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ABSTRACT

In particle-based fluid simulation, the yield stress is required for the deformation of
the viscoelastic material like gel. von Mises’s yield condition has been proposed to
implement deformation of viscoelastic objects, but did not express the explosion.
Furthermore, von Mises’s yield condition is hard to approximate. We propose an ideal
vield condition for viscoelastic object that reference from Tresca’s yield condition. Unlike
conventional particle-based simulation approximate the external power by the deformed
length of the object, this paper is approximate the external power by area of the object.
We check up that explosion was realistic when a viscoelastic object is compressed under
the ideal yield condition.
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