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Me Tnv oAokAfjpwaon TnG TTapoucag JITTAWMATIKA epyaciag, Ba rnBsAa va guxapi-
oTAow TNV Avartr. KaBnyntpia Aikartepivny Mavid yia tnv avdBeon kai Tnv Aueon
UTTOOTAPIEN TTOU JOU TTOPEIXE, XWPIG TNV oTroia n ekTTévnon Tng epyaciag dev Ba
ATav €QIKTA. ETITTA( OV euxapioTw Bepud Tov KaBnyntr Apiotouévn Aviwviadn yia
TNV KaBodAyNon Kai aueon PonBeid Tou kab’ 6An tn didpkela NG epyaciag. 1diaiTe-
PEC EUXAPIOTIEG OQEIAW OTIG CUUPOITATPIES AldIAia Kaviaddkn kal lwavva Matepd-
KN ylia Tn cUPBOAR Toug oTnV TTapouca epyacia. TEAOG, Eva PHEYAAO EUXOPIOTW O-
@eiAw 0TOUG PIAOUG POoU Kal IBIAITEPA OTNV OIKOYEVEIQ JOU VIO TN OUVEXH UTTOOTAPI-
&N TTOoU Pou TTapeixe Kab’ 6An Tn dIGPKEIR TWV OTTOUBWY [OU.
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1. EIZAIQrd

1.1 AVTIKEIMEVO KOl OTOXOG TNG EpYaTiag

H eTaugnuévn TpayPoTikOTNTA XPNOILOTIOIEITAI e augavopevo pubuod Ta TeAeuTaia Xpovia
Kal AOYyWw TwV EUKOAIWV TTOU TTPOCPEPEI, XPNOIUOTTOIEITalI o€ TTOAAOUG KAGSoug &TTwG N 10-
TPIKA, N EKTTAIdEUON, N AUTOKIVATORIOUNXAVIQ, K.ATT.. ZKOTTOG TNG TTAPOUCaS pyaciag gival
N UAOTTOINON Miag eKTTAIBEUTIKAG EQAPUOYNG VIO QOPNTEG CUCKEUEG, N OTToIA XPNOIUOTTOIE
TNV TEXVOAOYia NG emaugnuévng TTPAYMATIKOTNTAG w¢ Bacikd epyalgio TG kal diaxeipile-
Tal TPICOIACTATA YEWMETPIKA POVTEAQ TTapayoueva atrd Aoyiopiké CAD. Mo cuykekpiuéva,
n €papuoyn agopd TNV avayvwpion OTEPEWY HOVTEAWYV KOl TNV €I0aywyr auTwyv Og €va
mepIBaANov emmegepyaaiag. To TepIBAAAOV auTd, péoa aTTd pia OeIpd YEWMPETPIKWY HETA-
OXNMUOTIOPWY TTPOCPEPEI OTO XPAOTN TN duvaTdTNTA KOAUTEPNG AVTIANWNG KAl ETTOTITEIAG
Tou povtéAou. Baoikég AsiToupyieg gival n YeTakivnon, n TTEPICTPOPN Kal N ueyéBuvon Tou
oTepeol. To PeyaAUTEPO Kal TTI0 GNUAVTIKG KOUUATI TNG £pyaciag agiepwBbnKe oTnv UAO-
TT0inoN Miag TouNAg Tou oTePeoU atro éva emmiTTedo o€ £vav atmd Toug Bacikoug AEoveg X, y
Kal z. H Top vAotroisital péow piag oeipds aAyopiBuwy UTTOAOYIOTIKAG YEWMETPIAG TTOU
epapuélovTal oTo BIKTUO YEWMETPIOG Tou e€eTalOuEVOU HoVTEAOU. H epapuoyr TTPOC@EPEI
EMTTAEOV AgIToupyieg OTTWG O UTTOAOYIONOG TNG ETTIPAVEIAG, TOU OYKOU Kal Tou Bapoug Tou
oTEPEOU TTOU €EETAZETAI KABWG Kal TTPOCRACT O€ BACIKEG TTANPOPOPIEG TTOU CXETICOVTAI [E
autd, OTTwg ol dlacTdoelg Tou. O XpAOTNG TNG €QAPUOYAS £xel EMTAéoV TR duvaToTnTa
atmoBrkeuong Tou PovTéAou TOTTIKG oTn cuokeur] Tou yia offline emeEepyacia. TEAoOG, OTIg
TTEPIOCOTEPEG TTEPITITWOEIG €ival duVATA N TTPOBOAN Tou PNnXavoAloyikoU oxediou Tou ekd-
OTOTE OTEPEOU.

