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Abstract: Physical simulations are an ubiquitous component in modern computer
graphics applications, and over the past several decades a plenitude of specialized
algorithms have been developed for solving the linear systems that govern their
dynamical behavior. Methods in the field have trended toward iterative techniques
that are well-suited to GPU parallelization, yet some applications require alternative
approaches. In this talk, | will present our recent results for improving the tractability
of stiff and highly coupled multibody simulations that are CPU bound. Our work
focuses not only on techniques to improve the computational performance, but also
preserving physical and numerical traits. | will motivate the work with some
challenging examples and postulate about open problems that lie ahead for the
community.
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