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Real-Time Simulation and Rendering of 3D
Smoke Based on GPU Programming

CHEN Ge, HE Wei, LI Yun-fei
(School of Computer Science & Technology, Soochow University, Suzhou 215006, China)

Abstract: Natural scene simulation is always a hot issue in Computer Graphic, especially for the physically-based simula-
tion of smoke. The subiject is on the background of an actual project. This paper is based on the Stam’s semi-Lagrangian
scheme; MacCormack scheme is used to solve the advection item of NS ( Navier-Stokes) equations, and ray casting
method is chosen to render the smoke. We solve the NS equations and render smoke through the GPU (Graphic Process-

ing Unit). This method can be taken for realistic animation and real-time simulation of smoke in three-dimensional space.

Key words: GPU; macCormack scheme; NS equation; ray casting

1 5|8

REBRRL T 2 N T o iR AT
& BB AL DA R E R SRS TR, 2
THE VLSBT UR M — R R . 1984 4F Ka-
jiya F1 Herzen!' 8 YRR P 5 F W 38 B 7 2k 5 MR B 2t
T THERL BT Xad B UL 68 A9 PR ) FA 2 8%
HRARBRRIACER, X E TR T E_4%
z3 6] E B T — 8 ERN, —HEAE KKK E R
REFH . 1999 4F, Staml? 5| A4 hik% B B J5 8k R
X FRI , [ A2 A R AR O B oK AR HICH , X #
SRR IR E 15 B MR AT DASR F 8 K i Bt ()
K, ZFERERAENN —NEER, e, &5/
EARAHEMBEHREETZFEZ L. 2005

KRB 2009-05—11; EEHH#: 2009-07-11

4, Andrew Selle %031 JU5E 3 18 Wi 5 i A kL F BY B8
WRAFRE IR RAR, B8 THERBEHRER.
2006 4 ,Bryan M. Klingner %4 ZERBIESE SR
IR A Z R R A T ah I G RAS, DAR R NI E
EEH A BEAEE R A . WA RS M TSR BY
TFREMFMEEEA , {115 F§ GPU(Graphic Processing
Unit) XK NS RIa 78, #8 EEFE %
FEat il fI g §l. S AR GPU H1THHE MR
#0061 #% MacCormack! AT NS g5 7 B8
K#, RS H P E R BB E IS NS H R
FISRfE FE 55 440394 GPU LR, LB TR
BORGF (SRR N 4R AL

RETIH: BF ARB22ELT B (60775045) ; ILHE R T B (BK2005027)



90 e TS HEL

2010 4

2 WEER

ETYBEARERFE TR % EE
Gy RFR, — BN RSB KB sE T, B
PR WA P E 48 2 T B R SR
Ttz s S BT Rl AR AL, DL BB B — AN
A8 4 30 LAt A P B S B0 AR 1, % 7 AR
FHRGEAH B, B—FE TR TR —RMABIR
AR BT SRR A P & EE S AL RE N E T,
BOZ STAA BT 78 36 1 25 1) B — 4 B B AR B
B ER EEES WA R AL, DR BT B 5
—53 [0 L BN 55 — &5 (8] s B X e B B AR AL, E T
BARARRNIEE , B — R BT RS M. B TERhLIE
5T7E GPU L3R, Bk 30 R BB F Bk i
.
RGN BRI RNAE - ity
#2 (Navier-Stokes Equation, NSE),iZ i 2 R I 4
RS R T R AR 8 R ER
BE u FRFERRENZE, v BWRFIALE R R
. SO SR RS AT He 48 J0RS M AR 8 ST I B i B
AL BT EaRERR, EE AR s 8 R

= (uVIu— VS (1)

R AR

Veu=20 2)
R, p WIS, p HAHBEEE, £ HSHESHEMAFE R
5,V HEAET |

2 2 27

dx. dy dz

A AAQ) FHRERTHESHBEHTEER.
AT ERAF LA E YRR, AR
BEHERIMHNE — HEMRE.

FEHE:
%f:—(u-wp—%vwsp 3)
BEHE.
%=—(u°V)T—%Vp+ST (4)

4 B AR BE B AR = B R B
AR(S) B E ST fouopancy TEINBIEEE G L, FIRE
RFESE BT B EREIESE T R

P 1 1
fbuoyancy = %g(ﬂ - T)y (5)

KF, m HERHEREER, g WEITMEE,R A
TESERER, To FREBE, T sl it 3% i

HIRIE , y i) L5 1 i AL [
K1) ~ K (5), Girk R NS T4

3 RBYEKBEGE

£ GPU LRf# NS 7RH , JFER 4 PIsEEK
MR R EEE EERNRE =N EEA R
K4 HEEE, SENEEESI-TRER
B TEG— AR B ENPRNEERFE
R, AT R KA TRER M g2
H R B, A TR ERE. h TRAMTEE N =4
1,1 GPU 24 H 4808 i, B RAH— &5 =
Y Rl R G- R T — KL

R TR EMERE, X RS HEN
g, BE RSB R A, EXETF S, 40
F, W5 A, 8% P, IR AR KBEIHEE N

S=P-A-F

Hit, BEE28ENH -2 RARRN
S(u,t) =P-A-Flu,t). NEBRILEH#HTEE, &
MEMYER 1, REIF BT, B TR R, 3 s
B TEIE.

