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Performance Analysis of 3D Deformable Object Simulation for Smartphone

Jae-Hong Jeon', Min Hong ™~

ABSTRACT

Due to the development of various types of applications, the activated smartphone market has been rapidly expanded these days.
Increasingly game market uses smart devices rather than PC environment because customers use smartphones anytime and anywhere
they want. Smartphone users want games which have more sense of reality so than recent released games include physics engines in
their applications. However smartphones in market cannot sufficiently provide computing speed which is required by physics engine.
This paper implemented and provided the possibility of applications for various types of 3D deformable object simulation with physics
engine in [0S based smartphones. Also this paper analysed the possibility of inclusion of physics engine for collision detection and

handling of 3D deformable objects in smartphone.
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Table 1. Smulation environment for measurement of
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Table 2. Comparison of computational cost for smart
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