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Abstract
This paper implements efficient techniques for cloth simulation in the area of cloth model, numerical
integration, collision detection and response. The whole procedure combines the accurate bending model
with implicit integration and collision response. Collision response remains a serious difficulty in cloth
simulation, especially with implicit integration. We propose a general scheme that integrates collision
response into implicit models recovering most of the nice draping movements of the cloth. Collision
detection between human body and cloth is accelerated by Axis Aligned Bounding Box (AABB). A
cloth draped on a human model is tested for the combined techniques we put forward. Experimental
results reveal that this procedure is suitable for the accurate cloth simulation which preserves folds and
wrinkles. The scheme that combines implicit integration and two-stage collision response is efficient for
cloth simulation.
Keywords: Implicit Integration; Collision Response; Combination; Cloth Simulation

1

Introduction

The technology involved in virtual sewing and draping is generally regarded as a physically-based
method. Among which, continuum approach [1-6] and particle-based approach [7-12] are often
referred. Feynman’s model [6] for generating the appearance of cloth is one of the earliest works.
By regarding the cloth object as an elastic plate, the final drape was computed by finding the
minimum value of the energy equation. In the work of Terzopoulos et al. [1], the cloth object was
also represented as an elastic object. However this method suffers from instability problems that
decrease overall performance. The first milestone of non-continuum approach was set by Breen
et al. [8] in their famous particle-based model to predict the draping behavior of woven cloth.
The cloth object was represented as an interlaced particle system. The method was devised to
achieve the final equilibrium state of specific materials. Energy minimization was also employed
to determine the equilibrium position. The drawback of this method is that it cannot produce
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transitions between the initial state and the final equilibrium. Years later, House et al. [13]
extended this model with force-based techniques, which was very similar with the most popular
mass-spring model proposed by Provot [12] in 1995. Actually, the major contribution of Provot is
his attempt to describe the rigid behavior of cloth with a position adjustment method to overcome
the super-elasticity, which is a hot topic in many physically-based methods [14-24]. Eberhardt
et al. [9] expanded the particle-based model by incorporating hysteresis and creases to create a
dynamic simulation method based on a Lagrangian formulation. Baraff and Witkin [11] used a
continuum approach on each triangle for in-plane deformation and the angle between adjacent
triangles to measure out-of-plane deformation, their implicit integration scheme was the most
advocated method in recent years.
Collision handling remains a serious difficulty in cloth simulation, especially with implicit integration. We propose a general scheme that integrates collision response into implicit Euler models
instead of implicit Midpoint method [25] recovering most of the nice draping movements of the
cloth.

2
2.1

Algorithms
Physical Model

The present work employs a mass-spring system [12] for garments based on triangular mesh. Each
vertex is considered as a mass and the triangle edges are considered as the springs. The stretching
and shearing resistance is enforced by applying the spring force along each edge in Eq. (1).
f = fi + di = −k
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(1)

where fi and di are the elastic force and damping force applied onto ith mass. C is the conditional
function. By defining C = |xij | − L, we have:

 ks (|xij | − L) Xij : |xij | ≥ L
|xij |
fi =

0:
|xij | < L
where xij = xj − xi , L is the rest length between ith and jth masses.
The bending resistance is enforced by resisting the rotation among two adjacent triangles who
shares the same edge as illuminated in Fig. 1. The bending force is implemented as in the work
of Bridson et al. [26] in Eq. (2).
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where i=1, 2, 3, 4, u = (u1 , u2 , u3 , u4 ) represent motion mode that changes the dihedral angle
but does not cause any in-plane deformation or rigid body motion. fie and fid denotes elastic
and damping bending forces respectively. ke and kd is the elastic bending stiffness and damping
coefficient respectively.
N1 = (x1 − x3 ) × (x1 − x4 )
N2 = (x2 − x4 ) × (x2 − x3 )
N1 and N2 is the area weighted normal, E = x4 − x3 is the common edge.
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Fig. 1: Model of bending resistance

2.2

Implicit Integration

The numerical errors of standard explicit integration schemes accumulate thus creating numerical
instability, unless the time step is small enough. Implicit methods do not exhibit this behavior
and allow large time steps. Baraff and Witkin [11] made a breakthrough in cloth simulation by
introducing implicit Euler methods in a particle system. For a numerical stable garment model,
implicit integration methods [11] are adopted for solving differential equation systems which are
known to remain stable for stiff problems. The MPCG (Modified Preconditioned Conjugate
Gradient) method is taken for solving the linear equation system in Eq. (3).
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To be consistent with the collision handling method the momentum-conserving corrective impulses are applied to particles for strain limiting [16] which allows to have correct positions and
corresponding velocities. The state of the cloth after the limiting strain is the input for the
collision algorithm.

