Cloth Falling
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https://docs.taichi-lang.org/docs/cloth_simulation

(1) Source program

. clothFall.py

DIF, B THArEENZY | flxiE, Jidforce i3, [N/kglicZhoTwa,
import taichi as ti #1 &\ ZHTCfE D ERR

import os #linux Da~w v F2E5E5S

from moviepy import ImageSequenceClip
import glob

ti.init(arch=ti.cpu) #GPU U 7 < TCPU Cf#>

n=128 # DL ER. n*n OE MR D
quad_size = 1.0 / n # foRFDH A4 X [m]

dt =4e-2 /n # Z AR [s]

substeps = int(1 /60 // dt) # AN DY 727 v 7 “//"13# Y HORE (Floor BRE). 40 13Y) Y
<

gravity = ti.Vector([0, -9.8, 0]) # H)), y/Sim

spring_Y = 3e4 # ATDHNLR S X AR [N/kgl: Ay v aRECHl 5 & HE
BY72 0 O ERIC TR B [N/m/kgl. HAEEL 7D D81 D RS
%,
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F=K*¢e: ¢ =Ax/L
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dashpot_damping = le4 # MOHGR S &HEAAEEY Y Db [N/(m/s)/kg/m]. Z
L EAFTEHENT, Xy aRIPENICRS E, ZOfEd D
LR 7e o 7w,

drag_damping = 1 # NI 72 ) O BT £ v o8 [N/ (m/s) /B ]
ball radius = 0.3 # Eo¥E [m]

ball_center = ti.Vector.field(3, dtype=float, shape=(1, )) # 7 — X f&EEFR. 3 XIC, FH/NEL,
shape=(1,) ¥ TR 1 0 1 Kok =kEF, FE/NLD 3
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ball_center[0] = [0, 0, 0] # BRo UL EERE [m]

# AADHE R 7 PV DER
x = ti.Vector.field(3, dtype=float, shape=(n, n)) # T —2WEERR. 30T, BEUNEL n*n fidd
v = ti.Vector.field(3, dtype=float, shape=(n, n))

num_triangles = (n-1) * (n-1) * 2 # PRI 2 =2AFo%. WAIXZ Ho=/AFt LT
EmRIND.
indices = ti.field(int, shape=num_triangles * 3) # =MD X [HA K

vertices = ti.Vector.field(3, dtype=float, shape=n * n) # i D [HH="E D%
colors = ti.Vector.field(3, dtype=float, shape=n *n) # fiot : RGB © =% E i HEETE %

bending_springs = False

@ti.kernel # AT DEFK% taichi D kernel & L TEFET S 1 4 v 27 XD python BIE L % 7
{, JIT (ustintime) T2 V¥4 LT % C++FMHLD a— FIcEE (v xf L)
LCHiF|EITTEB LT LT3, TNERETED —F L LIES,

def initialize_mass_points():

random_offset = ti.Vector([ti.random() - 0.5, ti.random() - 0.5]) * 0.1
#0.0 <= ti.random() <1.0 72D T, -0.05~0.05 DEE KT, b r - L PIH{E
T LTCnw3, &P, tVector([*DIF2XKITRZ P
fori,jinx:
x[i,j] =1 #1, ] DALIE O'E o O YA
i * quad_size - 0.5 + random_offset[0], 0.6,
j * quad_size - 0.5 + random_offset[1]

v[i, j] =10,0,0] # 3EEEIX0

@ti.kernel
def initialize_mesh_indices(): # Xy v a®Fe ot



for i, jin ti.ndrange(n - 1,n - 1): # 2 & for 3¢

quad_id=(G*(n-1)) +j # UAED ID. O0ED2DOMNAIICHR L TZo0 =AERD
v, ZDTHRIZ 6D 2
# 1st triangle of the square E M CHEN/ZWUATEO—D>HD =AEDTHL

indices[quad_id * 6 + 0] =i*n +j
indices[quad_id*6 + 1] = (i+ 1) *n +]
indices[quad_id*6 + 2] =i*n+ (j+ 1)

# 2nd triangle of the square —2>H
indices[quad_id*6 +3] =G+ 1) *n+j+1
indices[quad_id*6 +4] =i*n+ G+ 1)
indices[quad_id*6 + 5] = (i+ 1) *n +]

for i, j in ti.ndrange(n, n): #ADTLWMELZEZ TS
ifG//4+j//4) %2==0:
colors[i*n + ]] =(0.22,0.72, 0.52) # RGB, 0~1
else:
colors[i * n + j] = (1, 0.334, 0.52)

initialize_mesh_indices() # B SWIHLFEFT

spring_offsets = [] # WyIhEELES
if bending_springs: #Flase R DTZ T ITEL
for iin range(-1, 2):
for j in range(-1, 2):
if G, 1) 1= (0, 0):
spring_offsets.append(ti.Vector([i, j]))

else: # DRIz ob, 5*%5 B4y
for iin range(-2, 3):
for j in range(-2, 3):

if (i, j) != (0, 0) and abs(i) + abs(j) <= 2: #
spring_offsets.append(ti.Vector([i, j])) # spring_offset ICk > % Nz %
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¥ EFhEND ti.vector([dx, dyl)
@ti.kernel
def substep():
for iin ti.grouped(x): # HR D%

