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Abstract The purpose of this study is to develop
realistic painting simulation in real-time as well as to
represent the thickness of the deposited paint on the
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surface. The Gaussian model is used for a painting
deposition model to calculate the thickness of paints. For
a painting simulation, rather than implementing particle
systems, we propose a new heuristic algorithm for pain-
ting process based on a few number of rays. After we find
the collision points of the rays with an environment, we
compute the painted area using flood-fill searching
method on the texture map and visualize paint effects. We
analyzed time complexity of our method to verify that our
system is suitable for real-time VR applications.
simulation, deposition model,
training, visualization, collision detection,
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