 Rebuild old visualization tool
« New model (GTSM / DCSM)

 New language WebGL1 -
WebGPU

* Fix numerical issues (mass
conservation, dissipation)

« User experience
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PLUGGABLE ADVECTION SC

MACCORMACK

> PLAY

Concentra

Fluid Viscosity (Surfac

CIRCULAR TEST CASE (ANALYTICAL)

ACTIVE WGSL SHADER CODE (PREDICTOR | CORRECTOR ANALY PREDICTOR CODE CORRECTOR [ MAIN CODE

GRID LINES QUIVER DOTS

fn sampleAdvection(uv: vec2<f32>, prevUV: vec2<f32>, vel: vec2<f32>) -> vecs n sampleAdvectionCo ¢ 1 vec2<f: evllV: vec2<f32>. vel: ve 3 Serni—LzlgraligiZH1 Predictor
return textureSample{prevStateTex, samp, prevuVv); et forwarduV = g

et fc textureSample(prevst A s

Ul Sl A A standard advection predictor that traces flow

trajectories backward in time over one timestep

to find the source location, then interpolates the ® PLUGGABLE WGSL SOLVER HOT RELOAD

SLOTTED CYLINDER

>(texsize); concentration.
texSize - 0.5;
fn sampleAdvection(uv: vec2<f32>, prevUV: vec2<f32>, vel:

y(vec2<i32>( floor(t / 0), sizel < 2 S
b el por Attribute Classification
vec2<f32>) > vecd<f32> {

textureLoad(or a ¢ 2); 2 Type

textureload(or

textureload(o tateTex, t Lo ( )y €
£s eLoad (or 5 - Accuracy
textur ) DO




Separate numerical improvement task

SEMI-LAGRANGIAN

MACCORMACK

Hoop based: A-B testing:
gradual improvements

Literature research (gemin
research)

Composable shaders

Offline validation

o Rust WGPU + Python
validator
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20:48:53 Q) Hold SHIFT + MOVE to Paint Close Settings

Sticky Paint Sources

§ ADD GRID - ADD QUIVERS

Show Contour Lines




Experience

« Reduce burden of coding in
WGPU

« Numerical improvement (kept
bilinear — bicubic)

« Postprocessing (reimplemented
rgba video texture encoding, but
forgot to check in code)

« Understood all visualisation
hints, e.g. "use crameri”, "add
quiver"”, "use ink style mixing"

fn

cubicWeight(x: f32) -> vecd<f32>

p.
3
et wd = 0.5 % (=x3 +
1
3

n sampleAdvection{uv: vec2<f32>, prevUV: vec2<f32>, vel:
let texSize = vec2<f32>(textureDimensions(prevStateTex,

let texelSize = 1.0 / texSize;

vec2<f32>) —>

Qu));
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https://siggyf.github.io/painting-v3
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Workflow: report issue

Create new issue

Add a title * Assignees

[ CartoDB maps are no longer public

No one - Assign yourself

Add a description

{3 Assign to Agent
Write Preview H

Assign agent to issue Feedback X

Replace the background map with "hti

The agent will use the issue description, comments, and any additional prompt you provide to get

| g
started. Select a custom agent for specialized tasks.

Optional prompt

- )
Optionally provide additional context for the agent, like constraints, priorities, or areas to
avoid
[ SiggyF/painting-v3 ~ ¥ & &8 Auto ~
e >,




Workflow: vibe loop

src/App.vue v

@@ -590,9 +590,8 @@

) 5 e e ‘ 599 590 attributionControl: false
[WIP] Fix CartoDB maps visibility by updating backgrounc ,
591 591 }).setView([53.4443, 5.6841], 11)
SiggyF with Copilot wants to merge 1 commit into main from copilot/fix-cartodb-maps-visibility (O 592 592
D) Conversation 0 -0 Commits 1 () Checks o0 Files changed 0 -
593 L.tilelLayer( https://{s}.basemaps.cartocdn.com/dark_a
@ Copilot Al commented now 11/{2}/{x}/{y}{r‘} .png’, {
594 - subdomains: ‘abcd’,
Thanks for asking me to work on this. | will get started on it and keep this PR's description up to date as | form a plan al .
make progress. 595 - maxZoom: 20
593 e L.maplibreGL({
This section details on the original issue you should resolve 594 i style:
"https://tiles.openfreemap.org/styles/dark’
<issue_title>CartoDB maps are no longer public</issue_title>
<issue description>Replace the background map with “https://tiles.openfreemap.org/styles/dark” </issue descriptio 596 595 }) . addTO(lea‘FletMaP)

