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Particle-Based Simulation of Dew Condensation Using Mask Images
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Abstract: Particle simulations are suitable to creation of CG scene with a large amount of water drops like dew condensation.
Manual control of individual particles, however, requires a large amount of production costs. In this research, we examine a method 
to design layouts of particles using a mask image. The binary image is first generated using a texture synthesis method so as to 
mimic shape of water drops in the condensation, and then modified using several image processing techniques to optimize the 
layout of particles. Our system generates many types of scene with water drops using arbitrary mask images.
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Figure 1(a) An image with large cells and thick borderlines.
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1(b)
Figure 1(b) An image with small cells and thin borderlines.
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2 1(a)
Figure 2 Water drop model generated using Figure 1(a).

3
Figure 3 Synthesis using arrow image
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Figure 4 Lateral view of water drop models of Figure 2.
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