1.2 Aopn Epyaociag
To ke@dAaio 1 TTapouaiddel CUVOTITIKA TO AVTIKEIMEVO TNG TTapoUCag £pyaaciag.

270 KEQAAQIO 2 avaPEPOVTAl CUVOTITIKA Ol OPICHOI yIa Ta BACIKA QVTIKEIMEVA TNG EPYATi-
ag.

2710 KE@AAaio 3 emegnyeital n dOUA TNG PNXAVAS YPAPIKWY TTOU XPNOIKOTTOINBNKE yia TNV
uAotroinon TnNg epyaciag. Aivetal PeyaAUuTepn €U@QACn OTIC OTTAPAITNTEG YVWOEIG TTOU
xpeidotnkav kKaté 1 didpkeia UAOTTOINONAG TNG.

210 Ke@AAaio 4 emregnyeital o TPOTTOG TTPOROARG Kal avayvwpiong TPIodIACTATWY JOVTE-

Awv Pe TN Xpron TNG KAPEPAS TNG POPNTHG CUCKEUNG KAl TG TEXVOAOYIag TNG eTTauénué-
VNG TTPAYUATIKOTNTAG.

2710 Ke@AAalo 5 TTapouaidleTal avaAuTIKA n d1adIkacia TToU EQAPPOCTNKE YIA TNV UAOTTOI-
non piog TouAg oTepeoU. Ava@épovTal avaAuTIKa OAol oI aAyOpIBuol TToU XPNoIUoTToINen-
Kav Kal TTBavES TPOTTOTTOINCEIS AUTWY yia Tnv opBr] Asitoupyia Toug oTo TTEPIBAAAOV TNG
Unity.

210 KEQAAaio 6 TTapoucidfovTal BAcIkEG AsIToupyieg TG EQAPPOYAG Ol OTTOIEG UAOTTOIOU-
vTal hJE TOV KATAAANAO PETOOXNMOTIONO TNG KAPEPAG Tou TTEPIBAGAAOVTOG avaTITUENG.

TéNog, oTo Ke@AAaio 7 TTapouciddeTal To KUPIO TTEPIBAAAOV €TTECEPYOTIAG TNG EQAPUOYNG
TO OTTOIO aTTOTEAEITAI ATTO Wia ypa@Ikr SIETTAPA XPAOTN Kal TO JOVTEAO TTPOG eTTECEpYaaTia.



2. 2TAOMH TON 'NOQZEQN

2.1 Computer-Aided Design
O 6pog CAD (Computer Aided Design) [1] avag@épeTal aTn XPRON UTTOAOYIOTIKWY CUCTN-
MATWV JE OKOTTO TNV TTapaywyn, diagopoTtroinan i BeAtiwon evég oxediou. Ta Aoyiouika
CAD 0ieukoAUvouv Tnv gpyacia Tou oXedIOoTr, TTPOCPEPOVTAG UEYOAUTEPN aKPIBEIa Kal
QUTONOTOTTOINCN TWV BIOBIKACIWY OXEdIAONG. ZUXva XPNOIKMOTTOIOUVTAl VIO TNV TTAPAYWY)
O1001GcTaTWY 1] TPICOIGCTATWY dIAYPAUPATWY, VIO TA OTTOIa PTTOPEI va yivel eEaywyn o
MopP®n NAEKTPOVIKWYV APXEIWV TTPOG EKTUTTWON 1] yia GAAOUG BIOPNXavIKOUG OKOTTOUG.
O1 oxedlaoTéG XpNOIUOTTOIOUV TOUG UTTO-
AOYIOTEG WG éva onUAvTIKO EPYaAEio Oxe-
diaong Nén ammd Ta Yéoa TNG BEKAETIOG TOU
1950. O1 KATOOKEUAOTEG TWV TTPWTWV U-
ToAoyioTwy  dnuiolpynoav  PIKPOTTPO-
ypduuaTta Ta otroia BonBoucav Toug TTPo-
YPOUUATIOTEG OTNV ATTOOQAAPATWON TTPO-
YPOUUATWY HE TN Xpnon OlaypaupaTwy
pong. ‘ETol, avakaAlueBnke 611 fATav duvarn
n dnuioupyia NAEKTPOVIKWY CUPBOAWYV Kal
YEWMETPIKWY OXNMATWY YA TNV KATAOKEUNR
2ynua 2.1: I'Ia;’)ouclc'xcr] Tou Sketchpad BIOYPAPHGTWY VIa aTTAG KUKADWOTA 1} Sia-
até Tov lvan Sutherland YPAUaTa PORC. H TpWyT e@Avion Aoyi-
opikou CAD ogeihetal o010 Mnxaviko
Pierre Bezier, o otmoiog avémTuée 1o Tpoypauua UNISURF Tnv TTepiodo petagu 1966-
1968 yia Tn dleukdAUvVOn TNG oxediaong egapTNUATWY OTnV auTokivnToBlounxavia. To
TIPOYPANUA TOU XPNOIKOTTOINBNKE cUupiéwg aTTd TIC ETTOUEVES YEVIEC. H KalvoTouia TTou €-
mEPePe OPacTIK aAhayr, ATav TO ypPaQPIKO TrepIBAAAOV TTou OI€BeTE TO AOYIOMIKO
SKETCHPAD, 10 omoio oxedidotnke amod Ttov lvan Sutherland ota gpyactipia tou MIT
Katd Tn didpkeia Tng O10aKTopIKAS diaTpIBAS Tou. O oxedlaaTr g UTTOPOUCE TTAEOV va OAAN-
Aemdpdaoel pe Tov uttoAoyioTh (BA. oxAua 2.1) Kal va €I0Ayel 0€ auTOV OXEDIA PE TN XProN
evog light pen o€ pia 086vn CRT.

