Shading and shadowing in panorama maps
Inspired by the “atelier Novat” style

Context
The Atelier Novat has been founded by Pierre Novat in the 60’s and became the French
standard for mountain panoramas: http://atelier.novat.free.fr. Our goal in this project is to
reproduce and extend the atelier Novat style using digital means. Such a style has two main
components: a geometrical deformation of the terrain so as to show important landmarks to
the viewer and a specific rendering style to expressively describe the terrain components
(forest, snow, rocks, …). During this project we will focus on the rendering style.
The panorama case study is very interesting for the stylization of 3D scenes question. This is
a very specific application where the goal is to represent a terrain so as to help the viewer to
understand the shape and nature of the terrain but also to provide an aesthetic pleasant
view of the landscape. This is also an application in which we can explore the designer
creative process and try to find an efficient compromise between fully manual design and
automatism. By working with Arthur Novat (Pierre Novat son) we are able to understand the

drawing process that was used to paint these panoramas. Based on these insights we will
still have to devise concrete and general enough rules to be applied to generic terrains.

Project
The student will have to design a full shading model with specific style constraints:
● The shading should make the shape visible everywhere. For that we began to design
a shading model where the light direction is locally modified to align with the terrain
features.
● The shadows shape are not realistic. Several abstraction approaches will have to be
studied: filter-based techniques and vector graphics approaches will probably be
needed.
● A specific color model will have to be proposed to blend shading and shadows.
Even if we take inspiration from the atelier Novat style, care will be taken to propose general
approaches that should be applicable for generic terrain rendering.
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Supervision
The project will take place in the Maverick team at Inria and be supervised by Joelle Thollot,
Romain Vergne and Nolan Mestre.

