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my Viewer.setSceneData(BuildScene());

my Viewer.addEventHandler(new

0sgGA::StateSetManipulator(my Viewer.getCamera()->getOrCreateStateSet()));
my Viewer.addEventHandler(new osgViewer::StatsHandler);
myViewer.addEventHandler(new osgViewer::WindowSizeHandler);

return my Viewer.run();

}
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Figure 2.1 Edge and Face representation in OpenSceneGraph
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Figure 2.2 Edge and Face representation in OpenSceneGraph
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