000000000000 023800000 (2007.10.18)
gooo 2385

Joooboooboooboobod

Decision of 3D Interaction Method
Using Approximation to Sphere

ocppoo*xuooobooxwooboxubooor:

o Takashi Oki*, Sigenori Okubo*, Kazumi Oikawa*,
Tatuya Takahasi*

*WoOo

*Yamagata University

goooo :

3DCG (3DCG)0 U 00000 (Morton Order)0 0 OO (Octree)d

0000 (Approximation to Sphere)0 U O O O (Decision of Interaction)

00O : 09928510 00U0O0OO0O0O0O0O43-160000 000 000000000 OOOOOO
000000 Tel.: (0238)26-3245, E-mail: sokubo@yz.yamagata-u.ac.jp

1. 00O

Oo0O0s3sb0Ooo0ooooooooboOoooooDo
oooooooobOoboobooo3spoooononog

gboboboboboobobobobobo

gooooOobboooooooooooobobood
ooooooooooooooooooooogd
oooooobooooobbobooobobbboonog
gooooboobooooOobboboobobobboonod
ooobOOo0ooooooOobbOooooooobooog
oooooOoOO00oo0oooooooobobboonoog
ooooObObOo0ooooooooooobobboonod
dodooooooooooooooooooo
ooooooobbOb0Ooooooobobboonog
oooooooooboobbboboobooooo
goooOoooObOoOoooooooobbooood
oooooooooooooboooo

2. O0O0OO

21 000000

oooboooboooboboboo

spoOoDoO0O0OO0OO0OO0oOoOoOooooooooo
ooobOOo0ooooobobooooooobooogd
gooooob0o0o0oooooooooooog
ooooOoOo0ooooooooooooboboonod
oooooooObOOo0oooooooobboonod
ooooo

22 0000

uobooooooooboooooooooon
oooooooo3goooooooobooan

e Ray Tracing(OD OO DO)
e Bounding Box(C OO OODODO)

e Bounding Sphere(0 O)



O0000O0O0OD0OD0ODODODOODOODOOOOOO
Bounding Sphere0 000000000
goboobouoboouoobooobooboao
gdboooboobooboooboooooon
0000000000000 0ooooooon
ooooo
goooooooobooooboooooooa
0000000000ooooooooooon
ooooooooooooon

3. Ooobd

3.1 000

oooooOO0o0o0oooooobObObOooooon
O000OO0[13|0Figl000O0ODOOODODOODOO
0o0(@Oo:00)ooooooooooooooo
ooobOoO0ooooooOobbOooooooobooog
ooono

Fig. 10 Approximation to Box
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Fig. 20 Separating hyperplane theorem
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Fig. 30 Morton Order
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Fig. 40 Linear Octree
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i Greate the Impact System Ver.010 [60.00]

Fig. 50 Approximation to Sphere
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Level = 4

Level = 5

Fig. 60 optimization
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Fig.7:optimization