Ta mpwrta cuoTtpaTta CAD [2] "étpexav" o€ éva PeydAo KEVTPIKO UTTOAOYIOTH) TTOU TPOPO-
0oToU0E OMAdEG YPOAPIKWY TEPMATIKWY. ZTAdIOKA OPwG, Kal KAabwg O AOyoG KO-
OTOG/aTTOd00N £TTEQPTE CUVEXWG, dNUIOUPYyoUvVTav OAO Kal PIKPOTEPOI O€ PéEyeBOG UTTOAOYI-
OTEG TTOU TTAPEIXaV TNV avaykaia 1oxU yia YPa@IKr) utTtooTAPIEN TTOAAQTTAWY xpnoTwy. 'E-
TO1, dNUIOUPYNRBNKE éva pelpa TTPOG TOUG MiVI-UTTOAOYIOTEG, TOUG supermicros Kal T
workstations. ZAuepa o1 ypa@ikég duvaTdTNTEG TTOU TTAPEXOUV akoOun kal Ta PCs éxouv wg
QUOIKO €TTaKOAOUBO va €xel aAAAgel kKal N @IAocogia avaTTuéng evog Tunuatog CAD. Ol
ONUEPIVEG TAOEIG TTOU OTTAVTWVTAI OXETICOVTAI PE TO PEYEBOG TNG eTalpeiag-xpnoTn: O1 e-
yaAol XpAoTeg £xouv éva dlaveunuévo TTePIBGAAOV, OTTOU 01 KEVTPIKOI UTTOAOYIOTEG XpNOol-
MoTTOlIo0VTal VIO KaTaxwpenon Twv oxediwv, eAeyxouevn TTpooBacn o€ akpifoug oxedio-
ypagoug (plotters) kal TTOAUTTAOKQ TTAKETA avaAuong. O PHIKPOTEPOI KAl HEUOVWHEVOI XPA-
OTEG XpnolpoTToloUv workstations kal TTPOOWTTIKOUG NAEKTPOVIKOUG uTToAoyIoTEG (PCs) ue
EVOWMATWHEVES YPAPIKEG DUVATOTNTEG.

