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A Method for the Buffer Allocation Problem with Collision Probability

Using Computer Simulation

Eishi CHIBA, Tetsuo ASANO and Toshihide IBARAKI

Most manufacturing systems for liquid crystal panels or integrated circuits are usually equipped with
enough buffer numbers to avoid collision workpieces. However, they often contain redundant
buffers which are not actually used. In order to reduce the production cost, the number of buffers
should be decreased as possible. In this paper, assuming a constant inter-arrival time of workpieces,
we present a computer simulation method for computing the collision probability on an in-line
system in which each machine has an arbitrary size of buffer. Then, we apply the method to obtain
a buffer allocation that achieves the smallest total number of buffers under an arbitrarily specified

collision probability. We also present some simulation results.



