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Cartoon Water Forms Synthesis using Random Sinusoidal Functions

YU Jin-Hui XU Xiao-Gang Peng Qun-Sheng
(State Key Lab. of CAD&CG, Zhejiang university, Hangzhou, 310027)

Abstract Many methods dealing with water movements have been proposed in the past two decades, most of
them however focus on generating realistic animation and relatively little effort has been spent on simulating
hand-drawn water series. This paper presents a model capable of generating cartoon water automatically.
First, we analyze the hand drawn cartoon flowing water series and extract the static and dynamic elements
associated with them. Second, we make use of sinusoidal function by perturbing its amplitude, frequency
and phase randomly to model flowing water waveforms and animate them along the path specified. Finally,
we describe how to generate cartoon water in a 3D scene and show relevant examples.
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1 WSpeed, WaveD,w;
LBDi RBDi
(i=1,...BdN);
3 WaveN=BdN/WaveD;

For each frame t:
For (i=0 to WaveN) {
1)
WavePL(i)= LBD(i+t*WSpeed);
WavePR(i)=RBD(i+t*WSpeed);
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End (of each frame)
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