Ta TpwTa cuoTAuaTa akoAouBnoav Tnv avdamTuén Tou oTePeoU PovTéAou aTrd Tnv duo-
O1doTaTn yewueTpia Tou. O XpAoTng OpIle TNV aKPIP YEWMPETPIO TOU AVTIKEINEVOU Kal KABE
aAAayr oTIg DIOOTACEIG KAl TN YEWMETPIa ATaV XpovoBopa Kal To oTEPES POVTEAD ATAV pia
TIPOCOETN £QapPUOYN TTOU UTTopouce va evepyoTroifael. H anuepiviy Tdon oTa cuoTAuaTa
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MNXavoAoyikng oxediaong cival Ta TTAPAUETPIKA HOVTEAQ UE TN XPAON HOPPOAOYIKWYV XO-
POKTNPIOTIKWY. H TTapapeTPIKr) PovTeAoTroinon eu@aviobnke 1o 1987 amd Tnv €TaipeEia
Parametric Technology (cuotnua Pro/ENGINEER) kai ammd 161€¢ OAOI O TTPOPNOEUTEG
TTPOCTIAB0UV va TTaPOoUCIAoouV £va avTioTolxo TTpoidv. Tov lavoudpio Tou 1994 utmpxav
EMTA avTioTOIXO CUOTANATA Kal N TAon €ival va audvovTal ouvéxela. Zhpepa OAol oI TTpo-
pNBeutéc cuoTnuaTwy CAD yia pnxavoloyikr] oxediaon TTapEXOUV KATTOIO AVTIOTOIXO
TPOoIoV. OAa OUWG T EPTTOPIKA CUCTHPOTA OTNPEICOVTAI O€ TTEPIOPICUEVO apIBuS TTUPAVWY,
yia Tn dnuioupyia Tou oucThpaTtog. O Trupriveg autoi eival, ACIS amd tnv Spatial
Technology, Parasolid a6 tnv EDS, Granite/1 ammé tnv PTC. Megpikd atmdé 10 onuepIva
EUTTOPIKA CUCTAPATA QAiIVOVTAI OTOV ETTOPEVO TTiVOKA 2.1 v oTo oXAUA 2.2 TTapouCIdle-
Tal TO PJOVTEAO Hiag YPOUUAS avakUKAwONG oxedlaopévo péoa ammo 1o TepPIBAAAoOV TNG
mAaTQOpuag oxedioong CATIA (To ouykekpiyévo HOVTEAO KEPDIOE TO OIOYWVIOUO
POTY2k15 trou dlopyavwbnke ammd tnv etaipeia Aoyiopikwyv Dassault Systémes kai avé-
O¢eige TNV opada Tou MoAuTtexveiou KpATNG oTnv TTpwTn Béon avaueoa ammod 432 utrowneid-
TNTEG a1Td GAOV TOV KOO HO).

ETAIPEIA NMPOION NMYPHNAZ
Parametric Technology Pro/ENGINEER - Wildfire PTC
EDS Unigraphics Parasolid
EDS-Intergraph Solid Edge Parasolid
Bentley Microstation Modeler Parasolid
AUTODESK Mechanical Desktop, Inventor | ACIS
DASSAULT-Solidworks Solidworks Parasolid
DASSAULT CATIA S Parasolid
HP HP Designer ACIS

Mivakag 2.1: Zuotiuata CAD & CAD/CAM

ZxNMa 2.2:  Movtého CAD xwpoBETnong ypauung avakukAwaong (MoAutexveio Kpitng)

H ouvexng €¢€AIEN TTOU TTOPATNPEITAI OTOUG TOMEIC TWV YPAPIKWY UTTOAOYIOTWYV KAl TWV
ouoTnuaTtwyv CAD atraitei Tnv €TTiAUGN TTOAUTTAOKWY YEWMETPIKWY TTPORANUATWY, ATTO-
OTOAN] TToU €x€l avaAdBel N UTTOAOYIOTIKR YEWHMETpia [3]. H utTOAOYIOTIKY YEWUETPIa gival
évag KAGOOG TNG ETMOTANNG UTTOAOYIOTWY, O OTTOIOG APIEPWVETAI OTN KMEAETN aAyopiBuwy,
ol o1ToioI dlaxelpiCovTal YEWHETPIKA TTpoBAAuaTa. TEéTola TTpoBARPATa TTapouciGlovTal €-
TMONG OTN POMTIOTIKN, TN MNXAVIKA 6pacn, aTn oXediaon EVOWMNATWHEVWY KUKAWUATWY,
K.ATT., KaBIoTwvTag TNV £va TTOAUTIMO epyaAeio Tng emoTAuNG. KATTola yEWMETPIKG TTpo-
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BARuaTa TTou Ba peAETNBOUV OTNV TTAPOUCa £PYATia, apopPoUV Tov SIaXWPICHO VoG TTO-
Auywvou o€ UTTOTTOAUYWVA CUYKEKPIYEVWYV IDIOTHTWY KABWGS KAl TNV TPIYWVOoTToinon Tou,
Ta oTToia Ba ava@epBoUv avaAuTIKa oTo KEQAAaIo 5.

