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Algorithm 1 : Big Mesh Partition

Input : numFace, Max_Thread_X, Max_Thread_Y
Output : Count of Collision Detection

(1) maxTi = numFace / Max_Thread_X

(2) maxTj = numFace / Max_Thread_X

(3) Loop maxTi

(4) Loop maxTj

(5) idxTi = i * Max_Thread_X

(6) idxTj = j * Max_Thread_Y

(7) lengthTi = min(numFace - idxTi,
Max_Thread_X)
€) lengthTj = min(humFace - idxTj,

Max_Thread_Y)

9) Update GPU Buffer(idxTi, idxTj, lengthTi,

lengthTj)
(10) Dispacth
(11) Download Count of Collision Detection
(12) Endloop

(13) Endloop
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