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Ref: Webgl Fluid Simulation

1. %k (BERED + &)

> Camera_velocity v

> Camera_dye v

GiljE: FArizsh@&® (yJri)

RIEIE: Wiriashils (<J7H)

Radius: fift & BANRTE

vec3 splat = exp(-dot(p, p) / radius) x color;

gl_FragColor = vec4(base + splat, 1.0);
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https://paveldogreat.github.io/WebGL-Fluid-Simulation/
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1 float L = texture2D(uVelocity, vL)
2 float R = texture2D(uVelocity, VR)
3 float T = texture2D(uVelocity, vT)
4 float B = texture2D(uVelocity, vB)
5 float vorticity = R - L - T + B;

6 gl_FragColor =

-
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> Camera_vorticity
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vec4 (0.5 * vorticity, 0.0, 0.0, 1.0);
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= length(force) + 0.0001;
force *= curl * C;
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vec2 force = 0.5 * vec2(abs(B) - abs(T), abs(R) - abs(L));

vec2 velocity = texture2D(uVelocity, vUv).xy;

velocity += force * dt;

force /

Camera diver
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1 float L = texture2D(uVelocity, vL).x;
2 float R = texture2D(uVelocity, VR).x;
3 float T = texture2D(uVelocity, vT).y;
4 float B = texture2D(uVelocity, vB).y;
5

6 vec2 C = texture2D(uVelocity, vUv).xy;
7 if (vL.x < 0.0) { L = -C.x; }

8 if (vR.x > 1.0) { R = -C.x; }

9 if (vT.y > 1.0) { T = -C.y; }

10 if (vB.y < 0.0) { B = -C.y; }

11

12 float div = 0.5 x (R - L + T - B);
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Camera_clear

Camerafpressu re

Camera_pressure_2

Camera_pressure_3
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1 float L = texture2D(uPressure, vL).x;
2 float R = texture2D(uPressure, VR).x;
3 float T = texture2D(uPressure, VvT).Xx;
4 float B = texture2D(uPressure, VvB).x;



float C = texture2D(uPressure, vUv).x;
float divergence = texture2D(uDivergence, vUv).x;
float pressure = (L + R + B + T - divergence) x 0.25;
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gl_FragColor = vec4(pressure, 0.0, 0.0, 1.0);
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> Camera_gradienSubtract
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float L = texture2D(uPressure, vL).x;
float R = texture2D(uPressure, VR).x;
float T
float B

vec2 velocity = texture2D(uVelocity, vUv).xy;

texture2D(uPressure, VvT).X;

texture2D(uPressure, VvB).x;
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velocity.xy -= vec2(R - L, T - B);
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Camera_advection

Camera_advection_dye
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1 vec2 coord = vUv - dt x texture2D(uVelocity, vUv).xy * texelSize;

2 vecd result = texture2D(uSource, coord);

3 // dt = deltatime
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https://zhuanlan.zhihu.com/p/165479232
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