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The course will present the state-of-the-art of stylized fabrication techniques and will make a com- L e Em
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Shadow art [MPQ9]
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2. Classity the different methods into macro-categories.

: Fi 2: The classification of different method
3. Present the advantages of each technique. igure e classification of different methods

We cataloged each method described in this state-of-the-art report according to a number of orthogo-
4. Discuss computational and Fabrication challenges for each technique. nal dimensions/characteristics as specified in [1].

5. Provide Ideas for future research.
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Shapes These methods modify three-dimensional shapes to a simpler, more essential, representation.
This strategy enables the usage of highly constrained materials and devices that are popular and
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does not require sophisticated fabrication devices. Due to the simpler fabrication process, these
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