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Compression Methods for Polygonal Models
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2.1 Generalized Triangle Mesh
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Generalized Triangle Mesh:
Rép, O1, O7p, 02, O3, M4, M8p, 05, Cgp, 010, M11,
017p, M16p, M-3, O15p, O-5, 06, M14p, O13p, M-9,
012, M18p, M19p, M20p, M-5, O21p, O-7, 022p, 0-9,
023, 0-10, 0-7, M30, M29, M28, M-1, O-2, M-3,
M27, 026, M-4, 025, O-5

Fig. 1 Generalized Triangle Mesh.
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Fig. 2 Topological Surgery.
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2.4 EdgeBreaker
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Fig. 4 EdgeBreaker.
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Fig. 5 Euler Operators.
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Fig. 6 Progressive Mesh.
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Fig. 7 Progressive Forest Split.
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