62

2.3

H. Liu et al. / Journal of Fiber Bioengineering & Informatics 5:1 (2012) 59–65

Collision Detection and Response

Collision detection is known as the major bottleneck in cloth simulation. The intersection is
located via AABB (Axis Aligned Bounding Box) for accelerating detection of collision between
garment and human body rather than OBB (Oriented Bounding Box) because that they are not
much slower to test, but faster to build, and uses less storage than OBB trees [27]. The AABB
binary tree is built top-down in the beginning of the simulation. The set is split by comparing
the geometrical center of primitives with respect to a well-chosen partitioning plane. This process
continues until each subset contains one element. Thus, an AABB tree for a set of n primitives
has n leaves and n-1 internal nodes. We then split the set into a negative and positive subset
corresponding to the respective half spaces of the plane. A primitive is classified as positive if the
midpoint of its projection onto the axis is greater than a certain threshold, and negative otherwise.
The deformable garment model is a triangle mesh in which the coordinates of the vertices change
over time. AABB tree is updated using bottom-up when the garment is deformed after each time
step. As stated by Bergen [27] refitting a AABB tree is much faster than rebuilding it.

2.4

Intersection Testing

The collision algorithm that we implemented is similar to what was proposed by Bridson et al.
[16]. Thus the following is just a brief description. Given four points and their corresponding
velocities, the geometric collision tests consist of determining the time when the four points are
coplanar. If t is inside the current time step, a proximity test is performed using the position of
the points at time t. Given four points x1 , x2 , x3 , x4 , their velocities v1 , v2 , v3 , v4 , and defining
xij = xi − xj , the time t when the four points are coplanar are the roots of the cubic Eq. (4) [28].
(x21 + tv21 ) × (x31 + tv31 ) · (x41 + tv41 ) = 0

(4)

Eq. (4) is a cubic equation:
a3 t3 + a2 t2 + a1 t + a0 = 0
where
a = x21
b = v21

a3 = f · (b × d)
a2 = e · (b × d) + f · (b × c + a × d)
a1 = f · (a × c) + e · (b × c + a × d)
a0 = e · (a × c)

and

c = x31
d = v31
e = x41
f = v41

To solve the cubic equation the Cardano’s formula described in [29] is adopted. Collision is
detected by “point-triangle” and “edge-edge” proximity tests. If a point p is closer to a triangle
t1 t2 t3 than a certain threshold, the point p is projected to the triangle plane and its barycentric
coordinates are computed to test whether the projected point is inside the triangle for collision
registration. The “edge-edge” proximity tests are implemented by the distance between segments.
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The collision detection provides information about collision time and collision normal which is
needed in the later collision handling process.
The collision algorithm adopted in this paper is similar to the one proposed by Bridson et al.
[16]. Two stages are involved; we try to prevent collision from happening in the first stage, and
the second stage deals with actual intersections. This two-stage approach eliminates almost all
collision in the first stage, leaving only a few collisions for the second stage.

3

Experimental Results and Conclusion

In our implementation, a square cloth is draped onto a human model to validate our methods.
All the experiments are conducted on a PC with a 1.61 GHz CPU and 2.00 GB physical memory.
The collisions between cloth and the avatar are detected as illustrated in Fig. 2. The triangles
which are in the overlapped AABBs are tested further to check the collisions between the elements
of mesh. The overlapped AABBs are demonstrated in Fig. 3 which accelerates collision detection.
After the two-stage collision response the penetrations are resolved as in Fig. 4. The combination
of implicit integration method and the two-stage collision response scheme is suited for efficient
cloth simulation. The method proposed in this paper exhibits pretty good performance for fast
or real-time cloth simulation. Further work needs to be conducted on complex garments and
avatars.
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Fig. 2: Detected collision particles (red)

Fig. 3: AABB of square cloth (red) and human
body (blue)
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Fig. 4: A squared cloth draped onto human model without (left) and with (right) penetration resolution
(grant No. 20070255003); and Foundation of Donghua University for Phd. candidates (grant
No. BC200918).

