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https://www.youtube.com/watch?v=KoEbwZg2ErU https://www.youtube.com/watch?v=6WZZARzpckw

Position Based Fluids [Macklin SIGGRAPH13] B o " e TP
Detail-Preserving Paint Modeling for 3D Brushes [Chu NPAR10] tips://www.youtube.com/watch?y=Wrwi0qLVShQ



https://www.youtube.com/watch?v=KoEbwZq2ErU
https://www.youtube.com/watch?v=6WZZARzpckw
https://www.youtube.com/watch?v=WFwi0qLV8hQ
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Stable Fluids [Stam, SIGGRAPH 99]

s BERICKROTFERRLCLZE 2 UV —LAQDS

« T— \BRRBQITOZ UL 575 S
 Real-Time Fluid Dynamics for Games (GDC 2003)

* https://www.dgp.toronto.edu/public user/stam/reality/Resear
ch/pdf/GDCO03.pdf

- BRBZYYT)LI— F (50017KE)
* http://www.dgp.toronto.edu/people/stam/reality/Research/zi
p/CDROM GDCO03.zip

BRI CNZEBE TS DRDICTD



https://www.dgp.toronto.edu/public_user/stam/reality/Research/pdf/GDC03.pdf
http://www.dgp.toronto.edu/people/stam/reality/Research/zip/CDROM_GDC03.zip

ESRBSREIZICEDIC
tw.]{--'zﬂ wiﬁ/)lb

Cl:WJEEE . /.IID.JR\ 'kgd)&fg\ etC

« 5
« [BHISTDE > ALRE
 Semi-Lagrangian }& 2 &5



%8973 T3% [Foster 96]

* Given: 2D 1818 ED (ER) REIZ u: R* » R?

c

« DIOIMIBE g D. 3%t ICRITDDM q,,: R2 » R
Do, 5%l t+ h [CRITDDM quy 2BZRICKDD

qn+1(X) = qn(X) — hu(x) - Vg, (%) FSICER!

» ZILEDISENR h (CLEB) > h ZREK UITETDEHET D ®

Realistic animation of liquids [Foster GMIP96] 8



Semi-Lagrangian }Z [Stam 99]

cB5% t + h ICRNTHUE x [CFRNEL X \\\
IN—=F 1 DIV ERICEZD OSSP

+ ZD)N—F 1 DILDEZ ¢ ICRITB P
(8 & ZERD. ZCCOBEERS | , . -~

X = trace(u,x,—h)
qn+1(X) = ¢ (X)

« N=FT 1 D)LBEERDT—YIEAE
* trace DI © #RAZFAl. Runge-Kutta, etc

* q, Z )T VTIVITUT gy ZROHDDT. BERICKSTZIE !



1RE IZDENBYIEAG

- fLDYNIBE E[EHE. semi-Lagrangian 5 TR

» D\ ZDFFETIEIERRE D ELESE0N !

15 Z 0T

EoEiBaBEINE !
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)2 )L DITHODFEM - FELHE!E

V-ux) =0 Vvx

« ZIATHEENEZO (divergence-free)
« ZBLI)VICDUNT., BiETd32)LEDRBOREBE « RAEDSETHTEO
s BEREODXRACEEEAZAD

c BMBOND FIViZ w ld, —RRICIEEMBIEREZ /IR0 |
< C.

V- (W N VQ) = ( Helmholtz D f2
EIRBANS —15 q ERD. RUEBLTEES u=w-Vq 553



)7V >/ (Poisson) P2 T\

V-(W—Vg)=0
=
Agq=V-w A

e q IUTDOIRIVF—2T/INE 2 projection EIE[END
[
E(q) = lw — Vql|?
0
« KIRRIRITII TRSNDHOE

c K< HOEE
 Gauss-Seidel = EENBE, EV\ (U T)LI— R TEA)
» (Preconditioned) Conjugate Gradient =» 3R\
+ Multigrid & DE0DEL, EENAEZ (2)

V-
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N URE =

dq

——vA

37 VvV Aq A
« (SIS AR

Gn+1(X) = ¢, (X) + hv Ag, (X)
« THEENESRINE h ICLEE D> RETE
WEA AN s
Qn(x) — Qn+1(x) —hv ACIn+1(X)

- ISAE h [CKRHOTFTRRE
« RIRIRRTTH) CTHRSNDTIRETN (Poisson FIF2T\ C[EhK)




JEE#B Navier-Stokes 552

ou (u-V) 1V +vAu + f t V
—=—u- e s.t. ‘u =
Py u-V)u p p + vAu

=T N Uacks NIy =% Rt E7 A1
(u- V) = (u o=+ uy o) SHDBEF THO. HHV-u CIEHRDED |

PXPR 0 0 0 0 ik 02
uX_ Ux Ug 10p Uy Uy
ot (ux o T ay) pox " (6x2+6y2>+fx

* Projection CTROICANT—5H q(x) =px)/p IE. EDICHEZ
s EDDESV AN SIEVPAINGD > TILREDFESE




XAl —I3VDORN

« REIZDERH (vel_step) REB u(x) DRI
. R NDIE I g
N —=—(u-V)u——Vp +vAu +f
. dt p
* Project
- R
* Project B CIEEET SRIIC project LTR & |
« BDEEIZDEFHT (dens_step) EDBEE d(x) DFTR2D
* ¥hB —=—(u-V)d +vAd +s

