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Fig. 1, Comparison of diffusion of paint using various kernels,
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Fig. 2. Paint absorption,

5, Coagulation

Eol 3718} BeE A Zo ] ARk ol @
34l FfelEfal sk 3719 B WXle] S48 TS wi=A| ot
7] AR B E=iekie ol E4E sk flete] 2H
2] E83l9lct. 3719} B Waje] F5 W e I 2
Rormg Efto] F7)e}t ol gardsE 9 A Hleste]
AEE A moEdek. =3k AEkE sl flske] XAdEel
whr] SIS oA Bdste] Sarsls S AT
(Fig. 3 #=).

Fig. 3. Paint coagulation,

386



IV. Conclusions
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