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Abstract Interactive real-time simulation for biomembrane tissue is the base of virtual surgery simulation for biomembrane
tissue. The paper presented a kind of method for deformation simulation modeling of biomembrane tissue. First, the
author analyzed the basic characters of membrane tissue. Second, it presented the concept of virtual volumetric spring
and the deformation model of biomembrane tissue based on mass-spring model. The model was solved by quasi-static
method to get steadier and more realistic results. Last, the method was applied to cornea modeling and simulation. The
presented method is simple and effective whether in theory or in practice.
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