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Description

1. Field:

[0001] This application relates generally to computer
graphics, and more specifically to computer systems and
processes for rendering fractures in objects.

2. Related Art:

[0002] To show fracture effects in animated films, for
example, to show a teacup breaking into multiple frag-
ments, animators generally define the fragments prior to
showing the breaking of the object. This may be done by
taking a representation of the original object and dividing
the representation into the multiple fragments. The frag-
ments may then be assembled to reconstruct the object,
creating the appearance that the reconstructed object is
in an unfractured state. This reconstructed object may
then be used to represent the object in its unfractured
state throughout the animated film. Since the reconstruct-
ed object comprises multiple fragments, the multiple frag-
ments may simply be separated from each other to ani-
mate fracturing of the object.
[0003] While methods have been developed to gener-
ate fracture effects as described above, conventional
methods often produce gaps between edges of adjacent
fragments, leaving visible fracture lines in the recon-
structed object. To overcome this problem, animators
generally hide the fracture lines using motion blurring or
show the object at a particular angle such that the fracture
lines are not visible. Alternatively, animators may man-
ually fill the fracture lines after the image is rendered.
While these techniques prevent the viewer from seeing
the fracture lines, these methods are time consuming
and may prevent animators from using all possible view-
ing angles in a scene.
[0004] Additionally, conventional animation methods
produce reconstructed objects having non-uniform sur-
face characteristics between edges of adjacent frag-
ments, creating visible discontinuities between the frag-
ments. To overcome this problem, animators may man-
ually alter the surface characteristics to smooth transi-
tions between surfaces of each fragment. While this may
reduce the surface discontinuities, it is an inefficient and
time-consuming process.
[0005] Thus, a process for seamlessly rendering frac-
tures in objects is desired.
[0006] Ken Museth ET AL: "CrackTastic: Fast 3D Frag-
mentation in "The Mummy: Tomb Of The Dragon Em-
peror", ACM SIGGRAPH Sketches & Applicants, 11-15
August 2008 discloses a technique for fast and produc-
tion-friendly fragmentation of solid (i.e. closed) geometry.
The input to the technique is a "base-geometry" (e.g. tex-
tured polygonal) with associated (pack points) and the
output is an animation of the fracturing. The first step in
the pipeline converts the base-geometry to a level set
using a robust scan-convertor that can handle self-inter-

secting meshes. Next, the impact points are used to gen-
erate so-called "scatter-points". The position (and other
attributes) of these scatter-points are computed by
means of simplified physical heuristics derived by the
base-geometry and the impact points. The technique in-
cludes an efficient level set procedure to recursively gen-
erate naturally looking fragments.
[0007] TAO JU: "Robust Repair of Polygonal Models",
ACM, 2 PENN PLAZA, SUITE 701 - NEW YORK USA,
10 August 2004 discloses a robust method for repairing
arbitrary polygon models. The method produces a closed
surface that partitions the space into disjoint internal and
external volumes. Given any model represented as a pol-
ygon soup, an insider/outside volume is constructed us-
ing an octree grid, and the surface is reconstructed by
contouring.
[0008] US 2008/0266293 A1 discloses a method for
use in computer graphics in which polygonal surfaces
are converted to level sets. The method comprises de-
termining whether each voxel in a grid is inside or outside
a surface by casting or stabbing a ray into the surface
and looking at the surface normal of each surface that
the ray intersects. A count indicating how much a voxel
is inside or outside is accumulated based on the direction
of the surface normal of each intersected surface.

SUMMARY

[0009] The scope of the invention is defined in the ap-
pended claims. In one exemplary embodiment, an ex-
emplary process for rendering a reconstructed object
comprising a plurality of fragments, wherein the recon-
structed object is for animating an object to be fractured
into the plurality of fragments is provided. In one example
process, a surface representation of an object may be
converted into a volumetric representation of the object.
Vector data associated with the surface representation
of the object may be generated. The volumetric repre-
sentation of the object may be divided into volumetric
representations of a plurality of fragments. Surface rep-
resentations of the plurality of fragments may be gener-
ated based at least in part on the volumetric representa-
tions of the plurality of fragments and the vector data.
The plurality of surface representations for each of the
plurality of fragments arranged to form the reconstructed
object may be displayed.
[0010] In another exemplary embodiment, data asso-
ciated with a second fragment of the plurality of fragments
may be used to generate a first surface representation
of a first fragment of the plurality of fragments. The data
associated with a second fragment may not be displayed
with the surface representation of the plurality of frag-
ments.
[0011] In another exemplary embodiment, an exem-
plary process for rendering a first fragment of a recon-
structed object, the reconstructed object comprising a
plurality of fragments, wherein the reconstructed object
is for animating an object to be fractured into the plurality
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of fragments is provided. In one example process, at least
one characteristic of a surface representation of the first
fragment may be evaluated using data associated with
a second fragment of the plurality of fragments. The sur-
face representation of the first fragment may be displayed
using the evaluated at least one characteristic.
[0012] In other exemplary embodiments, systems and
computer-readable storage mediums are provided for
carrying out processes for rendering fractured objects.

BRIEF DESCRIPTION OF THE FIGURES

[0013]

Figure 1 illustrates an exemplary production pipeline
process for rendering an object to be fractured.

Figures 2A-D illustrate visual representations of an
object at various stages of the exemplary production
pipeline of Figure 1.

Figure 3 illustrates a surface representation of an
object overlaid on a grid of voxels.

Figure 4 illustrates voxelization using the ray-stab-
bing process.

Figures 5A-C illustrate exemplary processes for de-
termining a vertex using position and normal vector
data.

Figure 6 illustrates the dual conversion of a grid of
voxels.

Figure 7 illustrates an exemplary process for render-
ing a portion of an object to be fractured using ghost
cells.

Figure 8 illustrates a representation of an object frac-
tured into two fragments and associated surface
characteristic data for each fragment.

Figure 9 illustrates the first fragment of Figure 8 com-
bined with ghost cells representing a portion of the
second fragment of Figure 8.

Figure 10 illustrates the second fragment of Figure
8 combined with ghost cells representing a portion
of the first fragment of Figure 8.

Figures 11A-C illustrate exemplary images rendered
with and without the use of ghost cells.

Figure 12 illustrates an exemplary computing sys-
tem.

