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Color Representation of Virtual Liquid Manipulation System
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Abstract : In this paper, a model to realize an interactive manipulation of virtual water using a

virtual container is described first. Then, this model is extended to represent the water color. The

water have the color value and the water color is spread and blended with diffusion equation. The

virtual liquid manipulation system makes it possible to swing the water surface and to spill and/or

stir the water. In addition, the representation of water color is realized with this integrated model.
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