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vcg::LocalOptimization<MyMesh> DeciSession(mesh);

DeciSession.Init<MyTriEdgeCollapse >();

DeciSession.SetTargetSimplices(FinalSize);
DeciSession.SetTimeBudget(0.5f);

while (DeciSession.DoOptimization() && mesh.fn>FinalSize)
printf("Current Mesh size %7i heap sz %9i err % 9g \r",

mesh.fn,DeciSession.h.size(),DeciSession.currMetric );

printf("mesh %d %d Error %g \n",
mesh.vn,mesh.fn,DeciSession.curr Metric);
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contract
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template < class MeshType> class LocalModification

{

public
typedef typename LocalOptimization<MeshType>::HeapType HeapType;
typedef typename MeshType::ScalarType ScalarType;

inline  LocalModification(){};
virtual  ~LocalModification(){};

virtual ModifierType IsOfType() =0 ; Il return the type of operation

/I return true if the data have not changed since it was created

virtual bool IsUpToDate() =0 ;

/I return true if no constraint disallow this oper ation to be performed (ex:

change of topology in edge collapses)
virtual bool IsFeasible() = 0;
/Il Compute the priority to be used in the heap
virtual  ScalarType ComputePriority()=0;

/Il Return the priority to be used in the heap (imp lement static priority)
virtual  ScalarType Priority() const =0;
/Il Perform the operation and return the variation in the number of

simplicies (>0 is refinement, <0 is simplification)

virtual void Execute(MeshType &m)=0;
/Il perform initialization
static  void Init(MeshType &m, HeapType&);

virtual const char *Info(MeshType &) { return  0;}
/Il Update the heap as a consequence of this operat ion
virtual void UpdateHeap(HeapType&)=0; G
13 /lend class local modification




template <class TRI_MESH_TYPE>
class EdgeCollapse

typedef typename vcg::face::VFiterator<FaceType> V FI;

typedef typename std::vector<vcg::face::VFiterator< FaceType> >
VFIVec;

static VFIVec & AVO(){static VFIVec av0; return av0 3

static VFIVec & AV1(){static VFIVec avl; return avl i}

static VFIVec & AVO1(){static VFIVec av01; return a vOol;}

bool LinkConditions(EdgeType pos);

void FindSets(EdgeType &p)bool LinkConditions(EdgeT ype pos);

int DoCollapse(EdgeType & c, const Point3<ScalarType> &p);

}

! 1& DB C

and ’'are homeomorphic iff
Lk (a) Lk (b) = Lk (ab)

[Dey 99]
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contract
—_—

Before Aller

for (i=AV01().begin();i'=AV01().end();++i)
{

FaceType & f=*((*i).f);
assert(f.V((*).z) == c.V(0));
veg::face::VFDetach(f,((*i).z+1)%3);
veg::face::VFDetach(f,((*).z+2)%3);
f.SetD();

n_face_del++;

IIset Vertex Face topology
for (i=AV0().begin();i'=AVO0().end();++i)

(*i)F>V((*).2) = c.V();
/' In tutte le facce incidenti in vO, si sostituisc
(#i).£->VFp((*H).2) = (4i).F->V((*).2)->VFp();

/I e appendo la lista di facce incidenti in v1
(#1)F->VFi((*).2) = (5).F->V((*4).2)->VFi();
(*i)F->V((*).2)->VFp() = (*).f
(#1)F->V((*i).2)->VFi() = ().2;

}

¢.V(0)->SetD();
¢V(1)->P()=p;
return  n_face_del;
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