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Figure 1: Average collision query time heatmap for the ob-
ject Bunny in native (left) and virtualization environment
(right) using boxtree algorithm on Intel CPU (i7 7900x). The
heatmaps are very similar.

0
20,
000

40,
000

60,
000

80,
000

1 · 1
05

1.2
· 10
50

0.5

1

1.5

polygon count

tim
e
/m

ili
se
c

doptree boxtree
pqp vcollide
native vm

Figure 2: Average collision query time for the object Castle
in native (◦) and virtualization (□) environment for various
CD algorithms using AMD CPU (Ryzen 9 3900X). The delta
are very similar across different algorithms, object shapes
and complexity.

Figure 3: Average collision query time heatmap for the ob-
ject Bunny in native (left) and virtualization environment
(right) using vcollide algorithm on Intel CPU (i7 7900x). The
heatmaps are very similar.
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Figure 4: Average collision query time for the object Castle
in native (◦) and virtualization (□) environment for various
CD algorithms using Intel CPU (i7 7900x). The delta are very
similar across different algorithms, object shapes and com-
plexity.
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Figure 5: Average collision query time for the object Hand in
native (◦) and virtualization (□) environment using SIMDop
CD algorithms for intel CPU (i7 7900x). The delta are similar
across different object complexity.
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Figure 6: Average collision query time for the object Castle in
native (◦) and virtualization (□) environment using SIMDop
CD algorithms for intel CPU (i7 7900x). The delta are similar
across different object complexity.
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