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Motivation

A Space mission simulation

AVirtual testbed

- Terrain-based navigation

- Optic-based tracking & landing
A Physical mock-ups testing

- 3D Printing [NASA 2019]
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DFKI GmbH
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Motivation

A Movies or Video Games
A Diverse global shapes

A Diverse surface details

Space Sci-Fi Movies “Iron Sky”

Motivation Approach

Results

Game “No Man’s Sky”

Conclusion
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Y Challenge

Low-poly models ( Data From 3D Asteroid Catalog )

A Realistic (lightcurve inversion, bi-static radar / telescope measurement)

Motivation Approach Results

Conclusion
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https://3d-asteroids.space/
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Y Challenge

Near Shoemaker probe
landing on 433 Eros

Dawn Vesta [tokawa

A Realistic (lightcurve inversion, bi-static radar / telescope measurement)
A Diversity
A Diverse terrain primitives

- Spatial heterogeneity

A High-resolution model
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Y previous Work

A Asteroid modeling [Martin 2014]

A Subdivision surface

A Integrating real crater height value into
subdivision surface

ATexture synthesis by Locally Controlled Spot
Noise(LCSN) [Pavie 2016]

AKernel shape transfer to texture
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Results Conclusion



