
TPA 6: Modeling of soft object deformation 
 

Soft object modeling deals  with visually realistic physical simulations of the  motion  and  

properties  of  deformable  objects  (or  soft  bodies).  Several methods are used for modeling the 

deformation. In spring model, the body or the structure of the deformable object is composed of a 

number of nodes and their weights a spring attachment between two nodes, forming mesh structure. 

Applying Newton's second law to the point masses including the forces applied by the springs and 

any external forces (due to contact, gravity, air resistance, wind, ans so on) gives a system of   different 

equations for the motion of the nodes, which is solved by standard numerical processes. 

 
Demo – skin on face or hand;  Football when kicked, slippers, top surface of sofa, stiff 

paper, magazine etc. 
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