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Nvidia FleX

Particle-based simulation library
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Research: Soft bodies in Nvidi

Main question:

How do | get from any regular mesh to a
fully dynamic soft body?



Flex Solver

Solver =
Container that
does physics calculations

1 SOLVER =1 SET OF PARAMETERS

flexinit(VERSION)

Y

Create Flex Solver(s)

A

Create particle data

Initialization

Solvers created with flexCreateSolver();

Data set:
flexSetParticles();
flexSetVelocities();
flexSetPhases();
flexSetActive();

Set FlexParams

v

Upload data to GPU

Params set using: Update

flexSetParams();

v

Update the Solver(s)

Y

Fetch data from GPU

v

Render

v

Apply modifications

Every frame:
- Update the solver:
flexUpdateSolver();

- Get all the required particle data:
flexGetXXX();

- Render the particles
- Apply possible changes

- Re-upload the data:
flexSetXXX()

Destroy the Solver(s)

Y

Shutdown the system

Shutdown

Destroy the solver(s) using:
flexDestroySolver();

Shutdown the system using:
flexShutdown();
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Soft bodies
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Creation
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Quality vs. Quantity
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Quality vs. Quantity

l Radius ::tQuaIity ==_ Performance

Stress testing

50 soft bodies
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Questions?

A more technical explanation can be read in the paper

Source Portfolio
https://bitbucket.org/simco50/d3dengine/src http://www.simoncoenen.com
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