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Parallel Intersection Detection Algorithm using CUDA
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Abstract ~ In this paper, we present how we implement the low—level, triangle

intersection routine in a massively parallel fashion using nVIDIA’ s new GPGPU
language, CUDA, Triangle intersection often becomes a computational bottleneck
in the collision detection problem, Due to the relatively low bandwidth between
CPU and GPU, it has been challenging to implement efficient, object—space
collision detection between triangle sets, However, thanks to the improved data
transmission rates in CUDA architecture, in this paper, we improved the
performance of triangle intersection substantially better than the optimized CPU

counterpart,
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