CAD&CG 310027

A 3D Computer Brush Model of Gouache
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Abstract: Recently there has been a trend toward non-photorealistic rendering on 3D
polygonal models but there is no literature evidence that the effect of gouache has been
explored. In this paper we present a computer model capable of generating the effect of
gouache. The model consists of four parts including brush unit design, pigment
simulation, pigment diffusion as well as high-level control mechanism and can be
applied directly to the traditional 3D polygonal models. Results demonstrating the
capabilities of our model are also given in the paper.

Keywords: Non-photorealistic rendering, rendering systems, natural media simulation,
gouache brush model.
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