DETAILED DESCRIPTION

[0014] The following description is presented to enable
a person of ordinary skill in the art to make and use the
various embodiments. Descriptions of specific devices,
techniques, and applications are provided only as exam-
ples. Various modifications to the examples described
herein will be readily apparent to those of ordinary skill
in the art, and the general principles defined herein may
be applied to other examples and applications without
departing from the spirit and scope of the various em-
bodiments. Thus, the various embodiments are not in-
tended to be limited to the examples described herein
and shown, but are to be accorded the scope consistent
with the claims.
[0015] Various embodiments are described below re-
lating to rendering an object to be fractured. In one ex-
ample, an exemplary process for rendering an object to
be fractured is provided. In one example process, a sur-
face representation of an object may be converted into
a volumetric representation of the object. The volumetric
representation of the object may be divided into volumet-
ric representations of two or more fragments. Surface
representations of the two or more fragments may be
generated based at least in part on the volumetric rep-
resentations of the two or more fragments. Additional in-
formation associated with attributes of adjacent frag-
ments may be used to generate the surface representa-
tions of the two or more fragments. The surface repre-
sentations of the two or more fragments may be dis-
played.
[0016] Figure 1 illustrates exemplary production pipe-
line process 100 for rendering an object to be fractured
into multiple fragments according to one embodiment.
Exemplary process 100 will be described with reference
to an example shown in Figure 2. At block 110, a surface
representation 201 of an object 200 may be converted
into a volumetric representation 203 of the object 200.
The surface representation may include data represent-
ing a polygonal representation of the surface of the ob-
ject. The surface representation may further include sur-
face characteristic data associated with each polygon (or
tile) of the polygonal representation, such as texture co-
ordinates, part information (e.g., data identifying the ob-
ject that the surface tile represents), metadata, color, and
the like. As will be appreciated by one of ordinary skill,
other types of surface representations characterizing the
surface of the object may be used, for example, para-
metric or implicit surface models. In one example, if the
surface representation includes parametric or implicit
surface models, the surface models may be converted
into a polygonal representation using methods known to
those of ordinary skill in the art.
[0017] In one example, the volumetric representation
203 of the object 200 may be generated from the surface
representation 201 using a filling algorithm, such as "vox-
elization." Voxelization includes placing a three-dimen-
sional (3-D) surface model of an object within a 3-D grid
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of cells, where each cell of the grid represents a voxel.
The resulting grid contains 1) voxels that are completely
inside the object, 2) voxels that are completely outside
of the object, and 3) voxels that intersect the surface of
the object. To illustrate the voxelization concept, Figure
3 shows object 301 placed within grid 303 containing
multiple cells 305. It should be appreciated that while
object 301 is shown as a two-dimensional (2-D) object
in Figure 3, object 301 may be a 3-D object extending
both into and out of the page.
[0018] In one example, a process of voxelization using
"ray-stabbing" may be used, for example, as described
in "Simplification and Repair of Polygonal Models Using
Volumetric Techniques," by F.S. Nooruddin and Greg
Turk, which is hereby incorporated by reference in its
entirety for all purposes as if put forth in full below. The
ray-stabbing process classifies each voxel into one of
the three categories listed above by projecting rays into
the object in each of the primary directions in 3-D, for
example, along the x-axis, y-axis, and z-axis. The first
and last locations where the ray intersects the surface of
the object may be stored. Voxels located at the first and
last locations are classified as intersecting the surface,
voxels positioned between the first and last locations are
classified as being completely interior to the object, and
the remaining voxels are classified as being exterior to
the object. To illustrate, Figure 4 shows the ray-stabbing
process applied to object 301 from two primary directions
(left to right and top to bottom) indicated by arrows 401.
Points 403 represent the first and last locations where
the rays intersect the surface of object 301. The un-
marked squares represent voxels that intersect the sur-
face of the object, dotted squares represent voxels that
are completely outside of the object, and the dashed
squares represent voxels that are completely inside the
object.
[0019] In some situations, a ray may incorrectly char-
acterize a voxel as being inside the object. This may oc-
cur, for example, with concave objects. To correct this
error, ray-stabbing from additional directions may be
used. Thus, if any voxel is classified to be exterior to the
object in any of the ray-stabbing directions, the voxel is
given an exterior final classification. In one example, 13
or more ray-stabbing directions may be used. However,
it should be appreciated that any number of ray-stabbing
directions may be used.
[0020] In one example, to generate a high-fidelity out-
put, vector data and surface characteristic data may be
stored during the voxelization process. Vector data may
include the normal vector and position where the ray in-
tersects the surface of the object during the ray-stabbing
process. For example, Figure 4 illustrates object 301 and
normal vectors 405 for each intersection point 403 gen-
erated from vertical and horizontal ray-stabbing. The lo-
cation of the intersection points 403, normal vectors 405,
and surface characteristic data at intersection points 403,
such as texture coordinates, part information, metadata,
color, and the like, may be stored. It should be appreci-