. BB Jat



BRFHDERTE

REDEDQORDZEOICT D TEELENOEZERSED —EDEBEZSAMITD

s KDBRMBT —RZIRDEHICIE. SEIRMONE
s NHEROITHIA. BFIIBRDBENT — . etc
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LNV Y MEICKDIKBDOERIR

i :: \ N~ I ?E iE ;& N
* 7.K 1] O~ C 0)1?51j- é EE% 7-) ¢ (X) % ge tha accuracy of boundary projection ( cument: 2nd order)
hote distance felad
gie quid el

c p(x) < 0 IX5MRIR, d(X) > 01XHZLEX, e g o
%)J HB ’lklu\ 5 % é ‘L— 5 Z. 5 imterpalalfon method. ( cumrent Catmull- Rom Spiine )

({ current: Enabled)

 REBICHEDT ¢(x) 2R

s EDETEDRR. KB ¢(x) =0 [CHRUNT
p(x) =0 EVNDEBERRHERTE

https://www.youtube.com/watch?v=Ss890pQ u54
http://code.google.com/p/levelset2d/

Practical animation of liquids [Foster SIGGRAPHO01] 19


https://www.youtube.com/watch?v=Ss89OpQ_u54
http://code.google.com/p/levelset2d/

NBNBERRPILIN XA

* Semi-Lagrangian
» Upwind

* MacCormack

« WENO5

* QUICK

igrid %;Sms, Residual=1.60e-06)

Comack (Time=50.26ms, Interp=Spline)

https://www.youtube.com/watch?v=UYu8JgbbHpE

https://en.wikipedia.org/wiki/MacCormack method
https://en.wikipedia.org/wiki/Upwind scheme

http://code.google.com/p/2dsmoke/ 20



https://www.youtube.com/watch?v=UYu8JgbbHpE
http://code.google.com/p/2dsmoke/
https://en.wikipedia.org/wiki/MacCormack_method
https://en.wikipedia.org/wiki/Upwind_scheme

Smoothed Particle Hydrodynamics
- Lagrangian JEDHARE

c BEZR OITHIF2REICHE > CED'T

» Smoothing kernel [CKDRIFEFINS ‘_%LB’J RIBZRE
CW(r) = 315 (R? — 12)3

641h°
s BER: p=3,mW(|x—x])
CRER D w0 =3 W ([x - x)

—EM D & ZEMDIE VW & AW D'BKRFED

Particle-Based Fluid Simulation for Interactive Applications [Muller SCA03]
https://slideplayer.com/slide/4790539/



https://slideplayer.com/slide/4790539/

Smoothed Particle Hydrodynamics

« NF(CEI< T Vp(x;) + vAu(x;) + f

(Xl)
P FE Sl la
« IBRSUADIRREFFZTIN pV = NRT KD, EAHITZEICLEHI
p(x) =k p(x)

> MNPV VIRAZHRIINEDEE !

Particle-Based Fluid Simulation for Interactive Applications [Muller SCA03]
https://s|idep|aver'com/s|ide/4790539/ https://www.youtube.com/watch?v=M8WPINWAWPRY



https://www.youtube.com/watch?v=M8WPlNWAWPY
https://slideplayer.com/slide/4790539/

BREEMTED/NA T B

IS5 N5
Bimst® | AEIEITD2® | HUEHLEL ©
EDETE IRTAS ANIEHE ®

* PIC (Particle In Cell) ;A& FLIP (FLuid Im

olicit Particle) }%&

o o

A T $%e R
N7 X7 Y 27 N2
O &E OF;'3-7 OF:|Li OF: i

Animating sand as a fluid [Zhu,Bridson,SIGGRAPHO5]
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Height field [C K27KBE DT

initialize u[i,j] as you like

set V:i,j_ - 9 discrete
loop

V:lJJ +=(u[i_1Jj] + U[i+1,j] + u[iJj_l] + u[iJj+1])/4 - U[l,]]

v[i,j] *= 0.99

ufi,j] += v[i,]]
endloop

Real Time Fluids in Games (by Matthias Mller)
https://slideplayer.com/slide/4790539/

« WebGLEEEE
* http://madebyevan.com/webgl-water/
* http://dblsai.github.io/WebGL-Fluid/

24


http://madebyevan.com/webgl-water/
http://dblsai.github.io/WebGL-Fluid/
https://slideplayer.com/slide/4790539/

255

« JavaScriptlC K DR
* http://www.ibiblio.org/e-notes/webgl/gpu/fluid.htm
* https://nerget.com/fluidSim/
* http://dev.miaumiau.cat/sph/
* http://p.brm.sk/fluid/

o C++|ICKDEE
* http://code.google.com/p/flip3d/
e http://code.google.com/p/levelset2d/

e http://code.google.com/p/smoke3d/

e http://code.google.com/p/2dsmoke/

* http://www.cs.ubc.ca/~rbridson/download/simple flip2d.tar.gz

» Shiokaze Framework: https://shiokaze.ryichando.graphics/

- B
* Fluid Simulation for Computer Graphics, by R. Bridson, 2008
» The Art of Fluid Animation, by Jos Stam, 2015
- ZHEFE—KICKD Computer Graphics Gems JP 2012 (DECSE
* Chapter 13: RO IEATHATREREUNY =T Y ITEBROERE
Chapter 14: FLIP3EIC K BB FRFUFD/NA T Jw RRKRYIaL—Y 3V
{9# 3 — b © http://book.borndigital.jp/support/CGGems2012/CGGems2012.zip



http://www.ibiblio.org/e-notes/webgl/gpu/fluid.htm
https://nerget.com/fluidSim/
http://dev.miaumiau.cat/sph/
http://p.brm.sk/fluid/
http://code.google.com/p/flip3d/
http://code.google.com/p/levelset2d/
http://code.google.com/p/smoke3d/
http://code.google.com/p/2dsmoke/
http://www.cs.ubc.ca/~rbridson/download/simple_flip2d.tar.gz
https://shiokaze.ryichando.graphics/
http://book.borndigital.jp/support/CGGems2012/CGGems2012.zip

