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ot (x;) damping and friction
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=
49 ¥7(texture mapping) 5& T HAEo EFE AR gAY
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%2 (gravity)

1 % (tension)

& ¥ (bending) ¥ shear

N N
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@333 v}2(damping and friction)

B, = mx ‘*‘!‘("Ci)2

o714 C(i,j) £ “connection factor’2 FoJ3ted i Al Az} jAA At FAR A2 H
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Artel FREE HEEE ol B Fol 3
2o N AvERANoz FAE ALHE &
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Fig.1. Particle-Link model
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Fig.3. Draped Shape of a Sample Fabric Fig.2. Work flow integrating and treating contact
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