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Files available at:

/work/demo-users/workshop-

files/stat
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Post-Processing Pipeline Overview
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Config File Example
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Script Overview
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Web Renderer Overview
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- Written in idiomatic C99, compiled as C++

- Compiled with Emscripten

- Rendered with SDL2 / OpenGL ES 2.0

- Only SDL2 and IMGUI as external libraries

- Same look/feel as a desktop app, although not as 
cluttered
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Web Renderer Overview

727.04.2021



Rendering
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- Rendering is fairly basic (since ES 2.0 is pretty far behind).
- PHONG model (Diffuse + Specular + Ambient).
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Rendering - Rendering Color Ranges
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- When Rendering Color ranges (HSV Rainbow / Color Ranges, 
with interpolation between 3-4-5 color values), we use a 
custom shader.

- We just pass that info down
the GL pipeline, as an
attribute buffer.
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Computing Statistics on-the-fly
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- Stats are computed on-the-fly (AQI/LAWSON)
- Take the triangulated mesh, and subdivide until we’re 

happy with the refinement level. We then discard based 
on the vertex values, and sum-up the areas on multiple 
threads. (single-threaded is enough most of the time)
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Streamline Construction / Rendering
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- Streamlines are reconstructed, from point cloud, based on distance and 
inner product magnitude.

- Dynamic Window Flow, is rendered as a particle system. Simply with 
GL_POINT.
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Hands-on session
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1. Generate Dataset, with simulation (FOAM)        

1. Understanding pvpython and automated stat gen.

command: ./region_stat_extractor.py

1. Analyzing the .CSV files.

1. Visualization as probes (web_renderer)
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