
bool OBB::overlap(const OBB& other,
const CollisionRequest& request,

FCL_REAL& sqrDistLowerBound) const

bool obbDisjointAndLowerBoundDistance
(const Matrix3f& B, const Vec3f& T, const Vec3f& a, const Vec3f& b,

 FCL_REAL& squaredLowerBoundDistance)

bool OBBRSS::overlap(const OBBRSS& other,
const CollisionRequest& request,

FCL_REAL& sqrDistLowerBound) const

bool overlap(const Matrix3f& R0, const Vec3f& T0,
 const OBB& b1, const OBB& b2,

 const CollisionRequest& request, FCL_REAL& sqrDistLowerBound)

bool overlap(const Matrix3f& R0, const Vec3f& T0,
 const OBBRSS& b1, const OBBRSS& b2,

const CollisionRequest& request, FCL_REAL& sqrDistLowerBound)

bool BVNode::overlap(const BVNode& other,
const CollisionRequest& request,

FCL_REAL& sqrDistLowerBound) const

bool BVHCollisionTraversalNode::BVTesting
(int b1, int b2, FCL_REAL& sqrDistLowerBound) const

  -request
  - result

bool CollisionTraversalNodeBase::BVTesting
(int b1, int b2, FCL_REAL& sqrDistLowerBound) const

  -request
  - result

bool MeshCollisionTraversalNodeOBBRSS::BVTesting
(int b1, int b2, FCL_REAL& sqrDistLowerBound) const

  -request
  - result

void collide(CollisionTraversalNodeBase* node,
 const CollisionRequest& request, CollisionResult& result,

BVHFrontList* front_list)

void collisionRecurse(CollisionTraversalNodeBase* node,
 int b1, int b2, BVHFrontList* front_list, FCL_REAL& sqrDistLowerBound)

void propagateBVHFrontListCollisionRecurse(CollisionTraversalNodeBase* node
, BVHFrontList* front_list, const CollisionRequest& request, CollisionResult& result)

CollisionTraversalNodeBase::leafTesting
(int b1, int b2, FCL_REAL& sqrDistLowerBound) const

  -request
  - result


