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Acquiring knowledge and developing skills through the creation of a new product
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Learning synthetic design advanced technologies
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In order to make realistic CG waves, we will consider a boat on the surface and simulate the interaction
between waves and boat.

SRR Final Deliverables

-y

REIDF

\G__%

GPU

CPU

X/&O)ﬂ? Wave Shape X%E = Caustics D s /)7\\— Shader

KORDORBEIZIZ, KILA M ICOBEIFXEVIEIL1D1 DU TFILEALALTOY I L—
F—RENWSEEEANE, |CEAEEEISHESIATIE avE. VU7 IT14DH5
COBEITHEaIR FAEL (WD, XBREBEZREL. K |EEONLRCERRT H A2
CHEH ST, UT YT PEORBTERRY bILARAIz—4 —%F > CPUTEE %
HY. INSA—2—%F25 [JWTULWNIEBEZZRKICL. [HTo71=. BFRIKCHETITL,
Pt TCHAREERETES [HITEANLTNBIZERIE|PirectXEHLSLOAPI ZFIA L
FEhdHd, #ELLTWD, T3,

We created waves shape based on i i i ing We perfomed the computation using
Gerstner waves. This concept has a low [pixel’s normal vector. We set the GPU handled by shader because we
computational cost and enough realism.  Fposition of light source, and set a aimed at a real-time simulation and
In addition, this concept has more volume of maximum color if normal smooth CG had enough realism. In
interesting advantages. For example, vector was oriented toward the light addition, we developed a system's
by changing only a parameter, we can source’s center. Otherwise, the less outline by C#, and used APl |ike

obtain different types of waves. volume of color, more far the normal DirectX and HLSL
vector left the light source
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We were able to create realistic computer graphics only by implementating wave theory and visual

effects. However, we aimed at even more accurate details by adding Fresnel reflection and bump
mapping. Moreover, we should implement Navier-Stokes equations for simulating a boat sailing in the sea




