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One Sim to rule them all?

- Rigid

- Elastic
- Plastic
- Fluid

- Springy
- Fluffy

- Mushy
- Spongy
- Fishy

- Seals



http://www.youtube.com/watch?v=uJlWLVgozVs&t=40



https://docs.google.com/file/d/1qX3xWoTJQMMu9iwk-VAvAYyu5180IFwL/preview



https://docs.google.com/file/d/1QNIK3TCt7qaoa5mTyo1vk_kYLBgPEjf_/preview



https://docs.google.com/file/d/1YjzG4R01tNcE8LQVZ-1UAVhV7Qx8zOgj/preview



https://docs.google.com/file/d/11H2xcEy4Vta_grk4mtv0VjA8drwRdOP9/preview

Achievements

-  MPM Implementation running
- Modular structure facilitates implementation of different flavours of MPM
- A general material model that covers a large range of materials

- Parallelized code with reasonable performance



“Future Work”

- Dedicated material models for fluids or close-to-rigid bodies
- Explicit collision handling between objects
- Implicit time integration

- Improve rendering



Conclusions

- MPM suitable to simulate a wide range of materials with ease
... when physical accuracy is secondary.
- Most useful for cohesive, plastically deformable materials (snow, clay, liquids)

- Fairly expensive for applications with small deformations

- Lots of particles

- Timesteps for explicit integration as small as people say
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