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Animation of Ice Melting Phenomenon based on Thermodynamics

MAakoTO FuJisawA? and KENJIRO T. MIURA?

This paper proposes a fast and efficient method for producing animations of ice melting
phenomenon. The method presented here introduces the photon mapping method for calcu-
lating the thermal radiation. By the photon mapping method used for lighting calculation,
the thermal radiation phenomenon in a scene is solved at fast by storing thermal energy in
each photon. The animation of a realistic ice melting phenomenon is generated using voxel
expression by taking into account the heat conduction inside an object and the heat transfer

with air as well.
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