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AIM4 – Release 1.0.4 – Fixed collisions – Code changes notes 

Debug.java: 

- Added a constant used for debugging collisions. If on (true), the simulator will check for collisions at each step. By default, set to false. 

 

AutoDriverOnlySimulator.java: 

- Added a check for collisions in the step() method after moving the vehicles: 

 

- The checkForCollisions() method will check if a collision occurs between any two vehicles. Does an overlap of the shape bounds of all 

vehicles.  
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- Changed the spwanVehicles() method such that not to spawn vehicles if there is not enough space for them to stop before reaching the next 

vehicle. Collisions happened before this change when at high velocities and very high traffic volume, the map will be filled with vehicles and a 

new vehicle spawned with a high velocity did not have enough time to stop and collided into the vehicle in front: 
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- Changed computeVehicleLists() method such that to also include partially entered vehicles and all the lanes a vehicle occupies.  
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IntersectionManager.java: 

- Added method intersectsPoint() used in the simulator when computing vehicle lists to see if certain point parts of a vehicle is inside the area 

of the intersection: 

 

VehicleUtil.java: 

- Added a method to check the overall between two vehicles area: 
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Constants.java: 

- Added a Map to hold edge tile time buffer sizes for a range of velocities. The key of the map is a pair where the first element is the lower 

bound velocity and second element is the upper bound velocity. These two elements define the range. The values in the map define the 

edge tile time buffer sizes.  

- Also added a get method to retrieve the edge tile time buffer size based on a given velocity. It throws an error is no such value is found.  
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- Added a Map to hold minimum following distances for a range of velocities. The key of the map is a pair where the first element is the lower 

bound velocity and second element is the upper bound velocity. These two elements define the range. The values in the map define the 

minimum following distances.  

- Also added a get method to retrieve the minimum following distance based on a given velocity. It throws an error is no value is found.  
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AutoDriverOnlySimSetup.java: 

- In the getSimulator() method call the methods from Constant.java class to retrieve the edge tile time buffer size needed and the minimum 

following distance needed. 

 


