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* Results show that approximated outputs are not
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9 Methodology

Figure 1 shows a surface of which we want to find the visible area, which is done following these steps:

1. Project surface triangles onto our 2-dimensional view-space, as shown in Figure 2.

2. Combine all triangles into one shape. The area of this shape equals the visible surface area, and is shown in Figure 3.
3. Triangulation of this shape results in a collection of triangles that take up the same area, as shown in Figure 4.

4. Calculate the area for each triangle and add them up.
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