WHAT IS JIGGLE PHYSICS

WHAT 1S JIGGLE PHYSICS? A Deep DIVE INTO THE SCIENCE AND ART OF REALISTIC MOTION

WHAT IS JIGGLE PHYSICS, A TERM THAT MIGHT CONJURE IMAGES OF CARTOON CHARACTERS OR PERHAPS OVERLY ENTHUSIASTIC
ANIMATED MOVEMENTS, ACTUALLY REPRESENTS A SOPHISTICATED AREA OF COMPUTER GRAPHICS AND GAME DEVELOPMENT. IT's
THE INTRICATE SCIENCE AND ART BEHIND SIMULATING THE WAY SOFT, DEFORMABLE OBJECTS BEHAVE WHEN SUBJECTED TO
FORCES, RESULTING IN REALISTIC WOBBLES, BOUNCES, AND UNDULATIONS. THIS PHENOMENON IS CRUCIAL FOR BRINGING VIRTUAL
W ORLDS TO LIFE, ADDING A LAYER OF AUTHENTICITY THAT CAPTIVATES PLAYERS AND VIEWERS ALIKE. FROM THE SUBTLE SWAY
OF FABRIC TO THE MORE PRONOUNCED MOVEMENT OF CHARACTER ANATOMY, JIGGLE PHYSICS ENHANCES IMMERSION AND
BELIEVABILITY IN EVERYTHING FROM VIDEO GAMES TO ANIMATED FILMS. UNDERSTANDING ITS CORE PRINCIPLES REVEALS A
FASCINATING BLEND OF PHYSICS, MATHEMATICS, AND PROGRAMMING INGENUITY. THIS COMPREHENSIVE GUIDE WILL EXPLORE

WHAT JIGGLE PHYSICS IS, HOW IT's IMPLEMENTED, ITS VARIOUS APPLICATIONS, AND THE CHALLENGES AND FUTURE OF THIS
CAPTIVATING TECHNOLOGY.
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WHAT 1S JIGGLE PHYSICS? THE CorRe CONCEPT

AT ITS HEART, JIGGLE PHYSICS IS A COMPUTATIONAL TECHNIQUE USED TO SIMULATE THE ELASTIC AND OFTEN FLUID-LIKE
MOTION OF FLEXIBLE, NON-RIGID OBJECTS WITHIN A 3D ENVIRONMENT. THINK ABOUT HOW A PIECE OF CLOTH DRAPES, OR HOW A
CHARACTER’S HAIR BOUNCES AS THEY MOVE. THESE ARE NATURAL PHENOMENA GOVERNED BY PRINCIPLES OF PHYSICS, AND JIGGLE
PHYSICS AIMS TO REPLICATE THESE BEHAVIORS DIGITALLY. IT'S NOT ABOUT RIGID BODY DYNAMICS, WHERE OBJECTS MAINTAIN
THEIR SHAPE, BUT RATHER ABOUT HOW MATERIALS DEFORM, COMPRESS, STRETCH, AND OSCILLATE IN RESPONSE TO EXTERNAL
FORCES LIKE GRAVITY, IMPACT, OR ANIMATION. THE GOAL IS TO CREATE MOTION THAT LOOKS AND FEELS ORGANIC, RATHER
THAN STIFF OR UNNATURALLY STATIC. THIS OFTEN INVOLVES COMPLEX ALGORITHMS THAT MODEL THE INTERCONNECTEDNESS OF
AN OBJECTIS VARIOUS PARTS, ALLOWING THEM TO REACT DYNAMICALLY TO EACH OTHER AND TO THE OVERALL SCENE.

THE TERM "JIGGLE” ITSELF IMPLIES A DEGREE OF UNCONTROLLED OR SECONDARY MOTION, AND THAT'S PRECISELY WHAT THIS
TECHNOLOGY EXCELS AT CAPTURING. |T'S THE DELIGHTFUL BOUNCE OF A CHARACTER'S PONYTAIL DURING A SPRINT, THE WAY A
BANNER MIGHT FLUTTER IN THE WIND, OR THE SUBTLE UNDULATION OF A CHARACTER'S CLOTHING AS THEY STAND STILL.

W/ ITHOUT JIGGLE PHYSICS, MANY DIGITAL CHARACTERS AND ENVIRONMENTS WOULD APPEAR STATIC AND LIFELESS, LACKING THE
NUANCED MOVEMENTS THAT OUR EYES ARE ACCUSTOMED TO PERCEIVING IN THE REAL WORLD. |T°S THE DIFFERENCE BETWEEN A
PERFECTLY POSED MANNEQUIN AND A LIVING, BREATHING INDIVIDUAL.

