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Implement algorithm in the following paper

You Can Find Geodesic Paths in Triangle Meshes by Just Flipping Edges

NICHOLAS SHARP and KEENAN CRANE, Carnegie Mellon University
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Fig. 1. We introduce an edge-flip based algorithm for computing geodesic
paths, loops, and networks on triangle meshes. The algorithm also yields a
triangulation containing these curves as edges, which can be used directly
for subsequent geometry processing (e.g., for cutting, or for solving PDEs)




Problem

> Input: a path (or loop/network) input curve geodesic curve

on the surface of a mesh

> Output: an exact geodesic path

(or loop/network)




Intrinsic flip

> Flip edges on a mesh

(unfolding)




FlipOut subroutine
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FlipOut subroutine
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func FlipOut()
Input: path through vertices a,b,c
- while any Bi < «

- flip first such edge bi

Output: shorter path along boundary
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Implementation details

Navigating Intrinsic Triangulations.
Sharp, Soliman, & Crane. SIGGRAPH 2018




Input curve geodesic curve

Assignment requirements

> Input : any two point on the mesh

> Alg:
> Find the shortest edges’ path by Dijkstra’s algorithm
> Change the path to geodesic path by flipping edges.

> Email: ID_name_homework#5.zip

> Deadline: 2024.05.01, 23:59



