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Development and Evaluation of a Historical Streetscape Simulation
System for the Post Station Town in the Late Edo Period

YASUO KAWAI™ YOUHEI OBUCHI™
YURIKA TSUCHIYA™ SHOKO NIHE|™

Abstract: The purpose of this research is to develop a streetscape simulation system to support regional and historical culture
powered by the game engine. We have developed a landscape simulation system for modern urban space with game engine and
evaluated these effectiveness. Based on the knowledge obtained there, we will develop a system that reproduces the cityscape
landscape for the lodging town in the late Edo period. Our simulation system is an interactive system by a game engine that gives
the user a first-person perspective of the streetscape of Fujisawa-jyuku, a post station town situated on the former Tokaido road
during the late Edo period. We modeled buildings and urban facilities, referred Ukiyo-e (woodblock print during the Edo period)
and old documents stored in Fujisawa City’s archive. The proposed system is currently on permanent exhibition at the Fujisawa-
jyuku Intersection Hall, and accessible to the public.
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Figure 1 Research Target Area
(Fujisawa post-station town on the old Tokaido)
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Figure 2 System Image

(D) NET v
(D) Person Model

(Fujisawa post-station town on the old Tokaido)
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Figure 3 Comparison of System Image (Left) from the Same
Viewpoint as Ukiyo-e (Utagawa Hiroshige: “Fujisawa,” from

the series “Fifty-three Stations of the Tokaido” (Hoeido
edition)) (Right).
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Figure 4 Comparison of System Image (Left) from the Same
Viewpoint as Ukiyo-e (Utagawa Hiroshige: “Fujisawa,” from

the series “Fiftythree Stations of the Tokaido” (Travel along
Tokaido with Kyouka Poems)) (Right).
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Figure 5 Comparison of System Image (Left) from the Same

Viewpoint as Ukiyo-e (Utagawa Hiroshige: “Fujisawa,” from
the series “Fifty-three Stations of the Tokaido” (Reisho script

version)) (Right).

AUET2—REL LT, KRBT AT LA LLEBIT, FHI
HHAT 4 A7 LA (HMD) OFANARER b DL L.
AWFFETIXZNETHMD & LT, Oculusz i L7=BH%
Z4THo CED, AR TIX, HMD & LT HTC Vive % £
L7z, RIMROBE %2 —ENF = TITHIR—RARAT—
a0k 5T, a—FFINL— AR — L TOBE), EEIT
FNFEEL 7o o7z, —JF, HMD fH)ED Vive 2> hu—7
X, MEORE L TWDHD, AN oWnTiEaito—
Wy7e =Ny REFAREGDETHHT A2 & & LT

© 2018InformationProcessingocietyof Japan

2B42
2018/3/t

1 1280pixels 1 128pixels

— X100

l

ZRIMAERES R
= A

RREm AR
REEOS hmm(t)
BERE HEE)
HiTE Kl
BR XF
WTREW TOM
#BRARD

System Image : 570 pixels(A,C.E}
Ukiyo-e Image : 670(B), 770(D), 640(F) pixel

i

- T
I

6 FEmC A Web i & 22 R HE D 73 4R

Figure 6 Web Imagdor Evaluation Test and Classification
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