« Closes () CartoDB maps are no longer public #9

Projects

Comments on the Issue (you are @copilot in this section)

None yet

e Fixes (©) CartoDB maps are no longer public #9

Copilor Lcec AL Cha i . u -
e — [\ Copilot requested your review on this pull request.




Workflow: Human in the loop

Finish your review X
Wite | Preview HB 7T =2 G @ =19 @ e No conflicts with base branch
Merging can be performed automatically.
LGTM]
(VTGN TT INCL TS SRl You can also merge this with
24

& Paste, drop, or click to add files
() Comment
Submit general feedback without explicit approval

© Approve

Only users who did not collzborate with the cloud agent will satisfy review requirements

() Request changes ®) Merge pull request #10 from SiggyF/copilot/fix-cartodb-maps-visibil...

Submit feedback suggesting changes.

Deploy to GitHub Pages #34: Commit defeb72 pushed by SiggyF
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Bug fixed
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Cost: bug fix (5min reporting, 5min PR checking
+ $0.80)

Model usage o
Aug 1- Aug 31, 2026

B included usage M Overage

36 Auto: GPT-5.3-Codex

cluded usage: $5.56
~$0.80 erage: $0.00

$4

$2

Auto: GPT-5.2-Codex Claude Sonnet 4.6 Cade Review model Auto: GPT-5.6 Luna MAI-Code-1.1-Flash Other models
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Guidelines

You are responsible
- Hoops, tests, validation

Security: confine, restrict
Workflow: loop, guide, split
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Typische problemen
"Stop replacing my files!!!"

Context: Handmatig een afbeelding gecorrigeerd en bijgesneden
omdat de Al niet goed had afgeknipt. Direct daarna draaide de Al een
geautomatiseerd script dat deze handmatig herstelde bestanden
stilzwijgend weer overschreef met een eigen gegenereerde versie.

Les: De agent overschrijft blind bestanden. Backup, versiebeheer,
read only input.

41



- "Why are you looking around on my hard drive? Stop
scanning my computer.”

Context: Een dataset op Zenodo ontbrak lokaal. In plaats van te falen
of te downloaden, begon de Al met shell-commando's in ~ en
willekeurige mappen te zoeken.

Les: Strikte zandbak (devcontainer, gelimiteerde tokens)
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"Check of we nog meer fallbacks hebben. Dat willen we niet.
Waarom lees je 10x dezelfde file?"

Context: De agent bleef fallbacks toevoegen (zoek bestand A, dan B,
dan A, dan B) en las in een doelloze cyclus steeds hetzelfde bestand

opnieuw in.

Les: Nieuwe infinite loop. Externe loop voor progress monitoring.
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- "KAP NOuU!!! ... Je blijft maar uvw noemen. We stopppen
ermee."

Context: Tijdens het maken van een document bleef de agent
hardnekkig refereren aan een onofficiéle mirror
(uvw.bestuurlijkeinformatie.nl) in plaats van open.overheid.nl. Na
meerdere toezeggingen van de Al ("Geen zorgen, we gebruiken
uitsluitend open.overheid.nl") dook het domein weer op.

Les: alleen instructies zijn vaak niet voldoende als context besmet is.
Reset sessie (compact / clear).
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"We don't want to fix any other bugs. I did not ask for that."

Context: Tijdens het opstellen van een Pull Request voor een extern

package (datashader) begon de Al spontaan omliggende bestanden te
refactoren en extra bugs te fixen.

Les: Beperk scope en inspanning (simpele taken, lage thinking depth,
simpelere modellen werken vaak beter)
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Discussion
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