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Particle-Based Liquid Simulation for Animation of Waterdrops
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Takuya Abe!, Masataka Imura', Sei Tkeda', Yoshitsugu Manabe and Kunihiro Chihara'

Abstract There is higher and higher demand for realistic computer-generated animation of natural phenomena based

on the physical computation. The simulation for depicting realistic liquid motion requires high computational cost, and no

versatile method is available. Waterdrops, which we can find out around us in various scenes, are not able to be depicted

realistically by simulation in real time because of its specific physical feature and high computational cost. This paper pro-

poses extended Smoothed Particle Hydrodynamics which simulate liquid motion with particles, and the method of depicting

waterdrops through interfacial tension model. The proposed method enables to simulate waterdrops with different contact

angle and with flat shape.
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