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Representation of Trickle Water on Particle and Volume Based Liquid Model for Interactive Manipulation

Oooo0 Yoo0o00oo?oo0o0o00g
Yuki NATSUME, Hirotaka ITOH and Kenji FUNAHASHI

1)0000000 OD00o0o0Do0Oo oooooo
OO0 466-8555 0000000000000 0OQO natsume@Qcenter.nitech.ac.jpd

2y0000ooUooooooooo
00 466-8555 0000000000000 0ODO ht-itoh@nitech.ac.jpd

jyb0o0ooUooooooooo
00 466-855 0000000000 C0O0O0O0 kenji@nitech.ac.jpd

Abstract :

We have proposed the model for virtual liquid manipulation based on particle and

volume. This model enables us to manipulate virtual liquid interactively with very high processing

speed. Although the flow of the liquid, e.g. trickle water, is not represented. In this paper, we

propose a method for representing the flow with low calculation cost. We regard flowing liquid

as the condition in between free fall condition and stay condition, and represent it based on the

transition of volume. Using this model, it becomes possible to represent trickle water running down

on the inside surface of the container. It enables us to manipulate virtual liquid in higher realism.
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