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ABSTRACT

In particle-based fluid simulation, applying sudden power to particle raise unnatural
flow when wave is breaking. To solve this problem, we have used an linear interpolation
technique that interpolate between fluid particle by subdividing the time interval in the
previous work. Acceleration vector of the particle with increased pressure in boundary
could change smoothly. However, particle looks like flow with viscosity because the
number of the minimum samples to interpolate increases. We propose an
weighted—interpolation technique to represent the realistic movement of fluid. it 1is
accumulating that has added and assigned different weights to the previous acceleration
vector and current one repeatedly. weighted-interpolation technique using less minium
samples to flow than linear interpolation, so it can solve the problem which particle looks
like flow with viscosity.
¢ fluid simulation(F-# A&
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[Fig. 1] Blue line represents a movement path of
the particle using previous SPH method(t = 1),
Orange line indicates a movement path of the

particle using previous SPH method(t = 0.5). Gray
line shows a movement of particle with
interpolation method(m = 3). Particle which
sampled in unit interval is accumulated with
direction and movement of the previous particle,
As a result, the excessive movement of the
particle was reduced,

o] TAE sNAs7] sl (ea. 3)F Zo] EF
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[Fig. 2] Example of back—to—front method (ray’s
color & opacity values are accumulated from
starting point to view point,)
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