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:parameters Jl g cwlgill

int _NumParticles; // Number of particles
float _TimeStep; // Time step width (dt)
float _Smoothlen; // Particle radius

float _PressureStiffness; // Becker's coefficient

float _RestDensity; // resting density

float _DensityCoef, // Coefficient when calculating density
float _GradPressureCoef; // Coefficient when calculating pressure
float _LapViscosityCoef; // Coefficient when calculating viscosity
float _GradTensionCoef; // Coefficient when calculating Tension
float _LapTensionCoef;,  // Coefficient when calculating Tension

float _WallStiffness; // The pushing force of the penalty method

float _Viscosity, // Viscosity coefficient
float3 _Gravity, // gravity
float3 _Range; // Simulation space

float _tensionThreshold; // Tension Threshold

float _tensionCoefficient; // Tension Coefficient

float _Damping; // Damping for wall boundary
float3 _Origin; // reference point

float3 _MousePos; // Mouse position

float _MouseRadius; // Radius of mouse interaction
bool _MouseDown; // |s the mouse pressed

float CellSize;
int Dimensions;
int maximumParticlesPerCell;

float particleRadius;
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https://www.researchgate.net/publication/278085555_SPH_modeling_of tsun

ami_waves

https://www.cs.cornell.edu/~bindel/class/cs5220-f11/code/sph.pdf

https://www.dive-solutions.de/articles/sph-basics

Smoothed Particle Hydrodynamics: A Meshfree Particle Method: Liu, G. R., Liu,
M. B., Liu, GUI-Rong: 9789812384560: Amazon.com: Books

Start here! (article) | Effects | Khan Academy

https://link.springer.com/content/pdf/10.1007%2F3-540-47789-6_11.pdf

https://github.com/Gornhoth/Unity-Smoothed-Particle-
Hydrodynamics/tree/master/MonoBehaviour_ComputeShader

https://iquilezles.org/articles/voronoilines/
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