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We propose a system that enables the user to cut 3D food models using a knife controlled

by standard mouse operations. Cut is one of the most primary interactions with foods and has a long

history. Therefore, there are a great number of artistic cut patterns. However, previous computerized cut

interactions, which have mainly been explored in the context of volume visualization, are not sufficient

for such complicated cuts. We designed a new cut interface by which the user can easily create artistic

food models using simple mouse operations. Our system allows the user to cut along a surface of an
object and also a part of a model is deformed, if desired. We show various models created by only cutting

an original food model.
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