67 F S50 FEARE R AFMRE S . BRTE
B et RN RN R, AT U ERER
—ABFBIE LR Ko T mATHE .

M AR () KRG K@) PEKRLFHE—
W(p - V)b FXFHI, X i (549 o A B A LA B
Z AT, XTI S NS RSOV IERM:.
TiHHE— M RASTH , Stam 6 F2E 5068 B B 5 33k
K&, BT ER A HIRER , VA LU RK
RIEH R 2, BT L2 5 R A AR 2 i A, AR
M, ZH BT E ZRWEBUEYF , E A i &1
RYT, BB &R, 30 2R Al MacCormack #%
FRAERT WL, ML SERAT B UK o ] L 4% B H X
WMER. LE—TNTE ¢ AXRHERA @S TH
—RINBRAVEL B :

A

Brur = A($")

3" — AR(%ni»l)

. A 1 A

¢n+1 = ¢n+1 + 7(¢n - ¢")
I, ¢ AR, 47 A B ReR AR, 471
B V4 5. AR S I 16 i B e JE) IR B —
%), |

5 P: #H# Helmholtz-Hodge!®! 4331, 3t
B D FA— &G w A PAgEME— Hi 407 v i



5 639

WRIg, % . BT GPU HARMN = 403 serbry i 91

TEK:

cw=u+ Ve (6)
K, w WEEN 0,JFHYS oD V47, Bl: 79D L u
cn = 0B EE W EREEHEANEE w
=u+ Vp.

ZE i, —A B E2P IR C 258 BUE MRS
TRHSRAE, N n = 0 FFIR, AR E s it 47 405t
B, H3 n > max time 453, KR WA 1 iz,

 RHBMEH, =0 >
i

B S 1B IR B
2u Inl =
n

at

{

JIMacCormack#% 3, 3K #% 3 5 3 it 7 12

Buin2_ ., .
nl {(u*V)u

K AR Ik HPoissonly &

V.uu!
V’p;

+V oof

RAE T 585 EEE

2u|ntl_
at {n3

1

FiMacCormackik =X 5K 8 % & xf it 7 B

-yp

30 .
57 =W 9e

n=n+1
nZmax time?

Cor

B1 NSHBRKBRRE
4 WELH

NS 7772 244 i SR A &5 SR AE b iR BB A7 68 1E 3D
LU eh  EAR B W PR AR X SO AR , ORI B R
ATRRAL , BIIR F— 58 B0 22 Tl 07 HoR X S 3R R 1Y
% B E LA TR R R . R B B 42 1 2%
FiA 2205 v, AT LA S o A e Ak 4 3 A0 B Ak 2
PIK. [ A 1 2 8 AP B R v il S5 T AT
T4 , T B A2 ol U B e o R R B R B
R HFICFARRETT & . BERAS G P B b4t
EEEAERMEE I HESE GPU L, Hit
SCHR RSB BLHE .

TR AT B F A R B Sk A
Yo RE i BB AL, B ELR L4 B <F 15

BOE . FENER B P, AL R H LR, &3
F#EMBRR, B BERY , vt 8BRS N
HITOE RS, RERNNZBRNEE
RIS EA IR 2 FTR .

[ enmzamnm - osrgarraanl- sarem |

B2 dZBHHBEXERE

XH R AW KOEL R F R EREE. F—
W, LML R F B E Y, B BAREFEY
feHEaT R S BT SR R, FRROLRE B R
FEARET ST EED FE R, BRI ME R
HE, &R ENRE, BB, LR
3SR P EERLERE BT EBRITE,
MBI E N EE.

AR DR M B AR ] R KB I B R
—NFIRE, BIiRREDRH S EFHRERRR.
LRI ER 1 FiR, BAER S KA WindowsXP,
i F§ Nvidia GeForce 6 & £, % CG(C for graph-
ics) 5 OpenGL #%5G K77 N BT 4§, BUig
T B FSOR, H BB YA i

SRR T SEm R EK .
£1 XWHIKE
L CES7S: ST
VC+ + . Net(Ff#H Fi . Net #¢th) GeForce 6800GT
Microsoft Windows XP Professional DDR 1G

