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Fluid Sim Work

OBJECTIVES: A
e Fluid simulation in Unreal, ideally .- -

X :. -4

able to run on mobile hardware . - "iff
o Might need to bake or offload some' i
of the compute if it needs to be
real time W,
e UI/UX for demonstrating this technologgwf-
(focus on touch/mouse, ease of use) '/ -
e Extrapolation on tools (“what else cqn ’
we build to compllment thls°”) : '




Tools Survey

e Niagara Fluids - what the most research has o
gone into ; et g
o 5.2 vs 5.6 N
m 5.6 has a lot more 1nstab111ty with *
Niagara Fluids- warnings on. compile
out of the box G
m 5.2 has better stability but ‘
generally fewer features/other
optimizations : ;V.-
M Can be pre-rendered out and then
played back to save- compute ST L TS
m  Both run better in DX11— DX12 seems .
to have bugs LRI T AN
e ‘Unreal Water — pre-baked shallow water*”zv N
simulation- different, -but could be used 1n !
tandem with other solutions .. ’
e Niagara Partlcles with’ Colllslon » :
o _ Granular Flow-type use of meshes
. "0 Coagulatlng SDF: Meshes 11ke the gels in
friini Portal 27 L
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Tools Survey II

Havoc - The Legacy Powerhouse
Source Engine (e.g. Half-Life 2, Portal) games

[ ]
‘ used a modified Havok, and then swapped to=th& <2
in-house “Rubikon” I
o Source 1 games run on most any hardwaré
config nowadays o
e The elephant in the room: 59k/11cense for»}{L?f\

budgets of <$20 m1111on

Nvidia Flow
e Went FOSS in 2025, seems to have communlty

forks but no official 1mplementat10n in UES
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Nvidia FleX
e 01d, .doesn’t really work out$1de older

versions of UE4 and Unity w:_:l-ﬁ: :';.;;;.1 ~

Nvidia Flow demo
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Designed to look like plaque around
the blood vessel, can be scaled
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Movihg Fbrward

After this meeting:
e (Comments, questions, concerns?
e Next steps/places to focus