ated that additional vectors and intersection points may
be formed when using additional ray-stabbing directions.
[0021] Referring back to Figure 1, at block 120, the
volumetric representation 203 of the object 200 may be
divided into volumetric representations 205 and 207 of
two or more fragments. In one example, this may be per-
formed by receiving input from a user defining each frag-
ment of the fractured object. Boolean operations may
then be performed to segment each fragment. For ex-
ample, overlapping voxels that are marked as "inside"
may be considered to be inside voxels for a new frag-
ment. The voxels from the original object that are marked
as surface-intersecting voxels in the desired fragment
are considered to be intersecting voxels for the new frag-
ment, and all other voxels are marked as outside. The
result is a fragment defined by the boundaries provided
by the user that is a subset of the original object.
[0022] In one example, the boundaries of the desired
fragments may be entered using a painting interface that
allows the animator to paint the surface of the object using
different colors to define each fragment. Each color used
corresponds to a different fragment. In one example, the
software package Autodesk® Maya® may be used to
provide this paint interface. In another example, the frag-
ments may be defined using Voronoi particles, where
each particle represents a different cell or fragment. How-
ever, one of ordinary skill will appreciate that other proc-
esses and applications may be used to define the bound-
aries of each fragment, and that any such process or
application may be used.
[0023] Since the object fragments are represented us-
ing volumetric data (e.g., volumetric representations 205
and 207 comprising voxels), the fragment representa-
tions may be more easily modified after being generated.
For example, if an animator wants to modify volumetric
representations 205 and 207, the animator may simply
reassign specific voxels to the desired volumetric repre-
sentation. Similarly, the volumetric representations may
be combined by connecting the volumetric representa-
tions with voxels that lie between the volumetric repre-
sentations.
[0024] At block 130, surface representations 209 and
211 of the two or more fragments may be generated from
the volumetric representations 205 and 207 of the two or
more fragments. This may be done because most pro-
duction pipelines are designed to work with surface rep-
resentations or meshes rather than volumetric represen-
tations. In one example, the process used to convert the
volumetric representations of fragments into surface rep-
resentations may use the vector data stored at block 110
and a modified version of the "Dual Contouring" process
described in "Dual Contouring of Hermite Data," by Tao
Ju, Frank Losasso, Scott Schaefer, and Joe Warren,
which is hereby incorporated by reference in its entirety
for all purposes as if put forth in full below. Using the
vector data may eliminate, or at least reduce, the gaps
between the surface representations 209 and 211 of sur-
face reconstruction 213 that may be seen using conven-
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tional surface generation techniques.
[0025] An exemplary dual contouring process may op-
erate on the dual of the 3-D voxel grid. The dual of the
3-D grid maps voxels of the voxel grid to vertices of the
dual mesh, and voxel-edges of the voxel grid to faces of
the dual mesh. The dual mesh of the 3-D voxel grid may
be formed by placing a vertex within the voxels of the 3-
D voxel grid that contain one or more edges that intersect
the surface of the object. The position of the vertex within
each voxel may be determined using the one or more
positions where the surface of the object intersects the
one or more edges. A process for determining the posi-
tion of the vertex within the voxels is described by "Dual
Contouring of Hermite Data," by Tao Ju, Frank Losasso,
Scott Schaefer, and Joe Warren. To illustrate, Figures
5A-C show examples of determining the position of a
vertex using the least squares algorithm with intersection
points and normal vectors as input. Specifically, Figure
5A shows the basic situation where the vectors (repre-
sented by dashed lines) perpendicular to normal vectors
507 and 509 and passing through intersection points 503
and 505 intersect within the cell. In this case, the inter-
section point may be the position of vertex 501. Figure
5B shows the degenerate case where the vectors (rep-
resented by dashed lines) perpendicular to normal vec-
tors 517 and 519 and passing through intersection points
513 and 515 are parallel. In this case, a mass-point al-
gorithm may be used to determine the position of vertex
511. Figure 5C shows the case where the vectors (rep-
resented by dashed lines) perpendicular to normal vec-
tors 527 and 529 and passing through intersection points
523 and 525 intersect outside the cell. In this case, the
point within the cell closest to the intersection point may
be the position of vertex 521. After determining the po-
sition of each vertex, since each voxel edge in 3-D space
is shared by four voxels, the vertices in these four voxels
may be connected to form a quadrilateral face of the dual.
This may be done for all voxel grid edges that intersect
the surface of the object. While the examples above de-
scribe forming quadrilateral faces, it should be appreci-
ated that other polygonal faces may be generated, such
as trilateral faces.
[0026] To illustrate the dual concept, Figure 6 shows
normal vectors 605 for each intersection point 603 be-
tween the surface of an object and a voxel edge. These
normal vectors 605 and intersection points 603 may have
been stored, for example, at block 110 when generating
the volumetric representation of the object. The position
of each intersection point 603 and normal vector 605 at
each of those positions may be used to generate a vertex
607 within each voxel. The vertices 607 between voxels
sharing the same edge may be connected as shown in
the image on the right side of Figure 6. It should be ap-
preciated by one of ordinary skill that while the example
shown in Figure 6 is a 2-D object, the process may be
similarly applied to a 3-D object.
[0027] In one example, as described above, surface
characteristic data such as texture coordinates, part in-

formation, metadata, color, and the like, may be stored
along with the position and normal vector data where the
ray intersects the surface of the object during the ray-
stabbing process. Thus, the surface characteristic data
may be stored on the voxel edges. As described above,
voxel edges map to faces of the dual mesh, and as a
result, the surface data stored on voxel edges may be
located on the polygonal face of the dual mesh. For some
types of surface data, the data may be evaluated on the
face of the dual mesh. However, for other types of surface
data, such as texture coordinates, evaluation may in-
stead be performed on the vertices of the dual mesh.
This is because these types of data may need to vary
across the face of the dual mesh. For example, if a value
represents texture coordinates and if that value is eval-
uated on the face, then the value will be constant across
the face, resulting in a surface resembling a quilt with
constant color patches. However, if the value is evaluated
on the vertices of the dual mesh, the resulting surface
will contain continuous textures across the surface.
[0028] A simple linear system may be used to solve
the values at vertices given values on the faces of the
dual mesh. Evaluating values at vertices using the linear
system works well for interior portions of the mesh, but
may produce discontinuities between boundaries of ad-
jacent fragments in a reconstructed object because ad-
jacent fragments share vertices, but not faces. Thus,
evaluating attributes on vertices using data stored on fac-
es may give different results for vertices on adjacent por-
tions of the fragments, creating visible discontinuities in
the object.
[0029] In one embodiment, to eliminate, or at least re-
duce, visible discontinuities between boundaries of ad-
jacent fragments, ghost cells may be added to each of
the adjacent fragments. The ghost cells may be an ad-
ditional layer of faces that are added around the boundary
of each fragment to provide information about attributes
that lie on faces of adjacent fragments. The use of ghost
cells will be described in greater detail below with respect
to Figures 7-10.
[0030] In one example, for the surface data that do not
lie on vertices, such as segment information, no interpo-
lation or solving is required. However, there may be ar-
tifacts around boundaries of this data since faces in the
original input mesh may not exactly match faces of the
output mesh. As a result, such attribute boundaries may
need to be detected and smoothed to resolve these ar-
tifacts. The smoothing procedure is a 2-D procedure on
the mesh performed in the 3-D domain. Thus, each iter-
ation of a smoothing operation may move vertices out-
side the plane of the mesh. To avoid this, the vertices
may be projected back onto the original mesh to preserve
fidelity. Such smoothing algorithms are known to those
of ordinary skill in the art, and any such algorithm may
be used. For example, the Laplacian Smoothing algo-
rithm, Taubin Smoothing algorithm, or the Mean-Curva-
ture Smoothing algorithm may be used.
[0031] At block 140, a surface reconstruction 213 of
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the object 200 may be displayed using the surface rep-
resentations 209 and 211 of the two or more fragments.
This may be done, for example, by piecing together the
surface representations of the two or more fragments
generated at block 130 to form the reconstructed object.
While object 200 is shown at all stages of exemplary proc-
ess 100, it should be appreciated that a visual represen-
tation may not be displayed at each stage of exemplary
process 100. Instead, a data representation of object 200
may be processed as described above without displaying
a visual representation of the object.
[0032] In some examples, the resolution of images pro-
duced using exemplary production pipeline process 100
may be varied by changing the voxel size/resolution used
at block 110. For instance, large voxels may be used at
block 110 to produce low-resolution images to provide
an animator with a rough sketch of the fractured object
without having to waste the time and computing resourc-
es required to render a high-resolution image. Thus, the
animator may iteratively edit the fractured object based
on the low-resolution images in a shorter amount of time
due to the reduced rendering time required to produce
the low-resolution images. Once the animator is satisfied
with the fractures shown in the low-resolution images,
exemplary production pipeline process 100 may be per-
formed using the same input model and smaller voxels
at block 110. The resulting image will have fractures hav-
ing the same general shape as the low-resolution ver-
sion, but with greater surface details. This feature of var-
ying the rendering resolution may not be possible using
geometry-based techniques, as those techniques are
limited by the resolution of the surface models being frac-
tured. This is because geometry-based techniques gen-
erate fragments from surface representations of the ob-
ject, and must therefore process the surface character-
istics when rendering the fragments. However, unlike ge-
ometry-based techniques, exemplary production pipe-
line process 100 uses volumetric representations. Thus,
the surface characteristics may be ignored, or set to a
lower resolution, to generate low-resolution renderings
of the fractured object in a shorter amount of time.
[0033] Figure 7 illustrates an exemplary process 700
for using ghost cells to render a first fragment of an object
to be fractured into multiple fragments. As used herein,
a "ghost cell" refers to data associated with a first frag-
ment of an object to be fractured that is used to render
at least a portion of the first fragment of the object. The
ghost cell may include data associated with a second
fragment of the object to be fractured. The ghost cells
may be used to provide additional surface characteristic
data of adjacent fragments of the object to be fractured
to generate smoother transitions between the fragments,
thereby reducing or eliminating surface discontinuities
between fragments in the reconstructed object.
[0034] In one embodiment, exemplary process 700
may be used at block 130 of process 100 to evaluate
attributes on vertices of the output mesh. As discussed
above with respect to block 130 of Figure 1, when cre-

