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Abstract

Non-Photorealistic Rendering (NPR) has been an itapbresearch topic in the field
of Computer Graphics. Instead of highlighting tealism of CG synthesized images, NPR
focus on the representation of the stroke and @asnstyle.

3D NPR system is able to render images by thenmétion from the 3D model and the
specific scene automatically, but the images difecdlit to be modified interactively. The
problem indirectly limits the creativity of users.

In our system, we develop a sketch-based GUI fBDaNPR painting system. The
system not only enables users to compose theirestrerly with different 3D models,
through this interface, user can also manipulatiergalor attributes of object intuitively
and manually. In the interface, we offer a colotetia. User can create a palette by
selecting a painting, or choosing a few neededrsdtmproduce a palette that has a unique
color tone. A user can create subtle changes orgaind simulates the blending effects to
3D object through our color palette. Furthermorsgrucan add many interesting visual
effects to the background and on the objects iotinely.

The Lattice Boltzmann Method (LBM) is adopted tamgute the fluid dynamics of
water and pigments on a paper. Through our systerpainting skill of watercolor artists
is simulated easily in a user-friendly manner.

Keywords:Computer Graphic(CG);Non-Photorealistin&=ing(NPR);Lattice Boltzmann

Method(LBM);Watercolor;Washing;Color Mixing;Graphi¢ser Interface;Sketch-Based
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