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Constructing Virtual Rheological Objects

o Shinichi Hirai, Shinichi Tokumoto, and "Hiromi Tanaka
Dept. of Robotics, Ritsumeikan Univ. "Dept. of Computer Science, Ritsumeikan Univ.

Abstract - In this paper, we will present a method to construct virtual rheological objects. First, we will

select rheological elements appropriate to describing rheological objects.

structures of rheological objects.
experiment and simulations.
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(a) natural shape (b) deformed shape
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(d) plastic  (e) rheological

(c) viscoelastic

Fig.1:  Viscoelastic object, plastic object, and

rheological object

. uboaooaood

000000000Fig2000000000000
000000000000000000000000
000000000000000000(1) 0000
000002 000000000(3) 000000
00000000000000Fig2(b), (d), (f), (g),
(h), §), (k) 0000000000000COO000

Second, we will propose model

Proposed modeling method is then evaluated through a deformation
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Fig.2: Rheological elements
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Model structures of virtual rheological
object

Fig.3:
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