2.2 Etraugnuévn TpaypaTikKOTNTA

Me Tov 6po emmauénuévn TTPAYMATIKOTNTA OVOUAZETaI N TTPOROAN WN@IOKWV EIKOVWY, Bi-
VTEO A TPIOOIACTATWY JOVTEAWYV OTOV TTPAYUATIKO KOOUO. AnAadh, n emaugnuévn TTpayuo-
TIKOTNTA SIOPOPOTIOIEl TNV AVTIANWN €vOG ATOUOU YIa TOV TTPAYMATIKO KOOWO, TTPOCBETO-
VTAG YNOIOKO TTEPIEXOPEVO O€ AUTOV. ZUXVA 0 O6pOog TauTi(eTal AavBaouEéva UE TNV EIKOVIK
TIPAYMATIKOTATA N OTToia OTTOTEAEI TTANPN AVTIKATACTACHN TOU TTPAYMATIKOU KOOUOU WE KA-
TTOIOV €IKOVIKO KOOMO. H emaugnuévn TTpayuaTtikotnTa €xel TTOAEG €QAPUOYEG OTA NAE-
KTPOVIKG TTauyvidla KaBuwg Kal o€ 1aTpikEG Kal GAAeS Blounxavikég epappoyés. O TCipag E.
[4] diepelivnoe TN XPAON TNG ETTAUENUEVNG TTPAYUATIKOTNTAG OTOV KATAOKEUAOTIKO KAGDO,
avaTTuooovTag dU0 £QApPHUOYEG Ol OTToiEG uTTooTNPICouV TN diadikagia TTPOETOINACIAg p-
yoAgiopgnxavwy. H Tpwtn epapuoyr) okotrelel atn dnuioupyia evog €ikovikoUu odnyou, o
OTTOI0G KATEUBUVEI TOV XPrOTN GTOoV TPOTTO OTHPIENG EVOG KUAIVOPIKOU TEPAXiou OTOV TOPVO
EMCO CNC (BA. oxiua 2.3).

2xnua 2.3: E@appoynA eauénuévng Tpayuatikotntag oe CNC tépvo (EMIT)

MNa v opBn Asiroupyia TNG €QOPUOYNG ATTAITEITAI N €I0aywyr € auTAv Tou UWoug Tou
KUAIVOPIKOU Tepayxiou TTou TTPOKEITal va oTnpixBei. H eicaywyn Tou Uwoug yivetal eiTe xel-
POKIVNTA OTTO TO XPHOTN O€ OUYKEKPIUEVO TTEDIO, EiTE PE PETPNON TOU KUAIVOPIKOU TEUAXIOU
amoé pia d1dTagn Tou @Epel Evav aioBnTAPa PHETPNONG MAKOUG KAl CUVOEETAI E TNV EQApP-
Moy Méow piag TTAakéTag Arduino. H epappoyn ekiva Tn Asitoupyia NG PETG atmd avao-
yvwpIon piag eikévag - oTOXoU TTOU PPICKETAI OTOV TTPAYHATIKO KOOWOo. 'ETOl, péow ypa-
TITWYV 0dNYIWY, EIKOVWY Kal KIVOUUEVWY QVTIKEINEVWY TTou TTpodaAAovTal oTnv KAPEPQ, O
XPAOTNG KaTeuBUveTal BAPa-Priua atnv TOTTOBETNGN TOU KUAIVOPIKOU TEayiou oTov TOpVO.
2TN OUVEXEID, TTOPOUCIACOVTal WEPIKA OTIYUIOTUTTG attd Tn dladikacia kaBodriynong
(BA. oxua 2.4, 2.5).

