
TPA 7: Simulating Flow (water)  Patterns 
 

 

Objective: 
 
Simulating flow patterns due  to: 

i.    Sea waves  hitting land 

ii.   Two  waves  interacting or  intersecting 

iii.  Water release from reservoir creating  a gush  of waves  (as  in  flood), 

and passing through  a curvilinear way  (river, canal). 
 

 
 

Output: 
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