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요약

The Research of Line-Drawing Algorithm from 3D Polygonal Meshes

ABSTRACT

Outside of computer graphics field the line drawing is widely used in pattern recognition (medical diagnosis, text

processing, drug discovery, and speech recognition), machine learning, data compression and so on. Generally line drawing

is a process of transformation of an input data into a reduced representation, but keeping as much relevant information as

possible. line drawing in computer graphics has wide application in non-photorealistic rendering to create artistic approach,

but also can be used for model reconstruction. We will provide slight description of such linear feature, like contours, ridge

and valley lines, suggestive contours, apparent ridges and highlight contours.
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