ating an output mesh by generating the dual of a 3-D
voxel grid, certain attributes must be evaluated on verti-
ces of the output mesh. While evaluating values at ver-
tices using a linear system generally works well for inte-
rior portions of the mesh, discontinuities may be pro-
duced between boundaries of adjacent fragments. This
is because adjacent fragments share vertices, but not
faces. Thus, evaluating attributes on vertices from faces
gives different results for vertices on either fragment, cre-
ating visible discontinuities.
[0035] To illustrate this problem, Figure 8 shows a rep-
resentation of the surface of an object 800 to be fractured.
The object 800 to be fractured may include a first frag-
ment 801 and a second fragment 803. The surface rep-
resentation of first fragment 801 may include a polygonal
representation comprising polygons 811, 813, 815, and
817. Additionally, the surface representation may include
surface characteristic data 805 associated with each pol-
ygon 811, 813, 815, and 817 of the polygonal represen-
tation, such as texture coordinates, part information,
metadata, color, and the like. It should be appreciated
that surface characteristics data 805 of each polygon are
shown as single values for illustrative purposes only. Sur-
face characteristic data 805 may include more complex
values representing more complex attributes, such as
texture coordinates, part information, metadata, color,
and the like. Similarly, the surface representation of sec-
ond fragment 803 may include a polygonal representa-
tion comprising polygons 821, 823, 825, 827, and 829.
Additionally, the surface representation may include sur-
face characteristic data 805 associated with each poly-
gon 821, 823, 825, 827, and 829 of the polygonal repre-
sentation, such as texture coordinates, part information,
metadata, color, and the like. In one example, first frag-
ment 801 and second fragment 803 may be used to re-
construct object 800 and may represent portions of object
800 that are adjacent to each other in the reconstructed
object.
[0036] Additionally, Figure 8 shows vertex 807 on both
first fragment 801 and second fragment 803. The value
at a particular vertex may be determined by averaging
the values associated with all adjacent polygons. For ex-
ample, to evaluate vertex 807 on first fragment 801, the
values 9, 8, and 4, corresponding to polygons 813, 815,
and 817, respectively, produce an average value of 7.
Evaluating the same vertex 807 on second fragment 803
produces an average value of 3, since the only polygon
adjacent to vertex 807 on second fragment 803 is polygon
825. Thus, when first fragment 801 and second fragment
803 are placed together to form object 800, a visible dis-
continuity may be produced due to the different values
calculated for vertex 807 (7 on first fragment 801 and 3
on second fragment 803).
[0037] To reduce the discontinuity, ghost cells may be
used, for example, as described by exemplary process
700. Exemplary process 700 will be described with ref-
erence to an example illustrated by Figures 8-10.
[0038] At block 710, ghost cells 921, 925, 927, and 929

9 10 



EP 2 402 910 B1

8

5

10

15

20

25

30

35

40

45

50

55

may be generated for rendering first fragment 801. Ghost
cells 921, 925, 927, and 929 may represent at least a
portion of second fragment 803. In one example, the por-
tion of second fragment 803 represented by ghost cells
921, 925, 927, and 929 may include the surface charac-
teristic data associated with polygons 821, 825, 827, and
829 of second fragment 803 that are adjacent to first frag-
ment 801 in fractured object 800.
[0039] In another example, ghost cells 1011, 1013,
1015, and 1017 may also be generated for rendering
second fragment 803. Ghost cells 1011, 1013, 1015, and
1017 may represent at least a portion of first fragment
801. In one example, the portion of first fragment 801
represented by ghost cells 1011, 1013, 1015, and 1017
may include the surface characteristic data associated
with polygons 811, 813, 815, and 817 of first fragment
801 that are adjacent to first fragment 801 in fractured
object 800.
[0040] At block 720, the surface representation of first
fragment 801 may be associated with ghost cells 921,
925, 927, and 929 generated at block 730. The associ-
ation of the surface representation of first fragment 801
and ghost cells 921, 925, 927, and 929 (represented by
dashed cells) is illustrated by Figure 9.
[0041] In one example, block 720 may also include as-
sociating the surface representation of second fragment
803 with ghost cells 1011, 1013, 1015, and 1017 gener-
ated at block 730. The association of the surface repre-
sentation of second fragment 803 and ghost cells 1011,
1013, 1015, and 1017 (represented by dashed cells) is
illustrated by Figure 10.
[0042] At block 730, characteristics of first fragment
801 may be evaluated using the surface representation
of first fragment 801 and the ghost cells generated at
block 730. In one example, the characteristics being eval-
uated may include surface information, such as texture
coordinates, color, and the like. The use of ghost cells
may eliminate, or at least reduce, the visible discontinuity
described above with respect to Figure 8. For example,
referring to Figure 9, evaluating vertex 807 on first frag-
ment 801 using ghost cell 925 produces an average value
of 6 ((9+3+8+4)/4=6). Similarly, referring to Figure 10,
evaluating vertex 807 on second fragment 803 using
ghost cells 1013, 1015, and 1017, produces an average
value of 6 ((9+3+8+4)/4=6). Thus, the values produced
for vertex 807 on first fragment 801 and second fragment
803 when using ghost cells are identical. As a result,
when first fragment 801 and second fragment 803 are
placed side-by-side to reconstruct object 800, the visible
discontinuity described above is eliminated, or at least
reduced. A similar process as described above may be
applied to each vertex of the fragment.
[0043] As described above, ghost cells may be used
to evaluate characteristics of a fragment of a fractured
object. However, the ghost cells may not be displayed
when displaying the fragment. Thus, at block 140 of Fig-
ure 1, the ghost cells added at block 720 of Figure 7 are
not displayed with the representation of the one or more

