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Real-tin e Simulation of Large-scale M usic Fountain

WANG Huaxin WAN Huagen XTAO Shuxing JIN X iaogang PENG Qunsheng
(State K ey Laboratory of CAD& CG, Zhejiang Unwersity, H angzhou 310027)

Abstract It's a grow ing concem to many researchers for reaktin e simulation ofmusic fountains since they are fascmnating
decorations mn cities and scenic spots which canbmes modem technology music and waterscapg etc. In this paper a
new approach for reaktme simulation of large scale music fountain is proposed which mcorporates fluid dynam i¢ particle
systan, music synchronization and general purpose GPU canputation. The fountain particles are dynam ically synchronized
with music data and sinple dynam ic equations of particles are used to sinulate realistic fountain behavior. The reaktine
update of particle attrbutes such as position speed and the realtine rendering of particles are achieved through the
availability of high parallel processing pow er ofmodem GPU. A new particle rendering m ethod based on adaptive sanpling
In i age space is also proposed for particle realisn. The proposed algoritm has been verified and can be easily ntegrated
into interactive app lications for reaktime fountain simulation.
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