Mesh:


Mesh is a piecewise linear surface consisting of triangular faces pasted together along their edges.


Mesh geometry is denoted as a tuple (K, V)


K is a simplicial comlex specifying the connectivity of mesh simplices (the adjacency of vertices, edges and faces)


V is a set of vertex positions defining the shape of the mesh in R3, V = {v1, v2, … , vm}


Discrete attributes are associated with faces. MatIDs = Shader functions


Scalar attributes are associated with the mesh (rgb, normals, texcoords etc) basically the parameters that need to be interpolated for the shader functions. 


Scalar functions are associated with the corners or wedges. A Corner or Wedge is defined as a (vertex,face) tuple. Scalar attributes at corner (v,f) specify the shading parameters for face f at vertex v.








Mesh is defined as a tuple M = (K, V, D, S)


V specifies geometry


D set of discrete attributes df associated with the faces f = {j, k, l} ( K.


S is a set of scalar attributes s(v,f) associated with the corner (v,f) of K.








PMesh:


M0  = Base mesh, it has m0 number of vertices.


Initial mesh = Mn 


vertices in mesh Mi are represented as Vi = {v1, v2, …, vm0+i}


Applying vsplit vspliti on vertex vsi , mesh Mi is transformed into mesh Mi+1 with a new vertex vm0+i+1 and a new edge (vsi+1, v m0+i+1)


As vertices may have different positions in different meshes, the position of vj in Mi  is denoted as vji.























