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Ship Wakes Simulation Based on Particle Systems

ZHAO Xin, LI Feng-xia, ZHAN Shou-yi
(School of Computer Science and Technology, Beijing Institute of Technology, Beijing 100081)

Abstract This paper proposes a new ship waves modeling method based on Kelvin waves and particle systems, which gives out 2-D ship waves
model by using Kelvin waves theory, and extends the model from 2-D to 3-D by using particle systems. The bow wakes and stern wakes modeling
methods using particle systems are proposed, which are based on the shape characteristics and stochastic movements of the two wakes. Experimental
results show that the modeling methods are efficient and realistic in ship wakes simulation.
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