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Fast collision detection between dynamic cloth and complex models
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Abstract

Flexible objects can’ t be easily sculpted and simulated, not only because the physical and mechanical properties of
flexible objects are very complex, but also the variety of materials, the complexity of structures and the scrambling of
shapes make troubles. This paper chooses cloths as the object for researching.Using the particle-spring model of cloths and
OpenGL, onekind of fast collision detection between cloth and complex models have been achived.It makes full use of the
rendering pipeline functions of graphics card and cal culates the distances between cloths and 3D-Polyhedrons. This method
has higher versatility.
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