Zxnua 2.4:  'Evdeign TommoBEéTnong



ZxAua 2.5: OAokApwaon €TTdEIENG Kal EMPAVION UTTOBEIENS XPAONS TOU AOYICUIKOU TOU
TOpVOU

H de0T1epn epappoyn oToxeuel £TTiong oTn dnuioupyia evég eikovikoUu odnyou, auTr Tn Qo-
PA yIa TN OTAPIEN CUYKEKPIMEVWYV TEPAXIWV OTNV TPATTECO KEVTPOU KATEPYATIWYV YIQ TN HE-
TéTTEITa eTTECEPYATia TOUuG. Baoikd TTAEOVEKTNHA TNG EQAPHOYNG AUTHG €ival N CUVEICPOPA
TTOU UTTOPEI va €XEl OTNV eKTTAI®EUCT TTPOCWTTIKOU i QOITNTWYV, AVTIKOBIOTWVTAG £T01 €Y-
XEIPIdIa Xpong i TTPOPOPIKEG 0dnyieg. H eIkOvVa - OTOXOG yIa TNV £QAPUOYI TTOPAMEVEI
Ouola PE TNV avTioToIXN TNG TTPWTNG EQAPUOYAS. ZNUEIWVETAl, OTI N UTTEPBECN TWV EIKOVI-
KWV MOVTEAWV TTou TTPORAAAOVTal, YiVETOI ava@opIKa PE TN BEon Kal Tov TTPOCAVATOAIOHO
NG €IKévVag — OTOXOU.
H epappoyn gekiva Kai o xprioTng €TTIAEYEl HETAEU
OUo avTikeigevwy TTou Ba ToTToBETOEl OTNV TPA-
TeCa KATEPYOOIiAG, OTTWG PaiveTal oTo oXAua 2.6.
21N ouvéxela, Jéow KAaTaAANANG AioTag, emmAEyeTal
0 TTPoCcavaTtoAIouOG yia Tov oTToio Ba kaTadelxBei
n otApIEN Tou Tepayiou. AvaAdywg Tov TTpocava-
- . _ TOMIOHO TTOU €TTIAEXONKE, TTPOTEIVETAI KOl dlaQopE-
BP A b TIKGG TPOTTOG CUYKPATNONG TOU QVTIKEIMEVOU OTNV
2xAua 2.6: ETAoyr avTiKEIPEVO Tpdmeda katepyaciag. O1 mOavoi TpdTToI CUYKPA-
TTPOG KaTEPYATia TNONG €ival n xprion ToOoK, IBIOCUCKEUWY aUaPIENS
Kabwg Kal N xprion péyyevng, 0Twg mmapouaidlo-
vTal 0TO OoXNua 2.7.
Xpron Took Xpnron 1810cuokeuwv auo@igng Xprion Méyyevng

2xAMa 2.7: Evoeigeig TpoTTOU OUYKPATNONG TEPAYiOU

O Koékkag A. [5] hye Tn XpAon TnNG eTTaugnuévng TTpayuaTIKOTNTAG oXediaoe pia unxavoup-
yIKA didtagn kai ouykekpipgéva éva EuéhikTto ZuoTtnua Karepyaoiwv (FMS), dnAadn éva
oU0oTNUa TTOU aTTOTEAEITAI aTTO WNPIOKA KaBOdNYOUUEVEG EPYAAEIONNXAVEG, OUVOENEVEG
METOEU TOUG HEOW €vOG KEVIPIKOU CUCTHMATOG €AéyXou. ZTO0 oUOTNUA QUTO TTapEXOVTAI
KOATEPYAOUEVA KOl OKATEPYAOTA TEUAXIA KOl O OKOTTOG Tou €ival n BeATIoTOTTOINON TNG O-
TTOSOTIKOTNTAG KABE €pyaAciounyxavig LexwpioTd. H epapuoyrn TTou avattuxbnke atro-
OKOTTEl oTNV UTTEPBEDN Twv OToIXEiWV TTou AgiTTouv atTd éva TTANPES “kUTTapo” FMS, é1oi
WOoTE va yivel atroTUTTWwon TwV TTIBAVWY eVOANAKTIKWY dIATALEWY KAl 0T CUVEXEIA VA KO-
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BopioTei n BEATIOTN TEAIK XxwpoBETnon. EmitTAéov, emxeIpeiTal n AIToupyIK oUvdEeon Kal
TIPOCONOIWAON TNG CUVEPYATIOG TWV EIKOVIKWYVY HOVTEAWV UE TIG TIPAYMOATIKEG EPYOAEIONN-
XQVEG KAl POUTTOTIKOUG Bpaxioveg Tou epyaaTtnpiou, dnAadr évag yneiakd kaBodnyoupue-
vog Topvog EMCO kai éva poutroT Staubli. H rpoocopoiwon Tng mapaywyikng diadikaaoiag
ME KIvOoUuEva PEPN, TTPOOPEPEI TN duvaTOTNTA EKTEVOUG avaAuong Tng dIATagng Twv PNxa-
VWV £€TO1 WOTE QUTA va atToTEAEDEN TN BEATIOTN Kol ao@aAéaTtepn Auan. O xprioTng €mau-
&nNuévng TTpayuaTikOTNTAG PTTOoPEl va aloAoyAoel pia dIdTtagn Pe TNV TTEPIYNON TOU OTOV
MEAAOVTIKO XWPO TTapaywyns, AauBavovtag utroyn TTapdyovTeg TTou Ogv UTTopouV va agl-
oAoynBouv pe dloQopeTIKG TPOTTO. 2T0 oXNUa 2.8 TTapousIAleTal £va OTIYUIOTUTIO TNG €-
QAPUOYAG OTTOU TTapaTnEEiTal N SIATAEN TWV EIKOVIKWY POVTEAWY O€ OXEON WE TIG TTpay-
MOTIKEG UNXAVES OTO XWPEO TOU EpyacTnpiou.

