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1A= ApplyForce o oJ&l g3 =] oj Rt} * SatisfySpringConstraintYSpringEven :
ApplyForce= 17 Eo]Q}A] eFAY AFE-A7} 2i-1
w20l BE BEES AT 24+

AL AR S0l 2 AR
SetPosition ¥} TransformPosition®]] 2|3} B %]
.

a%ﬁ]% /\ﬁﬂfﬂ —‘?—a]ﬂ Zz3} 718 v 2i+1

2i+2
* SatisfySpringConstraintXSpringEven :

2i-1 2i 2i+1 2i+2 _ . .
* SatisfySpringConstraintYSpringOdd :

*MNe eW--

RN
L avuhhie W -

2i
/M0 O
2i+1
* SatisfySpringConstraintXSpringOdd :
2e1 20 21 202 2i*2
- AN "\ * SatisfySpringConstraintXYSpringDownEven :
2i-1 2i 2i+1 2i+2
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2i 2i+1 2i+2
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* SatisfySpringConstraintXYSpringUpEven :

2i-1 2i 2i+1 2i+2
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* SatisfySpringConstraintXYSpringUpQdd :

2i-1 2i 2i+1 2i+2
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Input Index Buffer

20012031 fzaj2islsalec L D] D Jee b 1 0 1 Heen

. void satisfyspringConstrainteea(lineadj Particle particle(s],
inout PointstreamcParticles stream)
A

switch (commectionconfiguration) {

case o1
satisfyDistanceConatraint (particle(0}, RIGHT, particlefil};
satiafyDistanceConstraint (particle(o), DOWN, particle(2]);
satisfyDistanceconstraint (particle(z], RIGHT, particlielsl);
/1 ete.
break;

case i
SatiafyDistanceConstraint (particle(o], DOWN, particle(il);
satiafybDlstanceconstraint (particle(2], DOWN, particlel[3});
break;

case ot

case 4:
break;

}

for (int 1 = 0; 1 < 4; ++1) stream.Appand(particlaii}};

(ad 3) Axdl AM|2te] Index Buffer Layout
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