fragments. Additionally, while the examples described
above show an object fractured into two fragments, one
of ordinary skill in the art will appreciate that the concepts
described above can similarly be applied to an object
fractured into more than two fragments.
[0044] Figure 11 illustrates the effect of ghost cells by
showing an object rendered without ghost cells and with-
out a smoothing algorithm, with ghost cells and without
a smoothing algorithm, and with both ghost cells and a
smoothing algorithm. The image in Figure 11A was gen-
erated without the use of ghost cells or a smoothing al-
gorithm, as described herein. In this image, fracture lines
1101 can be seen, for example, across the chest and
around the shoulders. Additionally, jagged edges 1103
may be seen, for example, between the chest and arms.
The image in Figure 11B was generated using ghost
cells but without a smoothing algorithm, as described
herein. In this image, the fracture lines 1101 present in
Figure 11A are not visible, but the jagged edges 1103
between the chest and arms are still present. The image
in Figure 11C was generated using ghost cells and a
smoothing algorithm, as described herein. In this image,
the fracture lines 1101 and jagged edges 1103 that are
visible in Figure 11A are not present.
[0045] Figure 12 depicts an exemplary computing sys-
tem 1200 configured to perform any one of the above-
described processes. In this context, computing system
1200 may include, for example, a processor, memory,
storage, and input/output devices (e.g., monitor, key-
board, disk drive, Internet connection, etc.). However,
computing system 1200 may include circuitry or other
specialized hardware for carrying out some or all aspects
of the processes. In some operational settings, comput-
ing system 1200 may be configured as a system that
includes one or more units, each of which is configured
to carry out some aspects of the processes either in soft-
ware, hardware, or some combination thereof.
[0046] Figure 12 depicts an exemplary computing sys-
tem 1200 with a number of components that may be used
to perform the above-described processes. The main
system 1202 includes a motherboard 1204 having an
input/output ("I/O") section 1206, one or more central
processing units ("CPU") 1208, and a memory section
1210, which may have a flash memory card 1212 related
to it. The I/O section 1206 is connected to a display 1224,
a keyboard 1214, a disk storage unit 1216, and a media
drive unit 1218. The media drive unit 1218 can read/write
a computer-readable medium 1220, which can contain
programs 1222 or data.
[0047] At least some values based on the results of
the above-described processes can be saved for subse-
quent use. Additionally, a computer-readable medium
can be used to store (e.g., tangibly embody) one or more
computer programs for performing any one of the above-
described processes by means of a computer. The com-
puter program may be written, for example, in a general
purpose programming language (e.g., Pascal, C, C++)
or some specialized application-specific language.
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[0048] Although only certain exemplary embodiments
have been described in detail above, those skilled in the
art will readily appreciate that many modifications are
possible in the exemplary embodiments without materi-
ally departing from the novel teachings and advantages
of this invention. For example, aspects of embodiments
disclosed above can be combined in other combinations
to form additional embodiments. Accordingly, all such
modifications are intended to be included within the
scope of this invention.
[0049] The following are numbered embodiments of
the invention, but are not the claims of the present appli-
cation.

1. A computer-enabled method for rendering a re-
constructed object comprising a plurality of frag-
ments, wherein the reconstructed object is for ani-
mating an object to be fractured into the plurality of
fragments, the method comprising:

converting a surface representation of the object
into a volumetric representation of the object;
generating vector data associated with the sur-
face representation of the object, wherein the
vector data comprises normal vector data and
position data associated with the surface repre-
sentation of the object;
dividing the volumetric representation of the ob-
ject into a volumetric representation for each of
the plurality of fragments;
generating a surface representation for each of
the plurality of fragments based at least in part
on the volumetric representation for each of the
plurality of fragments and the vector data; and
causing a display of the surface representation
for each of the plurality of fragments arranged
to form the reconstructed object.

2. The computer-enabled method of embodiment 1,
wherein generating the surface representation for
each of the plurality of fragments comprises gener-
ating a first surface representation of a first fragment
of the plurality of fragments, and wherein data asso-
ciated with a second fragment of the plurality of frag-
ments is used to generate the first surface represen-
tation of the first fragment of the plurality of frag-
ments.

3. The computer-enabled method of embodiment 2,
wherein the data associated with the second frag-
ment of the plurality of fragments is not displayed
with the surface representation for each of the plu-
rality of fragments arranged to form the reconstruct-
ed object.

4. The computer-enabled method of embodiment 2
or 3, wherein the data associated with the second
fragment of the plurality of fragments comprises one

or more members selected from the group consisting
of texture coordinates, part information, and color.

5. The computer-enabled method of embodiment 2,
3 or 4, wherein the data associated with the second
fragment of the plurality of fragments comprises
color.

6. The computer-enabled method of any of embod-
iments 1-5, wherein generating the surface repre-
sentation for each of the plurality of fragments com-
prises using at least one ghost cell, and wherein the
at least one ghost cell is not displayed with the sur-
face representation for each of the plurality of frag-
ments arranged to form the reconstructed object.

7. The computer-enabled method of any of embod-
iments 1-6, wherein generating the plurality of sur-
face representations for each of the plurality of frag-
ments comprises using a dual contouring method.

8. The computer-enabled method of any of embod-
iments 1-7, wherein converting the surface repre-
sentation of the object into the volumetric represen-
tation of the object comprises using a ray-stabbing
method.

9. A computer-enabled method for rendering a first
fragment of a reconstructed object, the reconstruct-
ed object comprising a plurality of fragments, where-
in the reconstructed object is for animating an object
to be fractured into the plurality of fragments, the
method comprising:

evaluating at least one characteristic of a sur-
face representation of the first fragment using
data associated with a second fragment of the
plurality of fragments; and
causing a display of surface representation of
the first fragment using the evaluated at least
one characteristic.

10. The computer-enabled method of embodiment
9, wherein the display does not include a display of
the data associated with the second fragment.

11. The computer-enabled method of embodiment
9 or 10, wherein:

the surface representation of the first fragment
comprises a plurality of surface tiles of the first
fragment and a value associated with each sur-
face tile of the plurality of surface tiles of the first
fragment; and
the data associated with the second fragment
comprises a plurality of surface tiles of the sec-
ond fragment and a value associated with each
surface tile of the plurality of surface tiles of the
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second fragment.

12. The computer-enabled method of any of embod-
iments 9-11, wherein evaluating at least one char-
acteristic of the surface representation of the first
fragment comprises smoothing the surface repre-
sentation by averaging the values associated with
at least a portion of the plurality of surface tiles of
the first fragment with the values associated with at
least a portion of the plurality of surface tiles of the
second fragment.

