Introduction
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Mirror Object - Projected Image - Surface Image

Points

Input width, height, samplecount, camera, objects

Initialisation Scene
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Intersection Testing
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Delaunay Triangulation

Output trimmed point set, triangle set
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Mapping

Input width, height, triangles, files, textures

File Creation Boundaries

N N

Trace Triangle Vertices
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Barycentric Coordinates
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Rasterisation Texture

Output projection map, surface image

CAVAY  VAVAN

A ]
V.‘mmN
AVAV&

Adaptive Strategies
Nested Level of Detail
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Scene Overview

Delaunay Triangulation
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Source Image

Various Triangle Counts Post-Triangulation

Texture Mapping




