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struct CPMesh {
CMesh base_mesh;  // base mesh M°
Array<Vsplit> vsplits; //{vsplito, ... vsplit,_1}
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) int full_nfaces; // number of faces in M™
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v (t) = t/C * dist,
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v (t) = (r x dist,) /a
v, (t) = (r = dist;) /B

o714, C, L& 44, o, B dAgteln, r = rand()/MAX 4nq0l
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Algorithm 1 RenderWithBrush
for each halfEdge i do
This = CalculateDotProduct(: —vorigin);
Twin = CalculateDotProduct(: —twin);
if (Twin <=0 and This >=0) or (Twin >=0 and This <=0) then
ParameterizeEdge(i);
CalculateBrushFunction(s);
DrawBrushEdge(s);
end if
end for
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1% 5: horse model : 48,485 vertices, 96,966 faces
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