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An Interactive Manipulation Model of Virtual Liquid with Concave Containers
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Abstract : We have proposed the model for virtual liquid manipulation based on particle and

volume enables us to manipulate virtual liquid interactively. This model support only convex

containers because of simplification of calculation. However, there are many concave containers

in real life. In this paper, we propose a method for manipulating liquid in a concave container.

This is helpful for recreating more scenes from the real world and improve the feeling of liquid

manipulating. First of all,we partition the concave container into convex parts, and then consider

an interaction between the liquids in each parts. Our model enables us to use concave containers

with a low cost of computations. Using this model, we can manipulate virtual liquid with concave

container like glasses which is narrow in the middle or flasks used in chemichal experiments.
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