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https://www.lri.fr/~mbl/ENS/IG2/devoir2/files/docs/fuzzyParticles.pdf
https://www.karlsims.com/particle-dreams.html
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https://www.red3d.com/cwr/papers/1987/boids.html
https://www.red3d.com/cwr/papers/1999/gdc99steer.html
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struct	particle	{	vec3	p,	v,	f;	};
std::vector<particle>	boids;
//	Initialize	N	boids	...
//	...

//	compute	pairwise	force
for(int	i=0;	i<N;	++i)
{
				for(int	j=0;	j<N;	++j)
				{
								if(	i!=j	)
								{
												const	vec3&	pi	=	boids[i].p;
												const	vec3&	pj	=	boids[j].p;
												boids[i].f	=	force(	norm(pi,pj))	/	(pi-pj)/norm(pi-pj);
								}
				}
}
//	integration
for(int	i=0;	i<N;	++i)
{
				boids[i].v	=	boids[i].v	+	dt	*	boids[i].f;
				boids[i].p	=	boids[i].p	+	dt	*	boids[i].v;
}
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collision domain

http://people.rennes.inria.fr/Julien.Pettre/pdf/SIGGRAPH2010.pdf

