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A three-dimensional physical simulation technique
suitable for production of two dimensional animation

JIULIN LIN†1 KOHE TOKOI†2

We propose the physical simulation technique based on the soft body simulation technique using the shape matching method 
aiming to automatically generate peculiar motion and exaggeration of the two dimensional animation that is produced by the 
three dimensional computer graphics using the cell shading etc.
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 1 Goal Position 
Figure 1 The procedure for calculating goal position. 

 2 
Figure 2 The super elasticity effect

that is applied to the 2-dimensional object.

 3 
Figure 3 The breakdown effect

that is applied to the 2-dimensional object.
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Figure 4 Applying the super elasticity effect

to the 2-dimensional object.
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Figure 5 Applying the breakdown effect

to the 3-dimensional object.
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Figure 6 When the interaction force between objects

was disabled.
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Figure 7 Immediately after the interaction force between 

objects was enabled.
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Figure 8 After the fixed time has passed

the interaction force was enabled.
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