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Rachis curve

Left barb curve

Right barb curve

Boundary curve

Editing Feather GeometryEditing Feather Geometry
Rachis Right barb Left barb

Texture Boundary

Editing Feather GeometryEditing Feather Geometry Adding RandomnessAdding Randomness

If external force > threshold
Rotate barb
external force = 0

Accumulate external force
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Occlusion & Specularities Occlusion & Specularities Oil Film Interference Oil Film Interference 
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Initializing Feather DirectionsInitializing Feather Directions
RBF interpolation [RBF interpolation [PraunPraun 00] 00] 

Adding Flight FeathersAdding Flight Feathers
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