How JIGGLE PHYSICS W ORKS: UNDERLYING PRINCIPLES

THE SIMULATION OF JIGGLE PHYSICS RELIES ON A FUNDAMENTAL UNDERSTANDING OF HOW MATERIALS DEFORM. W/HILE INCREDIBLY
COMPLEX IN REALITY, COMPUTER SIMULATIONS BREAK DOWN THESE BEHAVIORS INTO MANAGEABLE MATHEMATICAL MODELS.
THESE MODELS OFTEN REPRESENT AN OBJECT AS A COLLECTION OF INTERCONNECTED POINTS OR NODES, EACH WITH MASS AND
CONSTRAINTS. W/HEN A FORCE IS APPLIED TO ONE PART OF THE OBJECT, THESE CONNECTIONS TRANSMIT THAT FORCE, CAUSING
ADJACENT NODES TO MOVE, STRETCH, OR COMPRESS. THIS CASCADING EFFECT CREATES THE CHARACTERISTIC ”JIGGLE” OR

W AVE-LIKE MOTION.



SEVERAL CORE PHYSICAL PRINCIPLES ARE OFTEN EMPLOYED:

o MASS-SPRING SYSTEMS: ONE OF THE MOST COMMON APPROACHES INVOLVES MODELING AN OBJECT AS A NETWORK OF
MASSES CONNECTED BY VIRTUAL SPRINGS. EACH SPRING HAS PROPERTIES LIKE STIFFNESS AND DAMPING, MIMICKING HOW
REAL-WORLD MATERIALS RESIST DEFORMATION AND EVENTUALLY RETURN TO THEIR ORIGINAL STATE. WHEN A FORCE IS
APPLIED, THE SPRINGS STRETCH OR COMPRESS, AND THE MASSES MOVE ACCORDINGLY.

¢ CLOTH SIMULATION: FOR GARMENTS AND FABRIC, MORE SPECIALIZED TECHNIQUES ARE USED, OFTEN BUILDING UPON
MASS-SPRING PRINCIPLES BUT INCORPORATING ADDITIONAL CONSTRAINTS TO SIMULATE THE WAY THREADS INTERACT
AND RESTRICT MOVEMENT. THIS CAN INCLUDE SIMULATING COLLISIONS WITH OTHER OBJECTS AND SELF-COLLISIONS.

o BoNe CONSTRAINTS AND DAMPING: IN CHARACTER ANIMATION, JIGGLE PHYSICS IS OFTEN APPLIED TO SPECIFIC PARTS LIKE
HAIR, CLOTHING, OR EVEN FACIAL FEATURES. THESE SIMULATIONS TYPICALLY INVOLVE DEFINING BONES OR SEGMENTS AND
APPLYING FORCES THAT CAUSE THEM TO BEND, BOUNCE, AND SWAY , WITH PARAMETERS CONTROLLING THE SPEED AND
INTENSITY OF THE MOVEMENT. DAMPING IS CRUCIAL HERE TO PREVENT PERPETUAL MOTION AND ENSURE THE JIGGLE
EVENTUALLY SUBSIDES.

® |NERTIA AND MOMENTUM: THE SIMULATION MUST ALSO ACCOUNT FOR INERTIA — THE TENDENCY OF AN OBJECT TO RESIST
CHANGES IN ITS STATE OF MOTION. THIS MEANS THAT ONCE AN OBJECT STARTS MOVING, IT WILL CONTINUE TO DO SO
UNTIL ACTED UPON BY ANOTHER FORCE, CONTRIBUTING TO THE NATURAL MOMENTUM OF A JIGGLE.

THE COMPLEXITY OF THE SIMULATION CAN VARY SIGNIFICANTLY. A SIMPLE JIGGLE MIGHT ONLY INVOLVE A FEW INTERCONNECTED
POINTS, WHILE A HIGHLY DETAILED SIMULATION FOR A FLOWING CAPE IN A CINEMATIC MIGHT INVOLVE THOUSANDS OF SUCH
POINTS AND COMPLEX COLLISION DETECTION.

