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A Improvement of Fluid Surface using SPH for Turbulent Flow

Go MmMURA,TT MakoTo Fujisawa |, f1
TosHrYUKl AMANO T JuN Mrvazak f!
and HirokAzU KaTof!

It is very difficult to make an animation of liquid with turbulence. In this
paper, we propose a method to generate fluid surface including turbulent flow
by dividing fluid particles into sub-particles and updating positions and velocity
field that usual particle method can not capture. We implement this method
and verify it.
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