ZERIRE F 128 X 64 X 64, 24| R ~T H 1280 X
1024 MITEOL T, RIBFRRIRE T 40 LA L, R T
SERT R EDSKR

5 H5FRiE

EHTYHEKAFELR T 2 ER X R

R, R EHER S ERAE 2GS . SChEE

Xf—AE BB ATE , UL Stam BRI B B 35
Sy FEAl , % MacCormack #3 T NS 588 A% IR0
R, AR H T P AR BB ERES, &
GPU E3EHLT NS A BRHISRGAAE HLH, Lk
RALHE LB TS RE GPU WHERE, BBE
T HLH R = AR SERT W N SR X
YETE WATERIL R B BT M ERE IS EA
BENSEME.
AR TAE QTS B RN E R, KA
X 38430 7 v , % 44 F DX Bk 6 4T A Rl 43 A
WHHE, #— P58 B ERROER .
(F#% 96 R)



96 TSR

2010 £E

Rp = Apg XV XT (10)
R, Ry RAREAE B R AE, Ap RARE=HH
{8, T Fm KUK I R BT RE R A BUB RO BB, V 3R
71 U o 55 P O UL, R Bt R IR TR A

I T BB KU A 7 B BT 18 A X
Iy B0 BB, T DAAR B8 X 1 KU B IR #2474
RNy B BRI, R ERE 4 H, KT
BiR.

6 HXRIE

XHXHE B R 2B LN VL R BH R
F7 REFEREERHEBR

R R
ERE HHHE

iR B AR

ERMERE, BH B EFHME LS
& [0,25] B RAFEFEIGE KNRAFEE
L.

A — S R A B % Bk S
BE (25, 70] ML FX RGN EYHTZ WA
FHRLL R B E 4

Bt 7 o IR 3 2B IE % B i A
W% [70, 100] F, MEZGEF (5 B E . it E
SERIR R B B o

RE L 2B R H IR, 3 &R
B& (100, 125] PUERU™ B . thi 7 25 H A
L UMER BB .

RS BB AH R B BE SR SR 1 R 4 Gl X

5 B &2 R E AT BB g RS TR
BELHTT TIRA M Z I ST, B4 BN
AR FEMER ER G T —FE B KRB G TTR
AL, P T LA e U PPAG T R B B, 32
= T UBSH{EL A HE R RIS

SE k-

[1] BEE, KM, kEE. ERELRRTEGER]. &
5248, 2004, 25(7): 10-18.

[2] &5, REE, Bk, F. ETHHNEERNKRE
BERI[]] . JeatiRe KR, 2006, 29(2): 59-61.

(3] Bk#, BREZ A0, % ETEAANGERES
PR A HTRE[]]. b 2R E K 42 4R , 2008, 31(2): 50
—53.

(4] T3, 258, ETRENBBENELBA(]]. BT
2518, 2009, 26(1): 113-117.

[5] BeE. ZLRAERTSEAR]. BHEFESHA
i, 2007, 24(3): 99-101.

[6] ISO/IEC TR13335 — 1 Guide — lines for the management
of IT security, partl: concepts and models for IT security
[EB/OL]. [2004 — 11 — 19]. http: //www. din. de/ni/
sc27.

[7] #hi, 3By, TH. HTHBERFHEZLEHREN
BT SEB[]]. BN TRSMA, 2006, 30(10):
134 - 139

EEE N
o8 B8, CCF&R BIRTEAGEEELME TR
A3,

(E#% 91 ®)

B Hk:

[1] James T Kajiya, Brian P von Herzen. Ray tracing volume
densities[ J]. Computer Graphics, 1984, 18 (3): 165 —
174.

[2] Jos Stam. Stable fluids[ C]//Proceedings of SIGGRAPH.
Los Angeles: ACM Press, 1999: 121 — 128.

[3] Andrew Selle, Nick Pasmussen, Ronald Fedkiw. A vortex
particle method for Smoke, water and explosions[J]. ACM
Siggraph, 2005,24(3):910-914.

[4] Bryan M Klingner, Bryan E Feldman, Nuttapong Chen-
tanez, et al. Fluid animation with dynamic meshes{ C]//In
ACM SIGGRAPH. Boston, ACM Press, 2006: 820 —
825.

[51MiER, M%¥E, RBE BT GPUHRFRERBRY

SR AT ] BAFEAR, 2006, 17(3): 568 -
576.

(6] xifhid, ERT. MR EHTHEMRBERAMEI]. M
HBFE5ITEHL, 2008, 25(10): 103 ~106.

[7] MacComack R W, Baldwin B s. A numerical method for
solving the navier — stokes equations with application to
shock boundary interactions{ R]. AIAA—75-1,1975.

[8] Chorin A J, Marsden ] E. A mathematical introduction to
fluid mechanics{ M]. 3rded. Berlin: Springer, 1993.

EE® I

Bk B 55(1981- ), M LBIRAE. BFFE T M T B .

T # #,(1983 ), LA BHFE i BBk,
EZTC F,(1958- ), #EE. BIE I A BLAS & B
Bz,



