D models using a
PC and tablet .

7 FELIELRES B
Figure 7 3D models designed by children.
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