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Tablel Comparison of the character on typical mesh simplification methods
1
. Multi
Method Character of method Error Character preserving -res Speed
Glob.
Incre. Adapted Entity /Loc./ |Bound Topol. | Edge. Vertex Out. KT/S
model loc.
other
Vertex clustering! | No | Arbitrary |[V+E+F | Local | Yes No No Yes No 180
V-Clust. a7 . ) 8.0~
QEM 141 Yes | Arbitrary | V-pair | Global | No No No Yes No 9.0
R-Merge. Super face No Arbitrary Globa | Yes Yes Yes No No %35;
R-Tile.® Re-titling (¥ No Arbitrary Y Other No Yes No Yes No N/A
Refine® | (ﬁffs?ﬂﬁa @ | Yes 22;:('2’) —— | Other | Yes | Yes | Yes | Yes | No | NA
Wavelet® an;";g;&'ﬁsg] Yes | Arbittay | —— | Other | Yes | Yes | No | Yes | Yes | 0.04
Vertex remove®” ¥ | No | Manifold® v Other No Yes No No No 22'05~
Edge collapse® ™ | ves | 2d Manifold E Other No Yes Yes Yes Yes | N/A
Entity Tri. col 2911 Yes |2d Manifold®®| F Other | No Yes Yes No No | N/A
(30)
rem. =
Simp. env.C¥4 | No Manifold v Local | Yes Yes Yes No No %0079
Mesh opt.®¥ 1% | Yes | 2d Manifold | V+E | Other No Yes = Yes No | 0.008
Prog. mesh® ¥ | Yes | 2d Manifold E Other No Yes Yes Yes Yes | 0.04
other | Normal mesh® 178 | yes SemI&Crh( g)lar v Other | No Yes Yes Yes Yes | N/A
out of core®” 4 | ves | Arbitrary V+E | Other | Yes No No Yes No 100
/ / , , , , ) ) ) , , ()
() () () () (%) (21 () () A(3)
& @ 8 (3 (%) (%) 8
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A Survey on Mesh Simplification®
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Abstract: Mesh simplification is very important for storage, transmission, process, and real-time rendering. In
this paper, the mesh simplification techniques are detailed and the typical methods are analyzed. The outlook of the
future work is also given in the end.
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