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Fig.1:Ray Tracing.
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Fig.2:Create Bounding Box.
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Fig.3:Setting Bounding Sphere.
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Fig.4:Moved Bounding Sphere.
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Table.1:Processing time.

DO00(D) || 140 | 550 | 1832 | 5492

|

gooo 9.77 | 199.3 | 2252.2 | 20237.2

goooo 0.27 | 1.20 3.60 11.10

XYZ0O 0.33 | 1.33 3.77 11.30
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Fig.5:Compare Collision Judgment.
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Table.2:Setting time.

DooOo(@) | 140 | 550 | 1832 | 5492
00000 | 1415 | 2314.1 | 27411.6 | 263469.9
XYZ0O 178.7 | 3058.0 | 34541.0 | 350150.4
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Fig.6:Compare Setting time.
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Fig.7:Alrady-known Ploblem(1).
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Fig.8:Alrady-known Ploblem(2).
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