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void
DeformBVHNode::collide(DeformBVHNode *other,
std::vector<triangle pair> &tri_list)
{
IR BRI =ATERT
if (isLeaf() && other->isLeaf()) {
tri_list.push_back(triangle pair(getTrilD(), other->getTrilD()));
return;

}

NN EEEREES

if (!_box.overlaps(other->_box)) {return;}

/13 VA8 7B

if (isLeaf()) { collide(other->getLeftChild(), tri_list);
collide(other->getRightChild(),tri_list);}

else { getLeftChild()->collide(other, tri_list);
getRightChild()->collide(other, tri_list);}
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Figure 4: Speedup of PHC based parallel CCD: For the benchmarks, the
speedups are varying from 3.7X to 5.1X when all the 16 cores are used.

15




» GPU LHIR] " R FH % Collision-Streams
— T GPUM NCCDH 1%
— BN EM A SRR KB AE G R
— ] L5 HAh 5 g BVE S AlAE H
— R 1 REIR A 2R ER B R gD AT

16




UE IR Hf 28 PR IF

Deferred front Exact front
BVH o = " tracking acking
B C
K q ¥ Q h.e
D E F\ VG\ ,
H/ *I ;\K\‘k \1 a,f
TEET
y A H,H
a b e f g h /HI __» Hgc €
- , 26 e
pp — LI
/ D,J d/Hf/ i
D.E —*™ >
\ ~ / ,f
B,B _, D.K v

FEIR B LR EREE S5 K5
AT £RER B 14 bE

17




PEREXT LU

3.50 -
3.00
2.50
B GTX 480
2.00
B GTX 285
1.50 = HD 5870
M Intel 16 cores
1.00
0.50 -
0.00 ‘

Cloth-ball Balls BART Flamenco Princess

18




Chart1

		Cloth-ball		Cloth-ball		Cloth-ball		Cloth-ball

		Balls		Balls		Balls		Balls

		BART		BART		BART		BART

		Flamenco		Flamenco		Flamenco		Flamenco

		Princess		Princess		Princess		Princess



GTX 480

GTX 285

HD 5870

Intel 16 cores

1

2.2903225806

2.1774193548

1.747311828

1

1.97

1.0797468354

1.0582278481

1

2.6176470588

3.1764705882

2

1

2.1

1.0275229358

0.8256880734

1

2.614

2.3443223443

2.1611721612



Sheet1

				GTX 480		GTX 285		HD 5870		Intel 16 cores

		Cloth-ball		1.00		2.29		2.18		1.75

		Balls		1.00		1.97		1.08		1.06

		BART		1.00		2.62		3.18		2.00

		Flamenco		1.00		2.10		1.03		0.83

		Princess		1.00		2.61		2.34		2.16





Sheet2

		





Sheet2

		Cloth-ball		Cloth-ball		Cloth-ball		Cloth-ball

		Balls		Balls		Balls		Balls

		BART		BART		BART		BART

		Flamenco		Flamenco		Flamenco		Flamenco

		Princess		Princess		Princess		Princess



GTX 480

GTX 285

HD 5870

Intel 16 cores

1

2.2903225806

2.1774193548

1.747311828

1

1.97

1.0797468354

1.0582278481

1

2.6176470588

3.1764705882

2

1

2.1

1.0275229358

0.8256880734

1

2.614

2.3443223443

2.1611721612



Sheet3

		






7 BRATT 0 Bl A B




« MR

P47 T Bl A A B




YA E

A

o TR E

1 b

21




S
o

« MCCD

— CH++HJh
— T OpenMPH) £ #% CPUINIE

22



http://gamma.cs.unc.edu/MCCD/
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— C++ API (DLLE=L2)
— NVIDIA GeForce GTX 1800 GPUsL |
— NVIDIA CUDA SDK 9.0V4_E



https://min-tang.github.io/home/gpuCloth/
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