[lporpamma moagennpoBaHUA
OrHAA
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3agaHune

* [Tlporpamma gomkHa peannucTu4Ho
BM3yarnmM3npoBaThb NPOLIECC FOPEHUst Ha
TPEXMEPHOW CLIEHE, NPU HANNYUM
CTaTUYECKOro OKpYyXeHus.

* Heobxogmmo Takke peannsoBaTb
aHMMauuo abiMa, nosiy4aemoro B
npoLiecce ropeHus.

e [1aTb BO3MOXXHOCTb MNOS1b30BaTErt0
HacTpaunBaTb NapaMeTpbl aHMMaLUW.



CyLllecTBytoLimne
peLleHuns

* Autodesk Maya
* Blender 3D
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ObocHoBaHMe pa3paboTKu.

MpocToTa

MporpammHoe

peweHue

PelweHne KNacca 330auv.

MMOKOCTL W HACTPOMKA
PacwupaeMocTb




MHCTPYMEHTLI.

* Qt 5.
— Qt Creator.
— Qt Designer.
— QMainWindow, QPainter, ...
— QVector, QString, ...
e C++11
— bubnuoteka <function>
— Jlambaa-BbipaXXeHus:.

 clock gettime()



[narpamma
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TpexmepHasa cueHa
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[laTTEpPH
doacag.

QMainWindow

Userlrterface

- ui : Uii:Userinterface

. scene : Scene ™

- timer: int

Q0bject

+ paintEvent () : void
+ timerEvent () : void
+ keyPressEvent () : void
- showhessage (QString) : void
- adjustUi() : void

Scene

- draws : QVector<Drawable *>

- Adjusts : QWVector<Adjustable *>
- cameraPos : Point3D

- scale : double

+ dranQP ainter &) : void

+ updateAnime() : void
- saveAdjusts)) @ void
- restore Adjusts)) void

+ camerabotion(const Camera) : uohe - g ZSesE D - - -

Camera

-LEFT
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-UP

- DOWN
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Adjustable

Drawable




[laTTEepPH MOCT.
[pyXeCcTBEHHbIE KIacchl.

.

NS_Solver NS_Grid

Core

- + color(int degree) : QColor
: + setDensitySrc(int) : void
LLUSEEDPD = = = = ) + setVelocitySrc(int) : void

+ fluctuations(int, int) : void

AN

FlameGrid SmokeGrid




ogMeLLMBaHUE

dOYHKLMOHANbHOCTMN.
Mixins.

Scene

Adjustable

- filename : QString

+ save() : void

+ restore() : void
g Drawable
+ getParams() : QVector<int>

PaN

Fluid
- type : Type . e
- grid : NS_Grid
- solver : NS_Solver 'S - SMOKE
+ draw(QPainter &, Projector &, Plane3D &) : void - FLAME
+ updateByTimer() : void
+ specialAction() : void

? t



TpexmepHas cueHa.

* [1lpocTpaHCTBO OOBLEKTOB.
- Kamepa.
* ODKpaHHada NNOCKOCTb.




MaTtemaTtundyeckasa moaenso.

* YpaBHeHUsa HaBbe-CToOKCa.
 UucneHHbin metoa.
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[lpeacTaBneHme nonewu.

« CeTKn.
e CkopocTb. [noTHOCTL.
* CTOpOHHME cunbl. ICTOYHUKN BELLLECTBA.




Anroputm
ModenmnpoBaHUS.

 YyeT nosneun.

field[I][J] += dt * source[I][J];

* dnpdysng.

float a = dt * diff * N * N;
x[i,3] = (x0[1,3] + a*(x[1i-1,7] + x[i+1,3] +
x[i,3-1]1 + x[i,3+1]1)) / (1 + 4*a);



AOBeKuUUS.
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AHUMaLUUA.

PacyeT HOBOrD NONA
CKOPOCTEN

PaccyeT HOBOrO NONA

: PeHaepuHr
NNOTHOCTEM Mogene

Belxog

KanuBpoeka ckopocTeH




BHeLwHn Bna.
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OnTnMmnsauma anropuTma.

 LlenoyncneHHoe peLlleHue.

* typedef long FVal;
* #idefine FPP 9

 // 3ameHbl Anga onepauny yMHOXeHUS 1 AeneHus
« #define XM(x, y) ((FVal)(((x)*(y))>>FPP))
 #define XD(x, y) ((FVal)(((x)<<FPP)/(y)))

* Ha ceTkax pa3mepom B 40 g4eek
yCKOpeHue pacyeTa Kagpa Ha 30 %.



HepnopaboTku.

* OpenCL, Cuda.

« B3anmopgencrtesmne mexagy orHem, AbIMOM U
rOPHOYNM.

» CnpanTbl BMECTO NOJSIHOLIEHHOTO 3D.



CnUcoK NCTOYHUKOB.

* Pooxepc [l . AnroputMmnyeckne oCHOBbI
MaLUMHHOW rpaduKkn.

* Jos Stam, "Real-Time Fluid Dynamics for Games".

* ['pagn by4y n ap., OObLEKTHO-
OPUEHTUPOBAHHbLIN aHaNN3 n
NPOEKTUPOBaHKE.

« O.lamma, P. Xenwm, P. [IxoHCcOoH, [X.
Bnuccupoec, [Npnembl 0ObEKTHO-
OPUEHTUPOBAHHOIO MPOEKTUPOBAHMUSI.
[TaTTepHbI NPOEKTUPOBAHUS

 Makc LLinee Qt 4.8 [NpodeccuoHanbHoEe
nporpaMmMnpoBaHne Ha C++.




Cnacmnbo 3a BHUMaHue.