ZxAMa 2.8:  ZTIyMIOTUTTO £QapuOoynG OTTou TTapoudaidlertal pia moavr dIdTagn €IKOVIKWY
MOVTEAWY O€ OXEON WE TTPAYHATIKES UnXaveég (EMIT)

H epapuoyr BacioTnKe o€ éva CUYKEKPIPNEVO OEVAPIO TTAPAYWYNG, TO OTTOI0 TTEPIAAUBAVEI
TNV KATEPYOOia evOG KUAIVOPIKOU Tepayiou. Ta €IKOVIKA POVTEAQ TTPOYpPAPUATIOTNKAV £TOI
WaoTe va AEIToupyouv o€ JIAPOPETIKA XPOVIKA OIOCTAUATA, Ta OTToia akoAouBouv Wia ou-
YKEKPIYEVN O€Ipd, divovTag TNV evIUTIWON oTov XpAOoTN OTI ouvepyddovTal PE TIG TIPAYUa-
TIKEG INXavéG. H TEAIKN epapuoyr TTPoc@EpEl TN duvatoTnTa ETMIAOYAG HETALU OIOQOPETI-
KWV PONTTOT KAl SIOQOPETIKWYV SIOTALEWV YIO TTPOCOMOIWaN.



3. H MHXANH rPA®IKQN UNITY

H epappoyn Tng TTapoucag epyaciag UAOTTOIRBNKE Pe TN XPAoN TG KNXavAg TpiodidoTa-
Twv ypagikwv Unity. H pnxav auth éxel éva TepaaTio €Upog SUVATOTHTWY Kal XPNOIWo-
TTOIEITOI CUXVA yIa TNV avaTrTugn Traixvidiwv atmmeubuvoueva o€ KABe €idoug TTAATQOPUQ,
aAAd Kal epappoywy Tou BlopnxavikoU 1 eKTTAIBEUTIKOU TOPEA. AUTA N UNXAVH YPOPIKWY
BewpnBnke 18avVIKA, KABWGS TTapéxel Wia TTANBwpa XPNoIdwWV epyaAciwv avamTugng, £va
euxpnoTo TTEPIBAANAOV £pyaciag, pia HeyaAn Kal evepyR KOIVOTNTA XpNOTWV KABWG Kal £U-
KOAN TTpOoRacn o€ YEWPETPIKA OTOIXEIO TWV POVTEAWYV, N OTToia €ival uYioTng onuaciag
yia TNV UAOTTIOINGN TNG OUYKEKPIMEVNG EQPOPHOYNAS. ZTO KEQAAQIO auTd Ba TTEPIYPAYEi TO
TEPIBAANOV TNG PUNXAVAG AUTAG Kal Ol BACIKEG AEITOUPYiEG TTOU TTApPEXEl, BivovTag £upacn
OTIG TTI0 ONUAVTIKEG ATTO AUTEG YIa TV UAOTToINGN TNG TTapoloag EQapuUoyng.

3.1 Aopn evog mpoTdekT oTtn Unity

Mia e@apuoyy TToU avamTiooeTal oto TEPIBAAAovV Tng Unity ovouddetar 1TpOTCEKT
(Project). 'Eva TTpoTCekT atroTEAEITAI OTTO Wia ) TTEPICCOTEPEG OKNVES (Scenes), Ol OTToiEG
TTEPIEXOUV €Va 1) TTEPICTOTEPA QVTIKEIMEVA YVWwoTd wg GameObjects. Ta avTikeipeva Bpi-
oKovTal o€ pia 1gpapXia oTo TTPOTLEKT KAl OTTOIOOATTOTE ATTO AUTA UTTOPEI va OPIOTEl WG
yovéag kdtroiou dAAou. H KatdAAnAn ToTToB£TNON TWV QVTIKEIMEVWY OTR OKNVA dnuioupyei
TO ypa@IKO TTEPIBAANOV TNG €QAPUOYAG TTOU avaTITUoOoETAl. KABe avTIKEipevo atToTeAciTal
ato éva ) TTepIcooTEPA oTolxEia (Components) TTou Bpiokovtal oTov Inspector Tou avri-
Kelgévou. Ta oToixeia autd kabopifouv TIG 1I8IOTNTEG TOU AVTIKEIUEVOU, TNV AAANAETTIOpaOT)
TOoU Pe TO TTEPIBAANOV TNG EQOPUOYNG KAl TH CUUTTEPIPOPE TToU Ba €xel KATd Tn dIAPKEIN
ekTEAEONG TNG. OAa Ta apyeia TTou PUTTOPEN va XPEIAoTOUV YIa TNV UAOTTOINGN TOU TTPOTCEKT
(Tr.x. apxeia Axou, €IKOveG, apxeia TPICOIAOTOTWY POVTEAWY, K.ATT.) atroBnkelovtal OTOV
@dakelo Assets. 210 oxfua 3.1 TTapouacidletal To TTEPIBAAAOV TNG MNXAVAS YPAPIKWY KATA