13. The computer-enabled method of embodiment
12, wherein the at least a portion of the plurality of
surface tiles of the first fragment and the at least a
portion of the plurality of surface tiles of the second
fragment are adjacent surface tiles in the recon-
structed object.

14. The computer-enabled method of any of embod-
iments 9-13, wherein the at least one characteristic
comprises one or more members selected from the
group consisting of texture coordinates, part infor-
mation, and color.

15. The computer-enabled method of any of embod-
iments 9-13, wherein the at least one characteristic
comprises color.

16. A computer-readable storage medium encoded
with computer-executable instructions for rendering
a reconstructed object comprising a plurality of frag-
ments, wherein the reconstructed object is for ani-
mating an object to be fractured into the plurality of
fragments, the instructions comprising:

converting a surface representation of the object
into a volumetric representation of the object;
generating vector data associated with the sur-
face representation of the object, wherein the
vector data comprises normal vector data and
position data associated with the surface repre-
sentation of the object;
dividing the volumetric representation of the ob-
ject into a volumetric representation for each of
the plurality of fragments;
generating a surface representation for each of
the plurality of fragments based at least in part
on the volumetric representation for each of the
plurality of fragments and the vector data; and
causing a display of the surface representation
for each of the plurality of fragments arranged
to form the reconstructed object.

17. The computer-readable storage medium of em-
bodiment 16, wherein generating the surface repre-
sentation for each of the plurality of fragments com-
prises generating a first surface representation of a

first fragment of the plurality of fragments, and
wherein data associated with a second fragment of
the plurality of fragments is used to generate the first
surface representation of the first fragment of the
plurality of fragments.

18. The computer-readable storage medium of em-
bodiment 17, wherein the data associated with the
second fragment of the plurality of fragments is not
displayed with the surface representation for each
of the plurality of fragments arranged to form the re-
constructed object.

19. The computer-readable storage medium of em-
bodiment 17 or 18, wherein the data associated with
the second fragment of the plurality of fragments
comprises one or more members selected from the
group consisting of texture coordinates, part infor-
mation, and color.

20. The computer-readable storage medium of em-
bodiment 17 or 18, wherein the data associated with
the second fragment of the plurality of fragments
comprises color.

21. The computer-readable storage medium of any
of embodiments 16-20, wherein generating the sur-
face representation for each of the plurality of frag-
ments comprises using at least one ghost cell, and
wherein the at least one ghost cell is not displayed
with the surface representation for each of the plu-
rality of fragments arranged to form the reconstruct-
ed object.

22. The computer-readable storage medium of any
of embodiments 16-21, wherein generating the plu-
rality of surface representations for each of the plu-
rality of fragments comprises using a dual contouring
method.

23. The computer-readable storage medium of any
of embodiments 16-22, wherein converting the sur-
face representation of the object into the volumetric
representation of the object comprises using a ray-
stabbing method.

24. A computer-readable storage medium encoded
with computer-executable instructions for rendering
a first fragment of a reconstructed object, the recon-
structed object comprising a plurality of fragments,
wherein the reconstructed object is for animating an
object to be fractured into the plurality of fragments,
the instructions comprising:

evaluating at least one characteristic of a sur-
face representation of the first fragment using
data associated with a second fragment of the
plurality of fragments; and
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causing a display of surface representation of
the first fragment using the evaluated at least
one characteristic.

25. The computer-readable storage medium of em-
bodiment 24, wherein the display does not include
a display of the data associated with the second frag-
ment.

26. The computer-readable storage medium of em-
bodiment 24 or 25, wherein:

the surface representation of the first fragment
comprises a plurality of surface tiles of the first
fragment and a value associated with each sur-
face tile of the plurality of surface tiles of the first
fragment; and
the data associated with the second fragment
comprises a plurality of surface tiles of the sec-
ond fragment and a value associated with each
surface tile of the plurality of surface tiles of the
second fragment.

27. The computer-readable storage medium of any
of embodiments 24-26, wherein evaluating at least
one characteristic of the surface representation of
the first fragment comprises smoothing the surface
representation by averaging the values associated
with at least a portion of the plurality of surface tiles
of the first fragment with the values associated with
at least a portion of the plurality of surface tiles of
the second fragment.

28. The computer-readable storage medium of em-
bodiment 27, wherein the at least a portion of the
plurality of surface tiles of the first fragment and the
at least a portion of the plurality of surface tiles of
the second fragment are adjacent surface tiles in the
reconstructed object.

29. The computer-readable storage medium any of
embodiments 24-28, wherein the at least one char-
acteristic comprises one or more members selected
from the group consisting of texture coordinates, part
information, and color.

30. The computer-readable storage medium of any
of embodiments 24-28, wherein the at least one
characteristic comprises color.

Claims

1. A computer-enabled method for rendering a recon-
structed object comprising a plurality of fragments,
wherein the reconstructed object is for animating an
object (200, 301) to be fractured into the plurality of
fragments, the method comprising:

converting (110) a surface representation (201)
of the object (200, 301) into a volumetric repre-
sentation (203) of the object (200, 301) using a
ray-stabbing method;
generating vector data associated with the sur-
face representation (201) of the object (200,
301), wherein the vector data comprises a nor-
mal vector (405) and position (403) where a ray
intersects the surface representation (201) of
the object (200, 301) during the ray-stabbing
method;
defining the plurality of fragments into which the
object (200, 301) is to be fractured and dividing
(120) the volumetric representation (203) of the
object (200, 301) into a volumetric representa-
tion (205, 207) for each of the plurality of frag-
ments;
generating (130) a surface representation (209,
211) for each of the plurality of fragments based
at least in part on the volumetric representation
(205, 207) for each of the plurality of fragments
and the vector data; and
causing (140) a display of the surface represen-
tation (209, 211) for each of the plurality of frag-
ments arranged to form the reconstructed ob-
ject.

2. The computer-enabled method of claim 1, wherein
generating (130) the surface representation (209,
211) for each of the plurality of fragments comprises
generating a first surface representation of a first
fragment of the plurality of fragments, and wherein
data associated with a second fragment of the plu-
rality of fragments is used to generate the first sur-
face representation of the first fragment of the plu-
rality of fragments.

3. The computer-enabled method of claim 2, wherein
the data associated with the second fragment of the
plurality of fragments is not displayed with the sur-
face representation (209, 211) for each of the plu-
rality of fragments arranged to form the reconstruct-
ed object.

4. The computer-enabled method of claim 2 or 3,
wherein the data associated with the second frag-
ment of the plurality of fragments comprises one or
more members selected from the group consisting
of texture coordinates, part information, and color.

5. The computer-enabled method of claim 2, 3 or 4,
wherein the data associated with the second frag-
ment of the plurality of fragments comprises color.

