






 

 

Fig. 5 shows our simulator for stone skipping. Our simulator 
displays the motion of stone, given an initial tilt angle and an 
initial velocity. Snapshots from the simulation are shown in Fig. 
6 and 7. The stone bounces off the water surface a few times, 
and gradually slows down due to the drag force. Our simulation 
shows more than 60 frames per second, hence shows that our 
system has sufficient processing speed for real-time control. 

V. CONCLUSION  
In this paper, we represent a dynamics model of the stone 

skipping which has been a popular pastime for thousands of 
years. Our approach to simulate the motion of the stone 
skipping is based on the hydrodynamics and implemented as a 
real-time system.  

User can generate various results with handling parameters 
such as the tilt angle, the weight of the stone, the shape of the 
stone, and an initial velocity. 

Since the stone and the water skier receive a force from the 
water related to the speed with which they travel across it, our 
method can be used to simulate a water skier in virtual reality 
and computer games. For more realistic scenes, we need to 
extend our parameters to rotational velocity.  
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Fig. 7 The stone skips on the water. 
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