5N-3 Oooooogestobonn
t t t
t
1
1
2
[1.2] 21
(3]
X
2.2
2

High speed algorithm of the collision detection using two or

more serialization by the standard

1Y uu Omori, $Atsushi Wada, 1Taichi Watanabe
TFaculty of Media Science, Tokyo University of Technology
FDepartment of Electro-Communications, The University of

Electro-Communications

40 99



23
21 2.2
O(nlogn)

O(nlogn + kn) 2<k<n

k n

100

ms
300,000
250,000
200,000 [
150,000
100,000 | *
50,000 ¢
) . *
0 ._._._.
1,000 2,000

|
*

5,000

3,000 4,000

20

1,000

10

500 1,000 5,000
124,750 499,500] 12,497,500
20,996 83,700] 2,103,731
10,156 40,382 1,020,451
8.4 Kk
K=nx0.084
4.1 k
k =nx0.041
4
K n
O(nlogn + kn)
k n

(1]

(2]

(3]

411100

David Baraff, Rigid Body Simulation, In
SIGGRAPH 97 COURSE NOTES 19,
Phisically Based Modeling:Prinsiples and
Practice, 1997

Vol.67 pp.1782-1786, 2001
Mark DeLoura ,
, Game Programming Gems,
, 2001