4. ti.ndrange & ti.grouped
pythan
for i, j in ti.ndrange(n-1, n-1)

e ti.ndrange

— ERFTAVTYIADAT T
python
for 1 in ti.grouped(x):

*  ti.grouped(x)
— 1 (1,3) ORTRVIEES
- @) G c7oeA 2 RICHLHN % —RIECERT OB
v[i] += gravity * dt # BEJC X 57]1]1%}#@131&5%/\ T BHED B DH?



for iin ti.grouped(x): # EHEOES
force = ti.Vector([0.0, 0.0, 0.0]) # 10 WML
for spring_offset in ti.static(spring_offsets): # EJE Y D4 DHF =
j =1+ spring_offset # X7
if 0 <=j[0] <nand 0 <=j[1] <n:
X_1j = x[i] - X[]]
v_ij = v[i] - V[J]

d = x_ij.normalized() # B EBMEAI N 7 P AEHE
current_dist = x_ij.norm() # B HEIERE (NAoEX) HE

original_dist = quad_size * float(i - j).norm() # ¥ 1 ® HARKFIH
# Spring force

force += -spring_Y * d * (current_dist / original_dist - 1) #F +=k*dx: k D Hifr
T EFdo b [N/kg]
# Dashpot damping
force += -v_ij.dot(d) * d * dashpot_damping * quad_size #F +=c*dv
v[i] += force * dt #v+= ZFdticio T3, IXRCHEREY Y OfF. F

DHAL X, [N/kgl
for iin ti.grouped(x):
vl[i] *= ti.exp(-drag_damping * dt)
NIEROFESFREAE BB 1 ATV TEHTNET -

dv
— — v
dt

e VIEE

s v = drag damping

EEE
v(t + At) = v(t) e Y

B A4 7 —ik/Z L,
v(t+dt) = v(t) — ¢/m * v(t) *dt=(1-c/m*dt) *v(¢)
programming code 72 &,
v *= (1-¢/m*dt)
TEIEREST S 523, sz e de Sl e hlB~ A4 F Rk 3 A[RetE0 & Y BER I AL
ELD., LoT, TIRETTINICHED L CHEER . L TR TIRAL Tw 3,
v *= exp(-c/m*dt)
O dt THEMEFHELRLET L L H5ICT 2oL WV NEDEE. 4 A -V,
TR 38 = R T + W T
DRI 5 & FiT, KEHO —E 72 FEER 2 v, 2 Oftid do icfkTF L 2B I3 5 X
IMEL. THICFEI L, TORF—LZE, MIEEIC X o THEPT S L7E I LCRGitE
HZFHELTw3.
offset_to_center = x[i] - ball_center[0] # BREES L O E
if offset_to_center.norm() <= ball radius:
# Velocity projection
normal = offset_to_center.normalized() # H{7FEE~27 F v
v[i] -= min(v[i].dot(normal), 0) * normal #vEeEnONE HimEas 0. MmicE
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x[i] += dt * v[i]

@ti.kernel
def update_vertices():
for i, j in ti.ndrange(n, n):
vertices[i * n + ]] = x[i, ]]

window = ti.ui.Window("Taichi Cloth Simulation on GGUI", (1024, 1024),

Vsync=True)
canvas = window.get_canvas()
canvas.set_background_color((1, 1, 1))
scene = ti.ui.Scene()
camera = ti.ui.Camera()

current_t = 0.0
initialize_mass_points()

k=0
os.makedirs("image", exist_ok=True)

while current_t < 1.5:
for i in range(substeps):
substep()
current_t += dt
update_vertices()

camera.position (0.0, 0.0, 3)
camera.lookat(0.0, 0.0, 0)

scene.set_camera (camera)

scene.point_light(pos=(0, 1, 2), color=(1, 1, 1))
scene.ambient_light((0.5, 0.5, 0.5))
scene.mesh(vertices,
indices=indices,
per_vertex_color=colors,
two_sided=True)

# Draw a smaller ball to avoid visual penetration

scene.particles(ball_center, radius=ball_radius * 0.95, color=(0.5,

canvas.scene(scene)
window.show()

window.save_image(f"./image/frame{k:02d}.png")

k+=1

files = sorted(glob.glob("./image/frame*.png"))
clip = ImageSequenceClip(files, fps=60)
clip.write_videofile(

"out.mp4",

codec="1ibx264",

audio=False

)
input()
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taichi_env ’FZE$T 57 4 L 27 b Y T T 2FEITL T Taichi #7 7 7 4 _4 b

> source taichi_env/bin/activate

clothFall.py 25%77E9° % 7 4 L 7 } U C python % %EfF
> python3 clothFall.py

DT Z i L 7228 5 EHRAHER,

. image 7 4 L' 27 bV RERI|OEkILE png 7 7 4 L
. imuguini: 7F¥F A FOFER T 7 4 v

. out.mp4 : mp4 TH}jH|
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