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Compression will work on triangulated data. Compression follows the algorithm of Vertex Merge (also
known as Edge Collapse).

1. Load the model’s triangle face data and create Adjacency structures.

a) Load all the vertices of the model into an array: vertexArray.

b) Load all the faces of the model into an array: faceArray.

c)After loading the faces, create a data structure such that each vertex is aware of all its connected vertices.
d)Create a data structure such that each vertex is aware of all of its connected faces.

2.Detect Boundary Vertices / Edges

a)Find all edges that are members of only one triangular face.

b) These are called Boundary Edges.

c)Mark all the vertices that are members of these Boundary Edges as Boundary Vertices.(Compression
takes care to give the Boundary Vertices higher importance) The Red vertices are part of boundary edges.
Blue vertices are not boundary vertices.




Fig.2 Vertices Highlighted (Boundary Vertices in RED) Fig.3 Surface Normal of the Mesh in Green

3.Find Edge Importance for ALL edges in the model and then find Vertex Impact for each vertex.

a)Take each vertex and loop through all connected vertices.

b)Find all faces that share this edge.

c)Calculate the face that is oriented in a direction furthest away from the rest of the faces connected to the
current vertex.

d)The angle between faces is found by the vector dot product of their Surface normal vectors.

e)The min dot product value is taken as the “Impact” of this vertex on the model. The vertex impact is
therefore based on the local curvature with neighboring faces.

f)For Boundary vertices, we add a constant ‘B’ to its Impact. Thus the Impact or importance of this vertex is
increased.

g)After looping through all the connected vertices, we see that each vertex pair has an impact. Find the
vertex pair that have the least impact. The second vertex in this pair is the Merge destination vertex for the
current vertex. So if this vertex was chosen to be collapsed or merged, then it would be merged to its Merge
Destination vertex.

h)Each vertex should store the Impact value and its Merge Destination vertex.i)Got to step a. and repeat for
all vertices.

4.Sort the entire vertex list in descending order of Vertex Impact.

a)The top of the list has vertices with maximum Impact or importance. These directly correspond to vertices
with higher local curvature.

b)The Bottom of the list has vertices with minimum Impact or importance.

5.Perform Vertex Merge

a)Select the vertex at the bottom of the sorted vertex list.

b)This represents the vertex that is least important and contributes the least to the appearance of the model.
(ie. Removing it makes the least change in the visual quality of the model).

c)Let this vertex be called “vA”.

d)Find the Merge Destination Vertex of “vA” . We will call it vMD.

e)We are now going to delete vertex VA.

f)But first we need to inform all faces attached to vA that they should now connect with vertex vMD
instead of vertex VA.

g)The Surface normal vectors for all these changed faces have to be recalculated.

h)All vertices involved in the operation will now have different Impacts. So using Step 3, recalculate all the
vertex Impacts for a all these vertices.

i)Got to Step 4 and sort the entire vertex list again.

j)Then got Step 5 and perform Vertex merge on the next least important vertex.

K)With each Vertex Merge:1 Edge is deleted, 1 Vertex is deleted, 2 Faces are deleted. This is the
fundamental idea behind compression. Continue this process until we have compressed to desired polygon
count.
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Fig.4  An Example of Vertex Collapse

Fig.5 left: Center of Vertex Normal, right: Center
of Faces Normal

Fig.6 left: Vertex Normal, right: Faces Normal

Fig.7 Comparison of Before and
After Compression
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