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B-Spline Rules for Winning the Game: 0(4,2,3) 0(3.4.5)
Convert a B-Spline to a Bezier Curve
« Bohm Algorithm p(3,2,3) (33.3)
e Trick: Think of each segment p(2.2,3) ﬂ
as a Bezier curve p(1,2,3) 0(2,2,2) p(4.,5,6)

 Where should the other

two control points go
for the [2,3] segment? p(0,1,2) p(5,6,7)

 Need to find:
n(2,2,3) = 2/3 p(1,2,3) + 1/3 p(4,2,3)

p(2,3,3) =1/3 p(1,2,3) + 2/3 p(4’2’3) knot vector: [O 123456 7]



Bohm Blossoms

E—
* Where are the endpoints located? p(4,2,3) p(3,4,5)
p(3,2,3)
p(2,2,3)
p(1,2,3)

p(0,1,2)



Bohm Blossoms

.
* Where are the endpoints located? p(4,2,3) p(3,4,5)
« Need to find: °
5(2,2.2) = P(3,2,3)

_ P(2,2,3)
p(3,3.3) p(1,2,3)

p(0,1,2)



Bohm Blossoms

|
* Where are the endpoints located? p(4,2,3) p(3,4,5)
* Need to find: ’
p(2.1,2) = Pl3.2.3)
_ p(2,2,3)
p(3,4,3) p(1,2,3)
p(2,2,2) =
p(3,3,3) =

p(0,1,2)



Bohm Blossoms

NI
* Where are the endpoints located? p(4,2,3) p(3,4,5)
* Need to find: ’
p(2.1,2) = Pl3.2.3)
_ p(2,2,3)
p(3.4.3) p(3,1,2)
p(2,2,2) =
p(3,3,3) =

p(0,1,2)



Bohm Blossoms

|
* Where are the endpoints located? 0(4,2,3) 5(3.4.5)
* Need to find: S
p(2,1,2) = 1/3 p(0,1,2) + 2/3 p(3,1,2) P(3,2,3)
p(3,4,3) = p(2,2,3)
222) = p(3,1.2)
D p(2,1,2)
P(3,3,3) =

p(0,1,2)



Bohm Blossoms

|
* Where are the endpoints located? 0(3,4.2) 5(3.4.5)
* Need to find: S
p(2,1,2) = 1/3 p(0,1,2) + 2/3 p(3,1,2) P(3,2,3)
p(3,4,3) = p(2,2,3)
222) = p(3,1.2)
D p(2,1,2)
P(3,3,3) =

p(0,1,2)



Bohm Blossoms

* Where are the endpoints located? 0(3.4.2) p(3.4.3) p(3.4,5)
 Need to find: o )
p(2,1,2) = 1/3 p(0,1,2) + 2/3 p(3,1,2) P(3,2,3)
0(3,4,3) = 2/3 p(3,4,2) + 1/3 p(3,4,5) p(2,2,3)

299 = p(3.1,2)
D p(2,1,2)
p(3,3,3) =

p(0,1,2)



Bohm Blossoms

* Where are the endpoints located? 0(3.4.2) D(3.4.3) p(3.4,5)
 Need to find: o )
p(2,1,2) = 1/3 p(0,1,2) + 2/3 p(3,1,2) P(3,2,3)
0(3,4,3) = 2/3 p(3,4,2) + 1/3 p(3,4,5) p(2.3.2)

29 2) = P@3,1,2)
D p(2,1,2)
P(3,3,3) =

p(0,1,2)



Bohm Blossoms

* Where are the endpoints located? 0(3.4.2) D(3.4.3) p(3.4,5)
e Need to find: ° °
p(2,1,2) = 1/3 p(0,1,2) + 2/3 p(3,1,2) P(3,2,3)
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* Where are the endpoints located?
* Need to find:

pP(2,1,2) =1/3 p(0,1,2) + 2/3 p(3,1,2)
n(3,4,3) = 2/3 p(3,4,2) + 1/3 p(3,4,5)
P(2,2,2) = 1/2 p(2,1,2) + 1/2 p(2,3,2)
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* Where are the endpoints located?
* Need to find:

pP(2,1,2) =1/3 p(0,1,2) + 2/3 p(3,1,2)
n(3,4,3) = 2/3 p(3,4,2) + 1/3 p(3,4,5)
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