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Effective Silhouette Edge Rendering using Parameterized
Brush Functions
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struct CVertex {
float x, v, z;
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struct CHalfEdge {
int origin;
int twin;

I8
struct CHalfEdgeTable {
int numVertices;
int numTriangles;
CVertex *vertices;
CHalfEdge *halfEdges;
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Algorithm 1 RenderWithBrush
for each halfEdge ¢ do
This = CalculateDotProduct(i —origin);
Twin = CalculateDotProduct(i —twin);
if (Twin <=0 and This >=0) or (Twin >=0 and This <=0)
then
ParameterizeEdge(z);
CalculateBrushFunction(i);
DrawBrushEdge(?);
end if
end for
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