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Collision detection algorithms of Missile Flight Scene :Simu~|ation
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Abstract: According to the timeliness and accu?acy of collision detection in missile flight visual simulation, this article
puts forward an optimization algorithm for collision detection based on mixed bounding box. This algorithm established
bounding box tree beg{hning with the hierarchical structure. In this bounding box tree, Sphere is used in upper level, and
OBB is chosen in the lower level. At the same time, the intermediate buffer layer is removed. Then after the realization
of this algorithm in missile flight visual simulation system, its performance is analyzed and especially compared with
intersect vector collision detection algorithm and OBB bounding box collision detection algorithm. The analysis and
comparison show that, this mixed bounding box algorithm can effectively improve the accuracy and timeliness of
collision detection in missile flight visual simulation.
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Elseif(A€ FJZH BE N2 )
Collide Sphere_Obb(A,B);
Else Collide_Sphere Obb(B,A);
If(A 5 B #7%Z)
{
If(A JEMFAT 1)
{
If(B J&MH715 1)
Retrun Collide_tri_tri(A,B);
Else B= I T i1 (B))
H A g
Else'A= HUH715 1 (A);
}A
Collide_recursive(A,B);

Else Return False;

}
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