
8 
Bibliografia 

[1] Paiva A., Petronetto F., Lewiner T., Tavares G.. Particle-based non-Newtonian 

fluid animation for melting objects, 2006.  

[2] Carlson M., Mucha P. J., III R. Brooks Van Horn, and Greg Turk. Melting and 

flowing. In Proceedings of the ACM SIGGRAPH symposium on Computer 

animation, p. 167–174, 2002. 

[3] Carlson M., Mucha P. J., Turk G.: Rigid fluid: animating the interplay 

between rigid bodies and fluid. ACM Trans. Graph. 23, 3, p. 377–384, 2004. 

[4] Clavet S., Beaudoin P., Poulin P. Particle based Viscoelastic Fluid Simulation. 

Eurographics ACM SIGGRAPH Symposium on Computer Animation, 2005. 

[5] Desbrun M., Gascuel  M. P. . Smoothed particles: A new paradigm for 

animating highly deformable bodies. In Computer Animation and Simulation´96 

(Proceedings of EG Workshop on Animation and Simulation), p. 61-76, 1996. 

[6] Eberly H. D. . 3D Game Engine Architecture: Engineering Real Time 

Applications with Wild Magic. Morgan Kaufmann, 2005. 

[7] Eberly H. D. . Game Physics. Morgan Kaufmann, 2004. 

[8] Enright D., Marschner ,S., Fedkiw R.. Animation and rendering of complex 

water surfaces. In Proceedings of the 29th annual conference on Computer 

graphics and interactive techniques, ACM Press, p. 736–744, 2002. 

[9] Ericson C. Real Time Collision Detection. Morgan Kaufmann, 2005. 

[10] Foster N., Metaxas D. . Realistic animation of liquids. Graphical Models and 

Image Processing 58,5, p. 471-483, 1996. 

[11] Foster N., Metaxas D. .Modeling the motion of hot, turbulent gas. In 

SIGGRAPH, p.181-188, 1997. 

[12] Gingold R. A., Monaghan J. J.. Smoothed particle hydrodynamics: theory 

and application to non-spherical starts. Monthly Notices of the Royal 

Astronomical Society, p. 182:375-398, 1977. 

[13] Harris J. M. . Fast Fluid Dynamics Simulation on the GPU. GPU Gems. 

Addison Wesley, p. 637-665, 2004. 

[14] Kass M., Miller G. . Rapid stable fluid dynamics for computer graphics. 

Computer Graphics Proceedings of SIGGRAPH, p. 49-57, 1990. 

[15] Keiser R., Adams B., Gasser D., Bazzi P., Dutré P., Gross M. . A Unified 

Lagrangian Approach to Solid-Fluid Animation, 2005. 

[16] Koshizuka S., Oka Y. . Moving-particle semi implicit method for 

fragmentation of incompressible fluid. Nuclear Science Engineering 123, p. 421-

434, 1996. 

DBD
PUC-Rio - Certificação Digital Nº 0511019/CA



Bibliografia 64 

 

[17] Liu G.R., Liu M.B, Smoothed Particle Hydrodynamics, a meshfree particle 

method. World Scientific Publishing , 2003. 

[18] Lombardo J. C., Puech C. .. Oriented particles: A tool for shape memory 

objects modelling. In Graphics Interface, p. 255–262, 1995.  

[19] Lorensen W. E., Harvey E. C. . Marching cubes: A high resolution 3d surface 

construction algorithm. In Proceedings of the 14th annual conference on 

Computer graphics and interactive techniques, p. 163–169, 1987. 

[20] Lucy L. B. . A numerical approach to the testing of the fission hypothesis. 

The Astronomical Journal, 82: p. 1013-1024, 1977.  

[21] Miller G. , Pearce A. . Globular dynamics: A connected particle system for 

animating viscous fluids. Computer and Graphics 13, 3, p. 305-309, 1989. 

[22] Monaghan J. J. . Simulating free surface flow with SPH. Journal of 

Computational Physics, 110: p. 399-406, 1994. 

[23] Morris J. P. Simulating surface tension with smoothed particle 

hydrodynamics. International Journal for Numerical Methods in Fluids, 33(3):   

p. 333–353, 2000. 

[24] Müller M, Charypar D., Gross M, Particle based fluid simulation for 

interactive applications. Proceedings of 2003 ACM SIGGRAPH Symposium on 

Computer Animation, p. 154-159, 2003. 

[25] Müller M., Schirm S., Teschner M., Heidelberger B., Gross M. . Interaction 

of fluids with deformable solids. Journal of Computer Animation and Virtual 

Worlds (CAVW) 15, 3-4, p. 159-171, 2004. 

[26] Muller M, Solenthaler B, Keiser R, Gross M, Particle based Fluid-Fluid 

Interaction. Eurographics ACM Synposium on Computer Animation, 2005. 

[27] Nixon D., Lobb R.. A fluid-based soft-object model. IEEE Computer 

Graphics and Applications, p. 68–75, 2002. 

[28] Neto A., Rodrigues P. Sergio, Giraldi G., Apolinário A. . Animação 

Computacional de Fluidos via Smoothed Particle Hydrodynamics, 2005. 

[29] Premože S., Tasdizen T., Bigler J., Lefohn A., Whitaker R. T. . Particle-

based simulation of fluids. Computer Graphics Forum 22, 3, p. 401-410, 2003. 

[30] Pozrikidis C. . Numerical Computation in Science and Engineering. Oxford 

Univ. Press, NY, 1998. 

[31] Reeves W. T. .Particle systems — a technique for modeling a class of fuzzy 

objects. ACM Transactions on Graphics 2(2), p. 91–108, 1983. 

[32] Stam J. . Stable fluids In SIGGRAPH, p. 121-128, 1999. 

[33] Scheidegger C. E. , Comba J. L. , Da Cunha R. D. . Navier Stokes on 

programmable graphics hardware using smac. In Proceedings of Sibgrapi, 2004. 

[34] Takahashi T., Heihachi U., Kunimatsu A., Fujii H. . The simulation of fluid-

rigid body interaction. ACM Siggraph Sketches & Applications, 2002. 

[35] Takashi A. Real-Time Particle-Based Fluid Simulation with Rigid Body 

Interaction. Game Programming Gems 6, Charles River Media, p. 189-205, 2006. 

 

DBD
PUC-Rio - Certificação Digital Nº 0511019/CA




