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Position-based Dynamics

• “Position Based Dynamics provides a method for simulating dynamics 
in games based on Verlet integration” (p. 2). 

• “Position based dynamics is popular for simulating deformable 
objects such as cloth. We have prototyped two-way interaction 
between position based cloth and fluid with promising results” (p. 4).

• The authors implemented their parallel algorithm in CUDA (p. 4).

• Using a GTX-680, they were able to achieve real-time fluid simulations 
using particles (p. 4).

Source: http://mmacklin.com/pbf_sig_preprint.pdf

http://mmacklin.com/pbf_sig_preprint.pdf


Position-based Dynamics

• Here is a video demonstration of position-based dynamics: 
https://www.youtube.com/watch?v=F5KuP6qEuew

https://www.youtube.com/watch?v=F5KuP6qEuew
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Particle clumping (undesirable)

Source: http://mmacklin.com/pbf_sig_preprint.pdf

http://mmacklin.com/pbf_sig_preprint.pdf


Reduced Particle clumping with improved surface tension

Source: http://mmacklin.com/pbf_sig_preprint.pdf

http://mmacklin.com/pbf_sig_preprint.pdf


Position-based Dynamics: Simulation loop algorithm

Source: http://mmacklin.com/pbf_sig_preprint.pdf

http://mmacklin.com/pbf_sig_preprint.pdf
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