Key COMPONENTS OF JIGGLE PHYSICS SIMULATION

[IMPLEMENTING EFFECTIVE JIGGLE PHYSICS INVOLVES SEVERAL CRITICAL COMPONENTS THAT WORK IN TANDEM TO PRODUCE
CONVINCING MOTION. THESE COMPONENTS ARE THE BUILDING BLOCKS THAT ANIMATORS AND PROGRAMMERS USE TO CREATE
BELIEVABLE VIRTUAL OBJECTS.

MAsSS AND INERTIA

EVERY SIMULATED POINT OR SEGMENT WITHIN A JIGGLING OBJECT IS ASSIGNED A MASS. THIS MASS DICTATES HOW THE OBJECT
WILL REACT TO FORCES. HEAVIER OBJECTS WILL MOVE MORE SLOWLY AND WITH GREATER RESISTANCE, WHILE LIGHTER OBJECTS
WILL BE MORE RESPONSIVE AND PRONE TO EXAGGERATED JIGGLES. INERTIA IS THE PROPERTY THAT CAUSES THE OBJECT TO
MAINTAIN ITS CURRENT STATE OF MOTION, CONTRIBUTING TO THE MOMENTUM AND TRAILING EFFECTS THAT ARE CHARACTERISTIC
OF JIGGLE PHYSICS.

SPRING STIFFNESS AND DAMPING

THESE ARE PERHAPS THE MOST CRUCIAL PARAMETERS FOR CONTROLLING THE ”JIGGLE” ITSELF. SPRING STIFFNESS DETERMINES
HOW MUCH RESISTANCE THE VIRTUAL SPRINGS OFFER TO STRETCHING OR COMPRESSION. A HIGH STIFFNESS MEANS THE OBJECT
WILL SNAP BACK QUICKLY, RESULTING IN LESS PRONOUNCED JIGGLING. A LOW STIFFNESS ALLOWS FOR MORE EXTREME
DEFORMATION AND A BOUNCIER, MORE FLUID MOTION. DAMPINGI ON THE OTHER HAND, CONTROLS HOW QUICKLY THE JIGGLING
MOTION DECAYS. WITHOUT SUFFICIENT DAMPING, AN OBJECT MIGHT CONTINUE TO OSCILLATE INDEFINITELY, LOOKING
UNNATURAL. DAMPING EFFECTIVELY ABSORBS ENERGY FROM THE SIMULATION, ALLOWING THE OBJECT TO SETTLE BACK INTO A
RESTING STATE.



CoNSTRAINTS AND COLLISIONS

FOR REALISTIC BEHAVIOR, JIGGLING OBJECTS OFTEN HAVE CONSTRAINTS THAT LIMIT THEIR MOVEMENT. For EXAMPLE, A
CHARACTER’S HAIR MIGHT BE CONSTRAINED TO THEIR HEAD, OR THE EDGES OF A CLOTH MIGHT BE ATTACHED TO A CHARACTER'S
BODY. COLLISION DETECTION IS ALSO VITAL. THIS ENSURES THAT JIGGLING OBJECTS INTERACT REALISTICALLY WITH
THEMSELVES AND WITH OTHER OBJECTS IN THE SCENE, PREVENTING THEM FROM PASSING THROUGH EACH OTHER IN AN UNNATURAL
WAY.

ExXTERNAL FORCES

JIGGLE PHYSICS SIMULATIONS ARE CONSTANTLY REACTING TO EXTERNAL FORCES. GRAVITY IS A UBIQUITOUS FORCE THAT
PULLS OBJECTS DOWNWARDS, CAUSING THEM TO SAG AND BOUNCE. W/ IND FORCES CAN MAKE FABRICS FLUTTER, AND IMPACT
FORCES FROM COLLISIONS CAN CREATE SUDDEN, LOCALIZED DEFORMATIONS. ANIMATION DATA FROM CHARACTER RIGS ALSO
ACTS AS AN EXTERNAL FORCE, DRIVING THE OVERALL MOVEMENT THAT THEN TRIGGERS THE SECONDARY JIGGLE EFFECTS.

APPLICATIONS OF JIGGLE PHYSICS IN DIGITAL MeDIA

THE IMPACT OF JIGGLE PHYSICS IS FELT ACROSS A WIDE SPECTRUM OF DIGITAL ENTERTAINMENT AND MEDIA. |TS ABILITY TO ADD
A LAYER OF ORGANIC REALISM MAKES IT AN INDISPENSABLE TOOL FOR MODERN CONTENT CREATION.

