Smoke simulation with obstacles
outside the simulation grid
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Dist[i] = length(p - Centre[i]);

DistStr[i] = max(PeakStr[i] - abs(PeakDist[i] - Dist[i]), 0);
DirStr[i] = max(dot(p - Centre[i], Dir[i]) - 0.8, 0)+5.0;

Acc [i] = normalize(p - Centre[i])eDistStr[i]eDirStr[i];
FinalAcc = ¥j_, Acc[i]l
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SpeedStrength[i] = dot(ObstacleSpeed, Dir[i]);
if (SpeedStrength[i] > 0) {
if (PeakStr[i] < DragCoeff[i]eSpeedStrength][i]) {
PeakDist[i] = StartDist[i];
}else {
PeakDist[i] = PeakDist[i] + 0.1 ¢ At;
}
PeakStr[i] = DragCoeff[i]eSpeedStrength[i];
Centre[i] = ObstaclePosition;
}else {
PeakStr[i] = PeakStr[iJemax(0.0, 1.0 - 5.0¢At);
PeakDist[i] = PeakDist[i] + At;

}
5.4 Results
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6 Conclusion and future work

(
) ( '$
(
'$
> =+ (
( 2
) )
# ! D (
)
DI )
2 #
1 2
( )
| .
( >
- !
( 2
( I
2 D)
( ((
2 )
DD
( ( !
2 (
!
L) )
(!
( !
2 1 ( ) #)
( # 8>: 8?

(- 2 1

2 ( 2
2 < !

Acknowledgements
> # ( ( - %

0 A 4/ O I . | DB@H?CH!

References

g>: p 3P1Q %l o
Interactive Distributed Fluid Simulation on the
GPUL + - § O - g 4 5
$ +0/ @DD9 * M 1 % !
/- £@DD9! ! @?E @B

80: O ( ¢ B $R A & Fluid
Simulationt
*x - & $
% **0 + @DDH & % § §
% %% / - > A E 1>J9
@DDH

8?: O & 3 & % "t Real-

8B:

8C:

8E:

8H:

89:

Time Simulation and Rendering of 3D Fluidstk >+
* 2% ?D¢  E?? EHBt@DDH

» S " 3 K 3 & An Improved
Study of Real-Time Fluid Simulation on GPU%

M - &M
>C ?B4=  @DDBS5 % M
+ % @DDB: !>7?; J>BEL@DDB
0] A #Dt= % ¢ # ., = 4
Visual ~ Simulation of  Smoket
*
b+ @9

" ¢ !'>C @@t @DbD>
% & O A #)t !'$B O ¢ S 3¢ =

0] & An Unconditionally Stable MacCormack
Method =% ! 1?2Ck 1 ?CD ?H>t @DD9
% * 4.M 5% Volume
Rendering  For Gamest *

@DDCt @DDC

= %  §Stable Fluidst + % **0 +
H > + b
% b >8> >0%>;;;

$! ¢, 2 6 1% ¢ 13 4
Simulation of cloud dynamics on graphics
hardwarel ~ + $
% **0 + o/*0 + %

* ) % & ¢ ;0
>D>{ @DD?



