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(a) drybrush (b) edge darkening

(d) guranulation
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Fig.1 Implemented characteristics of watercolor paint
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(a) intensity

(b) color map
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Fig.2 Intensity and color map
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(a) color mapped result

(b) edge map
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Fig.3 Mapping results of color map and edge map
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(b) granular effect map
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Fig.4 Granular effect using paper height map
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Fig.5 Shaded image of a object
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(a) The amount of paint and water (b) Base blur color and the distance
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Fig. 6 The color of watercolor blur
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Fig.7 Variation in the amount of paint
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Fig. 8 Variation in the amount of water
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Fig.9 Masking by paper height
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Fig. 11 Sampling velocity buffer

ZZTGreen lZ GPU DY A X YL 2 —F 2T,
A7V b ERBEFAMIEL ZRTIKEERC 2 L&
RELZ[19]. LeL, ZOHERZA 727 DR
L EETELE D, IS ZRARICHEALZ L25T
=9, Ml ARZABN—OWITLED.

sz l, BT 4 V¥ % B McGuire D F
¥ [20] 1, FEEO S 2 % BN E B3I BT EEA e 7
T—ZERTES. LrLAMATIE, A7V 1+20
bODENEFET 2 Z ENHINTIE e, FEH
BT oFREE W,

(1) o Loty 77 HENy 77227 )7L TE
C. HENy 77 LT 27—y 77 %
27V 7T BRIE, P77 AR 0l LTEL.

(2) £, Rosado D Fik [18] & HMkIC, HENY 77D
A7V 2T DFIET DEICRE &AL, W
Ny 7 P ICHE R E AL, 77 pEERIE0 I
LT, F/, FARICENY 7 712002 EAA
T&Xl.

(3) R EEZE ) —KOHER Y 2 ZHil§ 2.
Z O, HFHEFEIZEBVWTUTOURZITI k9 GPU
DY z—=F7ur 7 LxBELTEL.

(a) HiHE$ 2 HBEOMBEDOHIE Ny 77 DTN 7 71l
DIE0 RS, Ny 7 7DfEZEEIT 2.

(b) il $ 2 HBEOMEDHE Ny 7 7 DTV 7 71l
NS, ZORYDHEENY 77275 LI
Y75 (E11).

(c) ZDFER, 77 7EPEODDDBEOD o7
5, ZO®EEEME T 2WEOMBEICMZ T, #i
7L —ALIZB VT Z DHIFEDALEIC H > 72 HFED
MEZEET 5.

(d) ZDOMEDT VT 7EHR07%6, () D5MEDIKT,

(e) ZOMEDOTILT7 7HPIE0 25, Z I EIA
FNTCLHER, HilT 2HEFED L2 L 7
A7 2 FOEE v, ELTKET T —Dfa%
ko, 2nEHIT 5.



BB AR S
IPSJ SIG Technical Report

v

00 -0
d

M12 A7¥=7 MERETOHEEORT
Fig. 12 Calculation of the distance to the object border

(a) Blur by brush (b) One dimensional brush pattern
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Fig. 13 Blur by brash
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Fig. 14 The watercolor blur by proposed method

(b) Real brush blur
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Fig. 15 Comparison of the proposed method and the real brush
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Fig. 16 Problem of generating garbage
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