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Introduction
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Complex Structures

Workflow for
Scientific VR in Unity

Generate Objects VMD-generated object files quickly loaded into Unity
Leap Motion replaces keyboard and mouse for more

Simulation xyz, .pdb % VMD | direct controller experience
pat ) Unity vertex and fragment shaders help dynamically

render pieces of the desalination membrane

Rendering plane follows head movement via Oculus for
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C# or (Shaders) Not limited to visualization > Unity capable of executing simulations
SRR Co/hLsL C# Kinetic Monte Carlo Code spawned on new thread

Attach GameObiject g Attach Material Simulation populates an animation queue, while Unity pops according to user-specified rate

- Interactive Simulation Steering

Simulate

Write Result: Simultaneous simulation

Simulation and rendering in real-time
Stay Within (C#) Utilize

Unity Concurrency S Push Back

onFrameUpdate () { sim = new Simulation () ; L
simulation.timeStep (dTime) ; simThread = new Thread(sim) ; -
} simThread.Start () ; I

Press Play \ ()

m GameObject Script MRAEELEN Animation Step

Future Directions

* Direct pipelining from VMD to Unity from the command line

-> Direct parsing of simulation data in Unity

« Generic Kinetic Monte Carlo Visualization

- Beyond biological electron transfer

* Visualization of High Performance Simulations via

Server-Client Communication with Unity
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