Vipeo GAMES

IN THE REALM OF VIDEO GAMES, JIGGLE PHYSICS IS PRIMARILY USED TO ENHANCE CHARACTER AND ENVIRONMENTAL REALISM. THIS
INCLUDES:

e CHARACTER HAIR AND CLOTHING: As MENTIONED, THIS IS ONE OF THE MOST COMMON APPLICATIONS. A CHARACTER'S
HAIR BOUNCING AS THEY RUN, OR THEIR CAPE FLOWING DYNAMICALLY, ADDS A SIGNIFICANT LEVEL OF IMMERSION AND
VISUAL FIDELITY.

o PLAYER AND NPC MOVEMENT: EVEN SUBTLE JIGGLING OF BODY PARTS, LIKE A CHARACTER'S STOMACH OR CHEST, CAN
CONTRIBUTE TO A MORE NATURALISTIC APPEARANCE DURING MOVEMENT.

¢ INTERACTIVE ENVIRONMENTS: SOFT OBJECTS WITHIN GAME ENVIRONMENTS, SUCH AS BANNERS, FLAGS, OR EVEN CERTAIN
TYPES OF FOLIAGE, CAN BE PROGRAMMED WITH JIGGLE PHYSICS TO REACT DYNAMICALLY TO PLAYER ACTIONS OR
ENVIRONMENTAL EFFECTS LIKE WIND.

CoMPUTER-GENERATED IMAGERY (CGI) AND ANIMATION

IN ANIMATED FILMS AND VISUAL EFFECTS, JIGGLE PHYSICS IS EMPLOYED TO ACHIEVE PHOTOREALISTIC OR STYLIZED CHARACTER
AND OBJECT BEHAVIORS. THIS ALLOWS ANIMATORS TO:

o CREATE BELIEVABLE FABRIC AND HAIR: STUDIOS INVEST HEAVILY IN SIMULATING THE COMPLEX DRAPE AND FLOW OF
CLOTHING AND HAIR FOR CHARACTERS, ADDING DEPTH AND PERSONALITY.

® SIMULATE SOFT BODIES: FOR CHARACTERS OR CREATURES WITH PARTICULARLY SOFT OR GELATINOUS FORMS,
ADV ANCED JIGGLE PHYSICS TECHNIQUES ARE ESSENTIAL FOR THEIR DEPICTION.

e ADD SECONDARY ANIMATION DETAILS: BEYOND PRIMARY CHARACTER MOVEMENTS, JIGGLE PHYSICS CAN BE USED TO ADD
SUBTLE, AUTOMATIC MOVEMENTS TO PROPS OR ENVIRONMENTAL ELEMENTS THAT WOULD BE TEDIOUS TO ANIMATE BY
HAND.



VIRTUAL ReaLITY (VR) AnD AUGMENTED ReaLITY (AR)

As VR AND AR TECHNOLOGIES BECOME MORE SOPHISTICATED, THE DEMAND FOR REALISTIC INTERACTIONS INCREASES. JIGGLE
PHYSICS PLAYS A ROLE IN MAKING VIRTUAL OBJECTS AND CHARACTERS FEEL MORE TANGIBLE AND RESPONSIVE IN THESE IMMERSIVE
ENVIRONMENTS. THIS CAN ENHANCE THE SENSE OF PRESENCE AND MAKE INTERACTIONS FEEL MORE NATURAL.

CHALLENGES AND CONSIDERATIONS IN JIGGLE PHYSICS

W/HILE JIGGLE PHYSICS SIGNIFICANTLY ENHANCES REALISM, ITS IMPLEMENTATION IS NOT WITHOUT ITS CHALLENGES. DEVELOPERS
AND ARTISTS MUST CAREFULLY BALANCE VISUAL FIDELITY WITH PERFORMANCE DEMANDS.

PERFORMANCE OPTIMIZATION

SIMULATING THE COMPLEX INTERACTIONS OF COUNTLESS MASSES AND SPRINGS IN REAL-TIME, ESPECIALLY FOR MULTIPLE
OBJECTS, CAN BE COMPUTATIONALLY VERY EXPENSIVE. THIS IS A SIGNIFICANT HURDLE, PARTICULARLY FOR VIDEO GAMES THAT
NEED TO MAINTAIN HIGH FRAME RATES. DEVELOPERS OFTEN HAVE TO MAKE COMPROMISES, SIMPLIFYING THE SIMULATIONS OR
APPLYING THEM ONLY TO SPECIFIC, VISUALLY IMPORTANT ELEMENTS.

