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Introduction

In the world of digital design and simulation, the bridge between abstract mathematical theory and tangible visual 

output is built on a foundation of geometry. Whether you’re crafting lifelike characters in a blockbuster video game, 

engineering a complex aerospace component, or visualizing architectural blueprints, the underlying geometric 

principles dictate how shapes are represented, transformed, and rendered. Applied Geometry for Computer 

Graphics and CAD 2nd Editionis a comprehensive guide that brings these principles to life, offering readers a

deep dive into the algorithms, data structures, and practical techniques that power modern graphics and computer-

aided design (CAD) systems.

For students, researchers, and industry professionals alike, this text serves as both a foundational textbook and a

practical reference. Its second edition updates core concepts with recent advances, includes new case studies, and

refines explanations to match the evolving landscape of 3D computing. In this article we’ll explore the book’s

structure, highlight key topics, and discuss how its lessons translate into real-world applications across graphics

and CAD.

Overview of the Book

The second edition is organized into three primary parts: Theory, Algorithms, and Applications. Each part builds on

the previous one, guiding the reader from fundamental concepts to sophisticated implementations.

Part I – Theory

•  Chapter 1: Foundations of Geometry – Introduces Euclidean space, vector calculus, and basic 

transformations.

•  Chapter 2: Curves and Surfaces – Explores parametric representations, Bézier and B �splines, and differential 

geometry.

•  Chapter 3: Topology and Meshes – Covers mesh connectivity, Euler characteristics, and manifold theory.

Part II – Algorithms

•  Chapter 4: Mesh Generation & Refinement – Discusses Delaunay triangulation, Voronoi diagrams, and 

adaptive refinement.

•  Chapter 5: Collision Detection – Covers bounding volume hierarchies, spatial partitioning, and continuous 

collision detection.

•  Chapter 6: Rendering Pipelines – Delves into rasterization, ray tracing, shading models, and GPU 

acceleration.

Part III – Applications

•  Chapter 7: Computer Graphics – Demonstrates character animation, procedural content, and real �time 

rendering.

•  Chapter 8: CAD and Engineering – Focuses on solid modeling, NURBS, tolerance analysis, and finite 

element meshing.



•  Chapter 9: Emerging Topics – Surveys machine learning for geometry, 4D modeling, and cloud �based design 

workflows.

The authors, a collaboration of professors and industry experts, blend rigorous proofs with code snippets and

visual illustrations. The book’s second edition also includes an online companion site offering interactive demos,

downloadable datasets, and a community forum for peer discussion.

Core Concepts of Applied Geometry

Understanding applied geometry requires a firm grasp of several interrelated concepts. Below we break down the

most critical ideas that underpin both graphics and CAD systems.

Euclidean vs. Non �Euclidean Spaces

While most graphics pipelines operate in Euclidean 3 �D space, many CAD applications must handle non �Euclidean

geometries, such as surfaces on a sphere or hyperbolic structures. The book explains how to transition between

coordinate systems using homogeneous coordinates, quaternions, and projective geometry.

Parametric Representations

Parametric curves and surfaces allow designers to describe shapes with a small set of control points. Bézier

curves, B �splines, and NURBS (Non �Uniform Rational B �splines) are the staples of both animation and solid

modeling. The text details how these representations support smooth interpolation, local control, and exact

representation of conic sections.

Mesh Topology

Meshes are the backbone of most 3 �D models. Understanding the topological properties—vertices, edges, faces,

and how they connect—enables efficient manipulation and analysis. Topics such as manifoldness, boundary

conditions, and genus calculation are covered in depth.

Transformations and Linear Algebra

From rotating a character to scaling a component in a CAD assembly, linear transformations are ubiquitous. The

book emphasizes matrix representations, homogeneous coordinates, and the benefits of separating linear and

affine parts for numerical stability.

Applications in Computer Graphics

In the realm of computer graphics, geometry serves as the canvas upon which visual storytelling is painted. The

book demonstrates how applied geometry translates into compelling visuals through the following key areas.

Procedural Generation

Procedural techniques use mathematical algorithms to generate complex scenes—terrain, foliage, or architectural

details—without manual modeling. The authors illustrate how noise functions, fractals, and subdivision surfaces can

be harnessed to produce realistic environments.

Animation and Rigging

Animating a character involves manipulating joints, skinning meshes, and ensuring smooth deformations. The text

explains skinning algorithms (linear blend, dual quaternion) and how they preserve volume and avoid artifacts.

Real �Time Rendering

Modern games and virtual reality rely on real �time rendering pipelines that process millions of polygons per second.



The book covers GPU programming, shader languages, and optimization techniques such as level of detail (LOD)

and instancing.

Ray Tracing and Global Illumination

Accurate lighting requires simulating how light interacts with surfaces. The authors discuss ray �tracing

fundamentals, acceleration structures (BVH, KD �trees), and path �tracing algorithms that produce photorealistic

images.

