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Vector3 vVelocity = vertex.vCurrentPosition — vertex.vPreviousPosition;
vertex.vPreviousPosition = vertex.vCurrentPosition;

vertex.vCurrentPosition += vVelocity * ( 1.0f — fDampingFactor ) + vAcceleration * fDeltaTime *

fDeltaTime;
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Vector3 vDelta = constraint.m_vertex1.m_vCurPos — constraint.m_vertex0.m_vCurPos;
float fLength = vDelta.length();

vDelta.normalize();

Vector3 vOffset = vDelta * ( fLength — constraint.m_fRestLength );
constraint.m_vertex0.m_vCurrentPosition += vOffset / 2.0f;

constraint.m_vertex1.m_vCurrentPosition —= vOffset / 2.0f;
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vOffset *= fStiffness;
constraint.m_vertex0.m_vCurrentPosition += vOffset / 2.0f;

constraint.m_vertex1.m_vCurrentPosition —= vOffset / 2.0f;
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vCurPos — constraint.m_vertexDown.m_vCurPos;

p.m_

Vector3 vDelta = constraint.m_vertexTo

float fLength = vDelta.length();

vDelta.normalize();

Vector3 vOffset = vDelta * ( fLength — constraint.m_fRestLength );

vOffset;

constraint.m_vertexDown.m_vCurrentPosition +
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