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Thanks!

kees.vankooten@gmail.com



Demos

NVIDIA fluid particle PhysX demo

www.nvidia.com/cuda

Real-Time Particle-Based Fluid Simulation

http://www.ss.iij4u.or.jp/~amada/fluid/

GPU-based Fast Ray Casting for a Large Number of Metaballs

http://nis-lab.is.s.u-tokyo.ac.jp/~pierrot/projects/metaball/

Point-Based Visualization of Metaballs on a GPU

http://developer.nvidia.com/object/gpu-gems-3.html - or mail me
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