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A Data Structure for Editing Very Large Polygon Data Set
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void addTriangle( Vertex pt[3]) {
triangle tri = CCW( pt{0], pt[1], pt[2]);
for (i=0;1<3;i+)
loop{i] = Mesh.loop (pt[i]);

for (1=0;1<3;i++) {
find = FALSE;
for (j = 0; j <loop[i].size(); j++) {
triangle t = loop[i].getTriangle(j);
if ( t.includeEdge( pt{j], pt[(G +1)% 3]) ) {
triadjfi] =t;
find = TRUE;

}
if ( 'find ) tri.adj[i] = null;
!
4
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LOOP loop( VertexID id) {
triangle tri = Mesh.containVertex(id);
int index = t.getIndex(id);

//search in clockwise direction
t = tri;
while ( t.containsVertex(id) {
loop.add(t);
t = t.adj[(index+2) % 3];
index = t.getIndex(id);
}

//search in counter-clockwise direction
t = tri;
while ( t.containsVertex(id) {
loop.add(t);
t = t.adj[(index+1) % 3];
index = t.getIndex(id);
'

return loop;

}

void deleteTriangle( TrianglelD id) {
triangle tri = Mesh.getTriangle(id);

for (i=0;1<3;i++) {
if ( tri.adj[i] == null ) continue;
triangle t = Mesh.getTriangle(tri.adj[i]);
for (j=0;j<3;j+)
if (t.adj(j] ==t ) tadjj] = null;
}

Mesh.deleteTriangle(id);
}
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