TUNING AND ARTISTIC CONTROL

ACHIEVING THE ”_JUST RIGHT” AMOUNT OF JIGGLE REQUIRES EXTENSIVE TUNING. T OO MUCH CAN LOOK COMICAL OR
DISTRACTING, WHILE TOO LITTLE CAN MAKE AN OBJECT APPEAR STIFF. ARTISTS NEED SOPHISTICATED TOOLS AND A GOOD
UNDERSTANDING OF THE UNDERLYING PARAMETERS TO ACHIEVE THE DESIRED AESTHETIC. |T°S A DELICATE DANCE BETWEEN THE
PHYSICS ENGINE AND ARTISTIC INTENT.

AVOIDING UNNATURAL ARTIFACTS

IF NOT IMPLEMENTED CORRECTLY, JIGGLE PHYSICS CAN LEAD TO UNDESIRABLE VISUAL ARTIFACTS. OBJECTS MIGHT STRETCH IN
ANATOMICALLY IMPOSSIBLE WAYS, CLIP THROUGH OTHER GEOMETRY, OR EXHIBIT ERRATIC, UNSTABLE MOVEMENTS. CAREFUL
COLLISION DETECTION, CONSTRAINT MANAGEMENT, AND PARAMETER TUNING ARE NECESSARY TO AVOID THESE ISSUES.

BALANCING REALISM WITH STYLE

W/HILE THE GOAL IS OFTEN REALISM, MANY APPLICATIONS REQUIRE A STYLIZED APPROACH. For INSTANCE, A CARTOON
CHARACTER MIGHT HAVE EXAGGERATED JIGGLES THAT ARE MEANT TO BE HUMOROUS RATHER THAN PHYSICALLY ACCURATE. THIS
MEANS THAT JIGGLE PHYSICS ISN'T ALWAYS ABOUT PURE SIMULATION;, IT'S ALSO ABOUT USING THE TOOLS TO ACHIEVE A
SPECIFIC ARTISTIC VISION.

THE FUTURE OF JIGGLE PHYSICS AND REALISTIC MOTION

THE ONGOING ADVANCEMENTS IN COMPUTING POWER AND ALGORITHMIC SOPHISTICATION PROMISE EVEN MORE IMPRESSIVE
APPLICATIONS OF JIGGLE PHYSICS. WE CAN EXPECT TO SEE SIMULATIONS THAT ARE NOT ONLY MORE VISUALLY ACCURATE BUT
ALSO MORE COMPUTATIONALLY EFFICIENT.

ONE AREA OF SIGNIFICANT DEVELOPMENT IS THE INTEGRATION OF MACHINE LEARNING. Al MODELS COULD BE TRAINED ON REAL-



W ORLD PHYSICS DATA TO GENERATE INCREDIBLY REALISTIC MOTION PATTERNS THAT ARE THEN APPLIED TO VIRTUAL OBJECTS.
THIS COULD LEAD TO SYSTEMS THAT AUTOMATICALLY LEARN HOW DIFFERENT MATERIALS SHOULD BEHAVE WITHOUT NEEDING
EXPLICIT MANUAL PARAMETER TUNING FOR EVERY SCENARIO. FURTHERMORE, REAL-TIME PHYSICS ENGINES ARE CONSTANTLY BEING
REFINED, ALLOWING FOR MORE COMPLEX INTERACTIONS AND GREATER FIDELITY IN GAMES AND INTERACTIVE APPLICATIONS.

THE PURSUIT OF TRULY LIFELIKE DIGITAL EXPERIENCES MEANS THAT JIGGLE PHYSICS WILL CONTINUE TO BE A VITAL COMPONENT.
AS VIRTUAL AND AUGMENTED REALITY BECOME MORE PREVALENT, THE DEMAND FOR TACTILE AND VISUALLY RESPONSIVE
VIRTUAL OBJECTS WILL ONLY GROW, PUSHING THE BOUNDARIES OF WHAT'S POSSIBLE IN SIMULATING REALISTIC MOTION AND
DEFORMATION.

FAQ

Q: \WHAT IS THE PRIMARY PURPOSE OF USING JIGGLE PHYSICS IN VIDEO GAMES?

