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We want to build an 
interactive fluid simulation 
in VR.

We model the fluid as a 
fnite set of particles and 
used Smoothed Particle 
Hydrodynamics to simulate 
the motion of these 
particles. We also use 
Screen Space Fuild 
Rendering to make the 
fluid appear realistic.

We used a research paper 
by Müller et al. which 
describes SPH for fluid 
simulation, and we 
followed two YouTube 
videos by Sebastian 
Lague that walked 
through implementing 
SPH and Screen Space 
Fluid Rendering

We implemented SPH and 
Screen Space Fluid 
Rendering using Unity's 
rendering pipeline and 
utilized a GPU to run the 
simulation on a Meta 
Quest 3

We found that the 
simulation was stable when 
we simulated at a sweet 
spot of 3 iterations per 
frame. We also found that 
more than 1.5 milliion 
particles significantly 
reduced the performace of 
the simulation
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