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Improved Mesh Simplification Algorithm Based on PM Algorithm

CHEN Li-chao, XIA Shao-fang, CHENG Hong-jing, LIU Jia
(Institute of Computer Science and Technology, Taiyuan University of Science and Technology, Taiyuan 030024)

Abstract Aiming at the deficiencies of the traditional mesh simplification algorithms in the process of boundary vertexes and edges, ambiguity of
progressive and keep mesh’s topological properties, the improvements are made. The improved algorithm can maintain the mesh physical
characteristic effectively, eliminate the ambiguity of progressive mesh and improve the quality of mesh simplification. The use of the smallest stack
to rank the folded error improves the time efficiency of the algorithm. Experimental results show that the improved algorithm can produce
high-quality mesh and have very high efficiency in the implementation.
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