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Efficient Physical Modeling of Bubble and Snow Scenes
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Abstract

The spheres and spherical shells are often used as geometry primitives due to their simplicity in collision
handling and simple boolean set theoretic operations.

We present some simulative techniques when two and more bubbles meet and discuss the possible geometry
arrangements. The problem in current bubble visualizations is that they do not use a general method for
calculation of common surfaces for arbitrary cluster. We demonstrate the algorithm based on constructive
surface geometry (CSG) to find the geometry of common surfaces in bubble clusters. The other scene were the
spheres are useful is the modeling of snow scene for a given 3D input scene. The proposed modeling tool uses
two particle systems, the first one to simulate the flow of snow in the space and mark the snow places in the
texture space after particle collision; the second one to accumulate the snow on the marked places by forming the
mesh surface from accumulated blobs.
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