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Algorithm BPA(S, p)
1. while (true)
2. while (e(; j) = get_active_edge(F))
3. if (o = ball_ pivot(e(; ;) &&

(not_used(oy) | r on_front(ow)))
4, output triangle(o;, ok, 0;)
5. Join(e(; 3, ok, F)
6. if (e(k,5) € F) gluele x), e(k,i)> F)
7. it (e5,x) € F) gluele(k ), e k) F)
8. else
9, mark.as_boundary(e( 5))
10.  if (o3, 05, 08) = find_seed _triangle())
11. output triangle(o;, 0, 01)
12. insert_edge(e; jy, F)
13. insert_edge(e(; xy» F)
14. insert_edge(e(y i), F)
15. else
16. return
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