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An Interactive Visual Simulation Method
for Generating a Lightning Animation

Nishi Yuuki! Tokoi Kohe?

Abstract: The purpose of the physical simulation is to accurately reproduce the behavior of the real world.
In recent years it has been attempted to apply it to the image representation. In this research, we are
developing of visual simulation in order to apply the making a VFX in the stage of post-production work.
The goal of visual simulation that we proposed is to intuitively manipulate the thunder. Technology that we
proposed determines the potential gradient of the simulation space from the Laplace equation and generate
a rough discharge path of the lightning by the progress probability. Then, the Perlin Noise is added to the
discharge path. In addition, the proposed technique generates a glow to the discharge path at the time of
rendering. Finally assuming the lightning a collection of line light sources, we propose a method for use in
3D scene lighting.
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