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A Real-time Rendering of Carbonated Water
on Screen Space with Position Based Fluids

For virtual reality (VR) environment with interactivity, this paper proposes a real-time computer graphics (CG) rendering
method, which can represent bubbles released in carbonated water. In the method, two types of bubbles is considered, which is,
generated on the liquid surface at the water pouring, and ones generated in a container. The proposed method consists of 1)
simulation of bubbles’ behavior and 2) real time rendering. In the first step, we introduce the Position Based Fluids(PBF) method
into the simulation of the bubbles’ behavior, which can calculate particles’ movement in the deformable water at relatively low
computational cost. In the second step, we also use the GPU to render CG images by Screen Space Fluid in real-time.

Therefore we conclude that the proposed method can be applied in a VR environment where some glasses/cups filled with
poured carbonated water.
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