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Todayôs Overview

ÂObject-Object Proximity Queries

(a.k.añCollision Checkingò)

ïBinary Overlap Tests

(pure collision checking)

ïMinimum Distance Computations

ÂBounding Volume Hierarchies (BVHs)

ïSpheres, AABBs, OBBs, Swept Spheres

ïConvex Hulls
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Geometric Proximity Queries

Frequently Encountered

Given two geometric objects, determine: 

ïIf they intersect with each other?

ïIf they intersect, at what point(s) do they intersect? 

ïIf they do not interpenetrate each other, how far are 

they apart?  (minimum distance query)

ïIf they define volumes, do they overlap?

ïIf they interpenetrate, what is the penetration 

distance?


