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ComputeTopology( Point Array Pt,
Point Array Result )

Array distl, dist2;
Point Array tempPtl, tempPt2;
for( all points 1 in Pt)
for ( all the remaing points j in Pt)
dist = EuclidianDistance(Pt(i), Pt(j))
if (dist < e)
if(dist < min_distl)
min_distl = distl;
tempPtl = Ptjl;
if(dist > min_distl] &&
dist < min_dist2)
min_dist2 = dist;
tempPt2 = Pt[jl;
resultfi] = tempPtl, tempPt2;
next j

next i
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