An Overview of
Physically Based Modeling
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More Particle Systems

» With some adjustments to the particle and
spring-mass systems we have see so far, we
can handle
— large numbers of rigid bodies
— cloth
— hair and fur

Handling Lots of Collisions

* B. Mirtich, Time-warp technique
(SIGGRAPH 2000)

Figure 1: Avalanche: 300 rocks tumble down a mountainside.
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Hair, Fur and other Strands
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Visualization of
Hair-Hair
Interactions

Static Links are Short Hair in
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Beyond Particle Systems

« Many natural phenomena are based on
approximations of the Navier-Stokes equations
characterizing fluid flow
— water
— smoke
— steam
— fire
— explosions!

Smoothed Particles
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Finite Element Models

e Fracture
o Deformation

Fracture
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Multiresolution Simulation
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Multimodal Aspects: Sound

FOLEYAUTOMATIC:

Physically-based

Sound Effects for
Interactive Simulation
and Animation
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Appearance from Video
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