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Development of a Technique to Generate a Lightning Animation Using
Wii Remote

Yukt Nisurt® Kone Tokor?:P)

Abstract: This paper proposes a method for visual simulation of generating a lightning animation between
the two points specified by the user. To specify between two points , we use the Wii remote control . It
is possible to present the sense of operating the intuitive lightning phenomena . The proposed technique
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. After that, this technique adds the fluctuation
using Perlin noise in the generated path. The shape of a segment of the lightning is rendered using textured
billboard polygon. Then a glow effect is added to the whole lightning shape by the realtime-glow technique.
In addition, this technique also calculates the shading of the scene caused by the lightning. This technique
allows the user to interactively control the path of generating lightning, and add the visual effect of the light-
ning to the scene in the real-time. The purpose of this study is an application of the interactive applications
and video games, VFX in the post-production stage of the video production process.
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