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Simulation of Deformable VE Equations of Motion

Numerical (Implicit) Integration Collision Detection



Collision Detection Collision Response

Collision Response Contact Constraints



Contact Forces

Lagrange multipliers

Complementarity

Contact as LCP

LCP = Linear Complementarity Problem

Simulation Examples
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Transparent Rendering of Tool Contact
with Compliant Environments (WHC’2007)



Demo: Wednesday 3pm – 4:30pm


