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Set one model as the Reference 

The models have been aligned on the palatal surface. 
We wish to create a color distance map to show 
the distance between the palatal surfaces. 



Open the Align Mesh window and switch to the Distance Map page 



Selected area of source mesh only: 
If checked, only vertices inside the selected area will be 
considered. If unchecked, or if nothing is selected, all 
distances will be computed. 

Exclude overhang regions: 
If checked then, if the closest point of the target mesh is on 
the outside edge of the mesh, the distance will be ignored. 

Calculate: 
Will compute the distances of all vertices of the source 
mesh to the closest point on the target mesh (the 
Reference mesh). The closest point on the target mesh can 
be a vertex of the mesh, or a point inside a triangle of the 
mesh, or a point on a triangle edge. 

Absolute distances: 
If checked, the distances are taken as absolute values 
(always positive). If unchecked, the distance is positive if 
the point of the source mesh is outside (in front of) the 
target mesh, else it is negative. 



The histogram shows the distribution of the distances. 
Click the two arrow buttons to ensure that the whole range 
is included. 

Enter values in the edit boxes and press Enter to restrict the 
range. Values are in mm. 

Select color schemes from the drop-down list box. 



Click the Apply as Texture button to transfer the data to the mesh. 
Note that the target mesh has been hidden for unobstructed viewing. 



Note that the Texture controls are now enabled. 
The texture can be hidden by clicking the Show Texture button. 



Only the part of the mesh that is within the 
range set in the Align Meshes window has 
been colored. To color the whole mesh, select 
Texture Extended. 

Texture Within Limits 



Only the part of the mesh that is within the 
range set in the Align Meshes window has 
been colored. To color the whole mesh, select 
Texture Extended. 

Texture Extended 



Results show the number of vertices and the surface area 
ǘƘŀǘ Ŧŀƭƭǎ ǿƛǘƘƛƴ ŀƴŘ ƻǳǘǎƛŘŜ ǘƘŜ ǎŜǘ ƭƛƳƛǘǎΦ ΨwŜƳŀƛƴƛƴƎΩ ŀǊŜ 
the vertices and area that were ignored because the 
Ψ9ȄŎƭǳŘŜ ƻǾŜǊƘŀƴƎ ǊŜƎƛƻƴǎΩ ǿŀǎ ŎƘŜŎƪŜŘΦ 
RMSE is the root mean squared error between the two 
meshes, i.e. the square root of the average of the squared 
distances of each vertex of the source mesh to the closest 
point of the target mesh. 

Use Copy to copy these Results the Clipboard. You can also 
copy all distances to the Clipboard, and then paste them 
into another program for statistical calculations. This list of 
distances can easily run into hundreds of thousands. E.g., 
the results on the left show that 101,458 distances were 
computed. 



Note: 
If some area of the mesh has been Selected, then the 
texture will not be visible. Either deselect the selection, or 
set the transparency of selections to 100%. 

Note: 
The texture can be saved with the mesh but the distances 
are not retained. 


