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Effective Internal Pattern Expression Using 3D Vector Data

Sung-Jun Park, Jin—-Soo Cho, Taeg-Keun Whangbo
School of Software
Kyungwon University

Abstract

Silhouette extraction is widely used in many

computer graphics applications. In this paper, we
proposed a method for extracting 3D silhouette and
internal pattern from 3D vector data. To do this, we

the
After

getting the silhouette, we extract internal pattern

first make an edge-list, secondly define

silhouette, and finally remove hidden lines.
using adjacent edge’s dihedral. The proposed method
not only effectively improves the performance of
extracting 3D silhouette and internal pattern from

3D vector data but also reduces the computational

complexity.
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