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Milestones

Gravitational forces acting between any objects

©
£ . :
= Collision detection & response
£
= M 3. Scenes of stable solar systems
8 Drittle Tracturc using ToM
Fast N-Body Simulation
- M 5. Renderings
é with texture, light, env maps, sound, ...



Method
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e Naive Gravitation Loop:
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Particle System

ive to render in great number

Meshes too expens

1 million particles without lags

Unusable for 10k objects




Fast Multipole Speedup Results
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100k Particles

, 330 frames

50x speedup ores, i7 4GHz)
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Results

Grid Artefact

for low initial velocities




Other Features Results

e Runtime Scene Swap

e Procedural Galaxy Generator

e Parallelization for further Speedup
e Debug Grid




Questions?
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