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Object — Space Collision Detection on Programmable
Graphics Hardware

YU Jia-long,JIANG Tai-ping, WANG Guang-yang
(School of Computer Science, Anhui University of Technology, Maanshan 243002, China)

Abstract: Collision detection is a key element of the simulation of the real world, but also is the core of the computer graphics research.
Presents a novel method for checking the intersection on programmable graphics hardware utilizing its SIMD, occlusion query and floating
— point texture capabilities. The algorithm simultaneously traverses a pair of bounding volume hierarchies, which is the traditional CPU -
based approaches, performing all the necessary computations during this traversals, including the final triangle intersection tests, in vertex
program and pixel program on the GPU. The test indicates that to achieve the expected result. Unlike other GPU — based methods, this

method does all computations in object space and does not make any requirements on connectivity or topology.
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