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Select first/next triangle (D 1) of the
triangular surface of a physical object.
v
S1 Create first plane (E1) parallel to the
first triangle (D1) at the specified
distance (z).
* I
Project a second triangle (D2) onto Calculate distance (d) of the voxel (VX2)
S2 the first plane (E1) using the corner from the first triangle (D1).
normals of the first triangle (D1). 3
v Generate second plane (E2) at distance
(d) from the first triangle (D1).
Generate volume region (VB) ¥
S3 comprising the first triangle (D1) and ) .
the second triangle (D2) and having Project a third tr|anglg (D3) onto the
a number of second voxels (VX2). second plane (E2) using the corner
normals of the first triangle (D1).
v v
Iterate over the number of second Derive texture coordinates for the voxel
S4 | voxels (VX2) of the volume region — | (VX2) from the texture coordinates of the
(VB). corner points of the third triangle.
No Another voxel (VX2) |Yes
present in the volume
region (VB)?
~
Yes | Another triangle (D1)
present?
No
A
Optionally | Form the union set of the second voxels (VX2).

S5

v

Generate voxel model (VM) with first voxels (VX1) and assign texture coordinates
and distance of the second voxels (VX2) to the first voxels (VX1).

v

The voxel model represents the volumetric texture of the 3D model.

Fig. 6




