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Development of Streetscape Simulation System at Fujisawa Post-
Town on the Old Tokaido in the Late Edo Period
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Abstract: Recently, historical and cultural inheritance of the region has become a problem in Japan. The purpose of this paper is
to present the streetscape of post-town in Fujisawa on old Tokaido by detailed 3D models and game engine. In our previous studies,
we have developed and evaluated urban space simulation system using the game engine. In previous studies, we have developed
urban space simulation system using the game engine, the effectiveness of this system is tested through experiment. Based on this
method, we reproduces the streetscape of the Edo Period in the system. It was possible to achieve the purpose of developed the
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system to inherit the memory of the region.

1. BIROBMEER

BUETAE T, Husg o B sk 2y, #mib & Bk
b, D@t Sl Lo TH LWIREE e > T D. X
BIF1E, MR ET 230k %, H8E - REEEICED S
ThRA<HEZ, BEURELZZO TREICHEAL, i
EHTD-000R L LT, 2007 442 T 5 UL FEAREAR )
ZEMELE[,2]. 22T, BEBRESUEoB AN, ik
DRHEATED L Tz B AR TR 72 sk 7 1 233k &
NTCW5D. I50Z, HIRORESLSUEZ g JH & LTk
BEEOICIE A L CIEM L2 130D & BT, Zh b & i
FEPWE LTHEHREE LT ZERHFEIN TS, R
e, MRS E b LT IEmEEL, *
DMK EFITH) Z L2 HE LEBYASUERBOFRT S
VIl —va VAT LAERETLILOTHD.

I ETHRA L, HEEEHROEEY AT X OB
TRBICRBWT, FEHEZR T MR ESRE OFFEIC SV T
W aAT > C& T2, BIoF— V0 & VI 822 i
Vial—rva AT AORRBEEFHMIEZE LT, BHAD

T1 CERE
Bunkyo University.

© 2017InformationProcessingocietyof Japan

B A AR E LI KBWRET Y VU 7LD AT LD
FEEATV, BBIRHNIE S < SRR E SR O WA P ERERIC
52 B8BLEFTMOVWTHLMNILTEZ[34]. 2
X, BARREL LT —2bz P afnsZtickoT
A CHEME R AT AR ARETH Y, REBEES
7200 T2 < MG A LRI ES R R COFH BRSO
THDH. KWL, ZOEHEMI I 2L —Ta VAT
LOMRAEISAL, BRI STbRE 2 ARz EoRE
533 2lb—a VAT AERETLILOTHS (X1).
LGB TR E OB CHRE L CEX R I 2
L—a Y AT A, BEORESH SRS OFEIC
WC OIS AAFZEN D 5N TWBH[5,6]4, & L THEED
LR TLTHY, AR TOFBREL IV 0. K
ML, TIHARMEERERIE T 72 kR HiX ) [7]& LT 2015
FEA4RICHRESNEZZY TEMRLE LT, {ILARBOIAE
HEERER I DK 8 E, F—b2 o VLB A HT
TT 4 TRV AT AELTCRBTHZEELT.

726



TEHRNEE S A 25 72 g > 2017
IPSJInteraction2017

3-502-1¢
2017/3/z

M1 #HREE I L—var AT AOBENT

Figure 1 The operation screen of the streetscape simulation system
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Figure 2 The target area: Fujisawa post-town on the old Tokaido.
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Figure 3 Merchant house around Daigiri bridge.
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Figure 4 Daigiri bridge and Enoshima torii

X 6 WAITR

Figure 6 Iroha-zaka.
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Figure 7 Internal space of merchant house.
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Figure 8 Development flow of the simulation system.
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Figure 9 Operation method using gamepad.
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Figure 10 Operation method using keyboard and mouse. Figure 12 An object that can be horse-riding.
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Figure 14 System transition diagram of button action
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