References
[1]

Terzopoulos D, et al., Elastically Deformable Models. Computer Graphics Forum 1987. 21:(4): p.
205-214.
[2] Terzopoulos D and Fleischer K, Modeling Inelastic Deformation: Viscoelasticity, Plasticity, Fracture. Computer Graphics 1988. 22:(4): p. 269-278.
[3] Terzopoulos D and Fleischer K, Deformable Models. The Visual Computer 1988. 6:(4): p. 306-331.
[4] Eischen JW, Deng SG, and Clapp TG, Finite-element modeling and control of flexible fabric parts.
IEEE Computer Graphics and Applications 1996. 16:(5): p. 71-80.
[5] Volino P and Magnenat-Thalmann N. Versatile and Efficient Techniques for Simulating Cloth
and Other Deformable Objects. in Computer Graphics Proceedings, Annual Conference Series,
SIGGRAPH. 1995.
[6] Feynman C, Modeling the appearance of cloth, in Dept. of EECS. 1986, Institute of Technology:
Massachusetts.
[7] Volino P and Magnenat-Thalmann N. Developing Simulation Techniques for an Interactive Clothing System. in Proc. of the 1997 International Conf. on Virtual Systems and Multi Media. 1997.
[8] Breen DE, House DH, and Wozny MJ. Predicting the drape of woven cloth using interacting particles. in In Proceedings of ACM SIGGRAPH 1994. 1994. New York, NY, USA: ACM Press/ACM
SIGGRAPH.
[9] Eberhardt B, Weber A, and Strasser W, A fast, flexible, particle-system model for cloth draping.
IEEE Computer Graphics and Applications 1996. 16:(5): p. 52-59.
[10] Eberhardt B and Weber A, Modeling the Draping Behavior of Woven Cloth. Maple Tech 1997.
4:(2): p. 25-31.
[11] Baraff D and Witkin A, Large Steps in Cloth Simulation. Computer Graphics 1998. 32:(Annual
Conference Series): p. 43-54.

H. Liu et al. / Journal of Fiber Bioengineering & Informatics 5:1 (2012) 59–65

65

[12] Provot X, Deformation constraints in a mass-spring model to describe rigid cloth behavior. Graphics Interface 1995: p. 147-154.
[13] House DH and R.W D, Towards simulating cloth dynamics using interacting particles. International Journal of Clothing Science and Technology 1996. 8:(3): p. 75-94.
[14] Vassilev TI, Dressing Virtual People. SCI&apos 2000: p. 23-26.
[15] Vassilev TI, Spanlang B, and Chrysanthou Y, Efficient Cloth Model and Collision Detection for
Dressing Virtual People, in CD proc. GeTech Hong Kong. 2001.
[16] Bridson R, Fedkiw R, and Anderson J, Robust treatment of collisions, contact and friction for
cloth animation. Acm Transactions on Graphics 2002. 21:(3): p. 594-603.
[17] Hong M, et al., Effective Constrained Dynamic Simulation Using Implicit Constraint Enforcement
in International Conference on Robotics and Automation. 2005. p. 4520-4525.
[18] Müller M, et al., Position based dynamics. Virtual Reality Interactions and Physical Simulation(VRIPHYS) 2006. 18:(2): p. 71-80.
[19] Tsiknis KD, Better cloth through unbiased strain limiting and physics-aware subdivision, in Computer Science. 2006, The University of British Columbia. p. 37.
[20] Goldenthal R, et al., Efficient simulation of inextensible cloth. Acm Transactions on Graphics
2007. 26:(3): p. 7.
[21] Bergou M, et al., Discrete Elastic Rods. SIGGRAPH (ACM Transactions on Graphics 2008. 27:(3):
p. 1-12.
[22] English E and Bridson R, Animating developable surfaces using nonconforming elements. ACM
Transactions on Graphics (TOG) 2008. 27:(3): p. 1-5.
[23] Müller M, Hierarchical position based dynamics. Workshop on Virtual Reality Interaction and
Physical Simulation (VRIPHYS) 2008: p. 1-10.
[24] Thomaszewski B, Pabst S, and Strasser W, Continuum-based Strain Limiting. Computer Graphics
Forum Proceedings of Eurographics 2009. 28:(2): p. 569-576.
[25] Volino P and Magnenat-Thalmann N, Implementing fast cloth simulation with collision response,
in Computer Graphics International 2000, Proceedings. 2000, Ieee Computer Soc: Los Alamitos.
p. 257-266.
[26] Bridson R, Marino S, and Fedkiw R. Simulation of clothing with folds and wrinkles. 2003: Eurographics Association Aire-la-Ville, Switzerland, Switzerland.
[27] Van Den Bergen G, Efficient collision detection of complex deformable models using AABB trees.
Graphics Tools: The Jgt Editors’ Choice 1998: p. 131.
[28] Provot X, Collision and self-collision handling in cloth model dedicated to design garment. Graphics
Interface 1997: p. 177-189.
[29] Information on http://mathworld.wolfram.com/CubicFormula.html.