6. The computer-enabled method of any one of the pre-
ceding claims, wherein generating (130) the surface
representation (209, 211) for each of the plurality of
fragments comprises using at least one ghost cell,
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and wherein the at least one ghost cell is not dis-
played with the surface representation (209, 211) for
each of the plurality of fragments arranged to form
the reconstructed object.

7. The computer-enabled method of any one of the pre-
ceding claims, wherein generating (130) the plurality
of surface representations for each of the plurality of
fragments comprises using a dual contouring meth-
od.

8. The computer-enabled method of claim 2, wherein:

the first surface representation of the first frag-
ment comprises a plurality of surface tiles of the
first fragment and a value associated with each
surface tile of the plurality of surface tiles of the
first fragment; and
the data associated with the second fragment
comprises a plurality of surface tiles of the sec-
ond fragment and a value associated with each
surface tile of the plurality of surface tiles of the
second fragment.

9. The computer-enabled method of claim 8, wherein
generating the first surface representation of the first
fragment comprises smoothing the surface repre-
sentation by averaging the values associated with
at least a portion of the plurality of surface tiles of
the first fragment with the values associated with at
least a portion of the plurality of surface tiles of the
second fragment.

10. The computer-enabled method of claim 9, wherein
the at least a portion of the plurality of surface tiles
of the first fragment and the at least a portion of the
plurality of surface tiles of the second fragment are
adjacent surface tiles in the reconstructed object.

11. A computer-readable storage medium encoded with
computer-executable instructions for rendering a re-
constructed object according to the method of any
one of claims 1 to 10.

Patentansprüche

1. Computerfähiges Verfahren zum Rendern eines re-
konstruierten Objekts, umfassend eine Vielzahl von
Fragmenten, wobei das rekonstruierte Objekt zum
Animieren eines Objekts (200, 301) dient, das in die
Vielzahl von Fragmenten zerlegt werden soll, wobei
das Verfahren Folgendes umfasst:

Umwandeln (110) einer Oberflächendarstellung
(201) des Objekts (200, 301) in eine volumetri-
sche Darstellung (203) des Objekts (200, 301)
unter Verwendung eines Strahleindringungs-

verfahrens;
Erzeugen von Vektordaten, die mit der Oberflä-
chendarstellung (201) des Objekts (200, 301)
assoziiert sind, wobei die Vektordaten einen
Normalvektor (405) und eine Position (403) um-
fassen, an der ein Strahl die Oberflächendar-
stellung (201) des Objekts (200, 301) während
des Strahleindringungsverfahrens schneidet;
Definieren der Vielzahl von Fragmenten, in die
das Objekt (200, 301) zu zerlegen ist, und Auf-
teilen (120) der volumetrischen Darstellung
(203) des Objekts (200, 301) in eine volumetri-
sche Darstellung (205, 207) für jedes der Viel-
zahl von Fragmenten;
Erzeugen (130) einer Oberflächendarstellung
(209, 211) für jedes der Vielzahl von Fragmen-
ten basierend auf mindestens teilweise der vo-
lumetrischen Darstellung (205, 207) für jedes
der Vielzahl von Fragmenten und der Vektorda-
ten; und
Bewirken (140) einer Anzeige der Oberflächen-
darstellung (209, 211) für jedes der Vielzahl von
Fragmenten, die angeordnet sind, um das re-
konstruierte Objekt zu bilden.

2. Computerfähiges Verfahren nach Anspruch 1, wobei
ein Erzeugen (130) der Oberflächendarstellung
(209, 211) für jedes der Vielzahl von Fragmenten ein
Erzeugen einer ersten Oberflächendarstellung ei-
nes ersten Fragments der Vielzahl von Fragmenten
umfasst und wobei Daten, die mit einem zweiten
Fragment der Vielzahl von Fragmenten assoziiert
sind, verwendet werden, um die erste Oberflächen-
darstellung des ersten Fragments der Vielzahl von
Fragmenten zu erzeugen.

3. Computerfähiges Verfahren nach Anspruch 2, wobei
die Daten, die mit dem zweiten Fragment der Viel-
zahl von Fragmenten assoziiert sind, nicht mit der
Oberflächendarstellung (209, 211) für jedes der Viel-
zahl von Fragmenten angezeigt werden, die ange-
ordnet sind, um das rekonstruierte Objekt zu bilden.

4. Computerfähiges Verfahren nach Anspruch 2 oder
3, wobei die Daten, die mit dem zweiten Fragment
der Vielzahl von Fragmenten assoziiert sind, ein
oder mehrere Elemente umfassen, die ausgewählt
sind aus der Gruppe bestehend aus Texturkoordi-
naten, Teileinformationen und Farbe.

5. Computerfähiges Verfahren nach Anspruch 2, 3
oder 4, wobei die Daten, die mit dem zweiten Frag-
ment der Vielzahl von Fragmenten assoziiert sind,
Farbe umfassen.

6. Computerfähiges Verfahren nach einem der vorste-
henden Ansprüche, wobei ein Erzeugen (130) der
Oberflächendarstellung (209, 211) für jedes der Viel-

19 20 



EP 2 402 910 B1

13

5

10

15

20

25

30

35

40

45

50

55

zahl von Fragmenten ein Verwenden mindestens ei-
ner Geisterzelle umfasst und wobei die mindestens
eine Geisterzelle nicht mit der Oberflächendarstel-
lung (209, 211) für jedes der Vielzahl von Fragmen-
ten angezeigt wird, die angeordnet sind, um das re-
konstruierte Objekt zu bilden.

7. Computerfähiges Verfahren nach einem der vorste-
henden Ansprüche, wobei ein Erzeugen (130) der
Vielzahl von Oberflächendarstellungen für jedes der
Vielzahl von Fragmenten ein Verwenden eines du-
alen Konturierungsverfahrens umfasst.

8. Computerfähiges Verfahren nach Anspruch 2, wo-
bei:

die erste Oberflächendarstellung des ersten
Fragments eine Vielzahl von Oberflächenka-
cheln des ersten Fragments und einen Wert um-
fasst, der mit jeder Oberflächenkachel der Viel-
zahl von Oberflächenkacheln des ersten Frag-
ments assoziiert ist; und
die Daten, die mit dem zweiten Fragment asso-
ziiert sind, eine Vielzahl von Oberflächenka-
cheln des zweiten Fragments und einen Wert
umfassen, der mit jeder Oberflächenkachel der
Vielzahl von Oberflächenkacheln des zweiten
Fragments assoziiert ist.

9. Computerfähiges Verfahren nach Anspruch 8, wobei
ein Erzeugen der ersten Oberflächendarstellung des
ersten Fragments ein Glätten der Oberflächendar-
stellung durch eine Mittelwertbildung der Werte, die
mit mindestens einem Abschnitt der Vielzahl von
Oberflächenkacheln des ersten Fragments assozi-
iert sind, mit den Werten, die mit mindestens einem
Abschnitt der Vielzahl von Oberflächenkacheln des
zweiten Fragments assoziiert sind, umfasst.

