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About me:

EA SEED (2019)

Improbable (2019)

EA Frostbite Physics (2010 - 2019)

Vaporwave is a product of the SEED
Dynamic Worlds team, particularly these
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Vaporwave Why?

/

Want to represent high resolution
volumetric effects in games and simulate
all air near the player.
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Standard fluid simulations are not really
efficient enough to do this.

Standard volume rendering approaches are

not well suited to this kind of content. ..

So we need to push forward in both ‘7; "v"«%
directions. i
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Fluid Simulation Basics
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CODING ADVENTURE :
Fluid Simulation

FIUld Dynamlcs SImS S for Computer Graphics

Dr. Rook Bridson

: : SIMULATINGRSMOKE 41240
Incompressible Euler equations (constant R e S
n I : 450K views = 3 weeks .:;:-::-
) [Sebastien Lague]
g E np 'rH How to write an Eulerian
00 % Fluid Simulator
2 > |
n§0 T & ) 4§
Usually simulate using Stable Fluids ..with 200 lines of code! 121
a|gOI’Ith m 17 - How to write an Eulerian fluid simulator
RN ey R with 200 lines of code.
1. <> N r] l 8 QX) (L) 0 I66K views = 2 years ago
2 0N OQL @ho [Matthias Mueller]
3 ONQ®O QI'GE O QI Real-Time Fluid Dynamics for Games
Jos Stam
Simulating all the air is expensive so we try 210 King Stront East
. Toronto, Ontario, Canada M5A 1J7
to use GPU and gOOd algorlthms. Email: jstam@aw.sgi.com,

Url: hitp://www.dgp.toronto.edu/people/stam/reality/index.html.

= Graphics Programming Conference, November 18-20, Breda




Semi- Lagrangian Advection

Move the velocity field in the same way as
resampling an image.

Conserves mass as long as the velocity
fleld is divergence - free.

Get current velocity at each sample point
and trace backwards

Sample velocity at arbitrary location and
bring It back to the start position.
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Semi- Lagrangian Advection

Move the velocity field in the same way as
resampling an image.
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Conserves mass as long as the velocity
fleld is divergence - free.
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Get current velocity at each sample point
and trace backwards

Sample velocity at arbitrary location and
bring It back to the start position.
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