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Figure 1. Program Structure for creating animation sequences
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Figure 2. Impact structure mechanism.
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Figure 3. Eddy State Machine.
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Figure 4. Relation between horizontal swirl amplitude and distance from base.
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Figure 5. Trajectories of eddies due to horizontal swirl caused by foot liftoff .
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Figure 6. Difference in horizontal velocities in the two phases of dust creation.
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Figure 7. Active area of particles ejected on impact.




(a) Frame 41

(b) Frame 100

(c) Frame 133

Figure 8. Dust creded in environmentwith coarse and heay particles




(a) Frame 41
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(c) Frame 133

Figure 9. Dust creded in environmentwith medium sized and
medium weighted particles




(a) Frame 41
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Figure 10. Dust crated in environmentwith fine and light particles




(a) Frame 41
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Figure 11. Dust crated with user cusbmized specificatims
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Figure 12. Splash model components.
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Figure 13. Splash torus primitive and crest curve angle.
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Figure 14. Mapping of disk and torus primitives in the s-t coordinate system.




Figure 15. Splashimg on Impact - a psaudo dynamic model




Figure 16. How thesurface and displaement shaders affeicthe regular polygons

(a) At 1.5 cm depth (b) At 30 cm depth (c) At 5.0 cm deth

Figure 17. Water deoth parameterization of the water splahing model




(a) Foot lands - generates spray (b) Just before take off

(c) Foot in air - | oose drops fall off (d) Foot lands agan - cycle restarts

Figure 18. Phasesfanteraction between the hopping figue
andhe splashing mode




Table 1. RenderMan Surface shader for dust synthesis.

Table 2. Performance measure of the Dust model.




Table 3. Natural combinations of dust dimensions.

Table 4. RenderMan Displacement shader to create Ripples.




Table 5. RenderMan Surface shader to create an irregular Funnel.




Table 6. Performance measure of the Splash model.



