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Abstract Realistic fluid animation with computer graphics technology has great practical importance in 

reality. This paper reviews the techniques and trend of fluid animation in recent years, summarizing the 
research results into three categories: experience-based method, physical method and data-driven method, 
with a comprehensive comparison of their pros and cons. In particular, this paper documents the mainstream 
physical methods and the latest data-driven methods. 

Keywords

1 

    



                   

  

2 

  

  
Schachter 1

Max 2

Hinsinger 3

Fournier  
Reeves 4  Gerstner 

 Gerstner 
 

Gerstner  Peachy 5

  
Johanson  Lejdfors 6  Perlin  

Hoffert 7

  

Mastin 8

Tessendorf 9

 1 a

Jeschke  Wojtan 10

 1 b  

   

a  Tessendorf 9

b  Jeschke  Wojtan 10

 1 

Fig. 1 Result of Fourier spectrum
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Fig. 8 Reconstruction result of multi-scale algorithm 62
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