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Fig. 1. Examples of particle-based system,
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Il The Proposed Scheme

1, Collision Detection Between Particle and Static
Cone Area
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Fig. 2. Various types of collision detection,

1) BAZ dodol =4l 9x|7f 2URte Eo US A

o] e B T WA BEse] 47 A 5 ik
1 X

(2, =)+ (y,— ) <75 )

P (2,,Y,)9h (oY) = 22t i} Rafe] 24 2ol
v 7,3 o] Witk ol WSS Sikiel ARz ojekiel
2 A ST v W], duos RapE ogeje] Flo]
SiRje) w7 el Al 2l WSl wiel] S MAYE
gpo gkt

= wlaie} Al WA 271 P G TASRs T el
US ghgte] AR

2) eixtel SR BAE Foiel Rol U2 BT
(Fig. 2b &=)

3) eintel IRVt HHE A2 PHsE T Ue Al
olo| 241, YRSl AR ZLE LHE Sl
2|7t “eiRtel B+ B Pojel wiAE Ect Aot

ZE& (Fig. 2¢c &=x)

QP K e el QI of e Ak gl e
7] vy 7 v, Aol ek B 4 gl 2 Gl ol
242 oflel 2ol AR (74 2 ).

P—C=oaw,+ v, (2)

a7 Piz el 8 (2,,,) ol e Rfeze) Sgiel
(%9, ol rsh B omr} 2 7kExjolan wele] Upe AR
] AR Glolck 52 2 iele] vig 283k S2joln, 2
oF T ulE] v, vy AolE ¢ 1 —t HlgE TR 2ok
B ool 71ERIe] 1— 1 ol ti= [olek T iE] 3lol
AP} xR e} B 0XEh 2 23, Eeof P 10]
), 18 2 A B oo oxo) gk st} st
o] Ik 83t Z$- Fig. 2ol RRo] F WElE F3sl=
TE 3kl disi FEEIdckar 25 wekeck e} sk
FAfEe] ol ek g FRoANL Ak oR sk ot
] TFPEH (Fig. 2c 2. & Aot o] FAIZ wJ57] $is)

Fig 2b2318 F71ekch Fapze] Shlolk] Yaje] Saloze] gk
wlele] 5712 vlwsle] o] Zopt v, o] 7R} 2k 9ot
ZEododolgla BeEit (522 3 AR).

I P=ClI< v, || 3

=R BARE Goe TR vy T vy B2 0P
wREoll 9 Aol vy oAl A, v, 2 AR Ze deprh
vheck el gk Al 7R 2218 B WSSk A9l el
AR AR g FEITh

2. Calculation of Dynamic Cone Area

B =RoME HAE oo 542l wisks Fete] Akl
Aol whEt FARE JHS AR Yulo|EAIZIE o] WS
T3] 2l UARe] $IXel =E ol 83lGor, o] SAAERTE]
FAEe] 94X, 4%, Holg Alofgitt (Fig. 3 H=).

Radius : small Radius : large

Angle: large Angle : small
Velocity :
Velocity : fast
slow
(a) (®)

Fig. 3. Dynamic search area of cone,
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I, Results
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(a) Fast velocity (b) Slow velocity

Fig. 4. Collision detection with previous approach
(green particle : collided particle),
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Fig. 5. Collision detection with our method
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IV. Conclusions
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