Applications in CAD

Computer �aided design focuses on precision, manufacturability, and simulation. Applied geometry provides the

mathematical backbone for these goals.

Solid Modeling

CAD systems use constructive solid geometry (CSG) and boundary representation (B �rep) to define objects. The

book explains how Boolean operations, CSG trees, and B �rep algorithms maintain topological consistency.

NURBS and Surface Modeling

Complex engineering surfaces—airfoils, car bodies, turbine blades—are often represented with NURBS. The text

details knot vectors, weight handling, and surface continuity (C0, C1, C2).

Finite Element Analysis (FEA) Preprocessing

Before running an FEA simulation, the geometry must be meshed into elements. The book covers tetrahedral and

hexahedral meshing, quality metrics, and adaptive refinement to capture stress gradients.

Tolerance and Manufacturing

Geometry must account for real �world tolerances. The authors discuss tolerance analysis, clearance fitting, and how

to encode manufacturing constraints within a CAD model.

Key Algorithms and Techniques

Below is a concise list of algorithms that the book emphasizes, along with their significance.

1.  Delaunay Triangulation – Guarantees no point lies inside the circumcircle of any triangle, leading to 

well �shaped meshes.

2.  Voronoi Diagrams – Useful for spatial partitioning, nearest �neighbor queries, and mesh generation.

3.  Bounding Volume Hierarchies (BVH) – Accelerate ray �object intersection tests by hierarchically culling large 

portions of geometry.

4.  Subdivision Surfaces – Provide smooth surfaces from coarse meshes through iterative refinement.

5.  Bezier and B �spline Evaluation – Efficiently compute points on curves/surfaces using De Casteljau’s 

algorithm.

6.  Continuous Collision Detection (CCD) – Detects collisions between moving objects by solving time �of �impact 

equations.

7.  Ray �Tracing Acceleration Structures – KD �trees, Octrees, and BVH help reduce the complexity of intersection 

tests.

8.  Mesh Simplification – Edge collapse, vertex clustering, and quadric error metrics reduce polygon counts 

while preserving shape.

Chapter Highlights



While each chapter offers valuable insights, a few stand out for their practical impact.

Chapter 4: Mesh Generation & Refinement

This chapter provides a step �by �step guide to generating high �quality meshes from CAD models, including algorithms

for adaptive refinement based on curvature or stress gradients.

Chapter 5: Collision Detection

Collision detection is critical for both simulation and interactive applications. The authors present a comparative

study of bounding volume hierarchies and discuss best practices for handling complex, non �convex shapes.

Chapter 8: CAD and Engineering

Focused on industrial workflows, this chapter covers the translation of parametric designs into manufacturing data,

including STEP and IGES file formats, and demonstrates how to maintain design intent throughout the process.

Practical Use Cases

Below are real �world scenarios where applied geometry principles from the book are directly applied.

•  Video Game Development – Using subdivision surfaces and LOD techniques to create visually rich 

characters that run smoothly on consoles.

•  Automotive Design – Leveraging NURBS for aerodynamic surfaces and performing CFD simulations on 

meshed geometries.

•  Architectural Visualization – Implementing procedural terrain generation and real �time ray tracing to produce 

photorealistic walkthroughs.

•  Robotics Simulation – Employing continuous collision detection to ensure safe path planning for robotic 

manipulators.

•  3D Printing – Converting CAD models into STL files through mesh generation and performing slicing 

algorithms for additive manufacturing.

Tools and Software

The book references a variety of open �source and commercial tools that embody the discussed concepts.

•  OpenCascade – An open �source CAD kernel that implements B �rep, CSG, and NURBS operations.

•  Blender – A versatile graphics engine with robust mesh editing, sculpting, and real �time rendering capabilities.

•  FreeCAD – A parametric CAD platform that supports NURBS and offers scripting for automation.

•  MeshLab – Provides mesh processing tools like simplification, cleaning, and filtering.

•  ParaView – A visualization tool for large datasets, useful for inspecting simulation results.

Future Trends

Applied geometry is a rapidly evolving field. Some emerging directions highlighted in the book include:

Machine Learning for Geometry

Neural networks are being trained to generate meshes, predict deformation fields, and optimize designs—ushering

in a new era of data �driven modeling.

4D Modeling

Extending spatial geometry into time allows designers to model dynamic phenomena, such as morphing shapes or

evolving terrains, in a single coherent framework.



Cloud �Based Design and Simulation

Distributed computing resources enable large �scale simulations and collaborative CAD workflows, reducing the

barrier to entry for small teams.

Quantum �Inspired Algorithms

Quantum annealing and other quantum computing paradigms promise to solve complex optimization problems in

geometry, such as mesh partitioning and topology optimization, more efficiently.

Conclusion
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