A: THE PRIMARY PURPOSE OF USING JIGGLE PHYSICS IN VIDEO GAMES IS TO ENHANCE REALISM AND IMMERSION BY SIMULATING THE
NATURAL, ELASTIC MOVEMENT OF NON-RIGID OBJECTS LIKE HAIR, CLOTHING, AND SOFT BODY PARTS. THIS ADDS A LAYER OF
BELIEVABILITY TO CHARACTERS AND ENVIRONMENTS THAT WOULD OTHERWISE APPEAR STATIC.

QZ ARE THERE DIFFERENT TYPES OF JIGGLE PHYSICS SIMULATIONS?

A: YES, THERE ARE SEVERAL APPROACHES. COMMON METHODS INCLUDE MASS-SPRING SYSTEMS, WHICH MODEL OBJECTS AS
INTERCONNECTED MASSES AND SPRINGS, AND MORE SPECIALIZED TECHNIQUES FOR SIMULATING CLOTH OR SOFT BODIES THAT
INCORPORATE ADDITIONAL CONSTRAINTS AND COLLISION DETECTION.

Q: How DOES JIGGLE PHYSICS AFFECT CHARACTER PERFORMANCE IN GAMES?

A IMPLEMENTING COMPLEX JIGGLE PHYSICS CAN BE COMPUTATIONALLY INTENSIVE, POTENTIALLY IMPACTING A GAME'S
PERFORMANCE BY REQUIRING MORE PROCESSING POWER. DEVELOPERS OFTEN OPTIMIZE THESE SIMULATIONS OR APPLY THEM
SELECTIVELY TO MAINTAIN SMOOTH FRAME RATES.

Q: CAN JIGGLE PHYSICS BE USED FOR INANIMATE OBJECTS, OR IS IT PRIMARILY FOR
CHARACTERS?

AIJIGGLE PHYSICS CAN BE USED FOR BOTH. WHILE MOST COMMONLY ASSOCIATED WITH CHARACTER HAIR AND CLOTHING, IT's
ALSO APPLIED TO INANIMATE OBJECTS WITHIN GAME ENVIRONMENTS OR ANIMATED SCENES, SUCH AS FLUTTERING BANNERS,
SWAYING FOLIAGE, OR DEFORMABLE PROPS, TO MAKE THEM APPEAR MORE DYNAMIC.

Q: WHAT ARE “ARTIFACTS” IN THE CONTEXT OF JIGGLE PHYSICS?

A: ARTIFACTS IN JIGGLE PHYSICS REFER TO VISUAL GLITCHES OR UNNATURAL BEHAVIORS THAT OCCUR WHEN THE SIMULATION
ISN'T IMPLEMENTED CORRECTLY. EXAMPLES INCLUDE OBJECTS STRETCHING UNREALISTICALLY, PASSING THROUGH OTHER OBJECTS
(CLIPPING), OR EXHIBITING ERRATIC, UNSTABLE MOVEMENTS.

Q: IS JIGGLE PHYSICS THE SAME AS RIGID BODY DYNAMICS?

A: NO, THEY ARE DISTINCT. RIGID BODY DYNAMICS SIMULATES THE MOVEMENT OF SOLID, NON-DEFORMABLE OBJECTS, WHERE
SHAPE IS MAINTAINED.JIGGLE PHYSICS, CONVERSELY, SIMULATES THE DEFORMATION, BENDING, AND OSCILLATION OF SOFT,
FLEXIBLE, OR ELASTIC OBJECTS.



QZ How DO DEVELOPERS CONTROL THE INTENSITY AND SPEED OF JIGGLE PHYSICS?

A: DEVELOPERS CONTROL JIGGLE PHYSICS THROUGH PARAMETERS SUCH AS SPRING STIFFNESS (HO\X/ MUCH THE OBJECT RESISTS
DEFORMATION)/ DAMPING (HO\X/ QUICKLY THE MOTION DECAYS)/ MASS, AND VARIOUS CONSTRAINTS THAT DICTATE HOW THE
OBJECT CAN MOVE AND INTERACT.

QZ IS JIGGLE PHYSICS ALWAYS ABOUT MAKING THINGS LOOK REALISTIC?

A: NOT EXCLUSIVELY. W/HILE REALISM IS A COMMON GOAL, JIGGLE PHYSICS CAN ALSO BE USED FOR STYLIZED EFFECTS, SUCH AS
EXAGGERATED, COMICAL MOVEMENTS IN CARTOONS OR ANIMATED SEQUENCES, TO ACHIEVE A SPECIFIC ARTISTIC OR COMEDIC
OUTCOME.
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