10. Computerfähiges Verfahren nach Anspruch 9, wo-
bei:
der mindestens eine Abschnitt der Vielzahl von
Oberflächenkacheln des ersten Fragments und der
mindestens eine Abschnitt der Vielzahl von Oberflä-
chenkacheln des zweiten Fragments benachbarte
Oberflächenkacheln in dem rekonstruierten Objekt
sind.

11. Computerfähiges Speichermedium, das mit vom
Computer ausführbaren Anweisungen kodiert ist,
zum Rendern eines rekonstruierten Objekts gemäß
dem Verfahren nach einem der Ansprüche 1 bis 10.

Revendications

1. Procédé assisté par ordinateur destiné à restituer un
objet reconstruit comprenant une pluralité de frag-

ments, dans lequel l’objet reconstruit est destiné à
animer un objet (200, 301) à fractionner en la pluralité
de fragments, le procédé comprenant :

la transformation (110) d’une représentation de
surface (201) de l’objet (200, 301) en représen-
tation volumétrique (203) de l’objet (200, 301) à
l’aide d’un procédé de « ray stabbing » ;
la génération de données vectorielles associées
à la représentation de surface (201) de l’objet
(200, 301), les données de vecteur comprenant
un vecteur perpendiculaire (405) et une position
(403) où un rayon croise la représentation de
surface (201) de l’objet (200, 301) pendant le
procédé de « ray stabbing » ;
la définition de la pluralité de fragments dans
lesquels l’objet (200, 301) doit être fractionné et
la division (120) de la représentation volumétri-
que (203) de l’objet (200, 301) en une représen-
tation volumétrique (205, 207) pour chacun de
la pluralité de fragments ;
la génération (130) d’une représentation de sur-
face (209, 211) pour chacun de la pluralité de
fragments en fonction au moins en partie de la
représentation volumétrique (205, 207) pour
chacun de la pluralité de fragments et des don-
nées vectorielles ; et
le fait de provoquer (140) un affichage de la re-
présentation de surface (209, 211) pour chacun
de la pluralité de fragments agencés pour former
l’objet reconstruit.

2. Procédé assisté par ordinateur selon la revendica-
tion 1, dans lequel la génération (130) de la repré-
sentation de surface (209, 211) pour chacun de la
pluralité de fragments comprend la génération d’une
première représentation de surface d’un premier
fragment de la pluralité de fragments, et dans lequel
des données associées à un deuxième fragment de
la pluralité de fragments sont utilisées pour générer
la première représentation de surface du premier
fragment de la pluralité de fragments.

3. Procédé assisté par ordinateur selon la revendica-
tion 2, dans lequel les données associées au deuxiè-
me fragment de la pluralité de fragments ne sont pas
affichées avec la représentation de surface (209,
211) pour chacun de la pluralité de fragments agen-
cés pour former l’objet reconstruit.

4. Procédé assisté par ordinateur selon la revendica-
tion 2 ou 3, dans lequel les données associées au
deuxième fragment de la pluralité de fragments com-
prennent au moins un élément choisi dans le groupe
constitué par des coordonnées de texture, des infor-
mations de partie et une couleur.

5. Procédé assisté par ordinateur selon la revendica-
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tion 2, 3 ou 4, dans lequel les données associées au
deuxième fragment de la pluralité de fragments com-
prennent une couleur.

6. Procédé assisté par ordinateur selon l’une quelcon-
que des revendications précédentes, dans lequel la
génération (130) de la représentation de surface
(209, 211) pour chacun de la pluralité de fragments
comprend l’utilisation d’au moins une cellule fantô-
me, et dans lequel l’au moins une cellule fantôme
n’est pas affichée avec la représentation de surface
(209, 211) pour chacun de la pluralité de fragments
agencés pour former l’objet reconstruit.

7. Procédé assisté par ordinateur selon l’une quelcon-
que des revendications précédentes, dans lequel la
génération (130) de la pluralité de représentations
de surface pour chacun de la pluralité de fragments
comprend l’utilisation d’un procédé de contournage
double.

8. Procédé assisté par ordinateur selon la revendica-
tion 2, dans lequel :

la première représentation de surface du pre-
mier fragment comprend une pluralité de pavés
de surface du premier fragment et une valeur
associée à chaque pavé de surface de la plura-
lité de pavés de surface du premier fragment ; et
les données associées au deuxième fragment
comprennent une pluralité de pavés de surface
du deuxième fragment et une valeur associée à
chaque pavé de surface de la pluralité de pavés
de surface du deuxième fragment.

9. Procédé assisté par ordinateur selon la revendica-
tion 8, dans lequel la génération de la première re-
présentation de surface du premier fragment com-
prend le lissage de la représentation de surface en
faisant la moyenne des valeurs associées à au
moins une partie de la pluralité de pavés de surface
du premier fragment avec les valeurs associées à
au moins une partie de la pluralité de pavés de sur-
face du deuxième fragment.

10. Procédé assisté par ordinateur selon la revendica-
tion 9, dans lequel :
l’au moins une partie de la pluralité de pavés de sur-
face du premier fragment et l’au moins une partie de
la pluralité de pavés de surface du deuxième frag-
ment sont des pavés de surface adjacents dans l’ob-
jet reconstruit.

11. Support de stockage lisible par ordinateur codé avec
des instructions exécutables par ordinateur desti-
nées à restituer un objet reconstruit selon le procédé
de l’une quelconque des revendications 1 à 10.

23 24 



EP 2 402 910 B1

15



EP 2 402 910 B1

16



EP 2 402 910 B1

17



EP 2 402 910 B1

18



EP 2 402 910 B1

19



EP 2 402 910 B1

20



EP 2 402 910 B1

21



EP 2 402 910 B1

22



EP 2 402 910 B1

23



EP 2 402 910 B1

24



EP 2 402 910 B1

25



EP 2 402 910 B1

26



EP 2 402 910 B1

27

REFERENCES CITED IN THE DESCRIPTION

This list of references cited by the applicant is for the reader’s convenience only. It does not form part of the European
patent document. Even though great care has been taken in compiling the references, errors or omissions cannot be
excluded and the EPO disclaims all liability in this regard.

Patent documents cited in the description

• US 20080266293 A1 [0008]

Non-patent literature cited in the description

• KEN MUSETH et al. CrackTastic: Fast 3D Fragmen-
tation in ’’The Mummy: Tomb Of The Dragon Emper-
or. ACM SIGGRAPH Sketches & Applicants, 11 Au-
gust 2008 [0006]

• TAO JU. Robust Repair of Polygonal Models. ACM,
2 PENN PLAZA, 10 August 2004 [0007]


	bibliography
	description
	claims
	drawings
	cited references