Lanins..

Cirsctional Lig

lepapxia
AVTIKEILEVWV

Inspector -

ZToixeia AVTIKEIPEVOU
Assets -

Apxeia TpoTdeKT

2xAua 3.1:  To mepiBdAAov avatrtuéng Tng Unity

3.2 Zroixeia avrikeipévwy (Components)

21NV evotnTa auTh Ba ava@epBbouv PepIKA attd Ta Mo Bacikd OTOIXEIa TTOU YTTOPED va TTE-
pIEXOVTAI O€ KATTOIO avTIKEiPEVO. Ta aToixEia autd epgaviovtal aTov Inspector 010 TTEPI-
BAAAov avaTTuéng Katd TnVv €TTIAOYI EVOG AVTIKEIUEVOU.
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3.2.1 Transform

To 1Mo Bacikd oToixeio

¥ GameObject [] Static =
o — 1] Layer [Defauic ;] KGOt avTikelyévou eival
YA Transform % TO OToixeio Transform.
Position x[0 ¥ [0 z[o Anpioupyeital autéuaTta
Rotation %0 ¥o zo KaT@ Tn Onuioupyia -

Scale X|1 ¥l Zl1 . . .
VOG VEOU QVTIKEIUEVOU

Kal BpioKeTal UTTOXPEWTIKA 0€ auTd. To oToixeio autd kabopilel Tn BE0N TOU AVTIKEIPEVOU,
TNV TTEPIOTPOPA TOU KABWG Kal TIG DIOOTACEIG TOU WG TTPOG TOU AEOVEG X, Y KAl Z. ZNUEIW-
VETAI OTI, €AV TO AVTIKEIPUEVO £XEI KATTOIO YovEQ, TOTE Ol TIUEG TOU OTOoIXEiou Transform utro-
AoyiCovTal o€ OX€ON WE TIG AVTIOTOIXEG TIMEG TOU YOVEQ TOU.

3.2.2 Camera

V& ¥ Camera @& Q¢ kduepa opifeTal n OUOKEUR TIoU
:;i;:fu‘-’:d :5°“d T | f' TTPORAAEI 0TO XPHOTN TO TIEPIBAAAOV TNG
Culling Mask (Mised .. ;] OKnvNnG. To OToIXEIO TNG KAPEPAG TOTTO-
A orthanranhic .| OETEITQI OTO QAVTIKEIYEVO YIA VO ATTOKTH-
Size 5 oel auth TV 1I010TNTA. TO OTOIXEIO QUTO
Clipping Planes Near 0.3 ; . . , ,

Far 150G TTPOOQPEPEl €va aApIBPO atmd  TTapauEé-
Viewport Rect %[0 ¥[0 TPOUG TIG OTTOIEG O XPAOTNG METARAAAEI

e e avaAoya pe TIG aVAYKEG TNG EQAPUOYNS
:::::I:ring Path |Uuse Graphics Settings ;] TTOU avaTITUOOEl. 2€ pia oKnvr WTTOopEi
Target Texture None (Render Texture) © VO UTTAPXEl OTTEPIOPIOTOG apIBudg atrd
Sreuson Culing g KGPEPES. KABe oTiyur, uovo pia Béaon
Allow MSAA [~ MTTOPEI va gival opaTth KATA TNV EKTEAEON
el R e NG €@appoyng. H katdAAnAn diaxeipion

Kal eVOAAQYA KAPEPWV PE TNV EVEQYOTTOINON KAl ATTEVEPYOTTOINCN TOUG, divel TNV aiocBnon
Miag 110 TTAOUCIAG EQOPUOYAG KAl TTPOCQPEPEI Hia HOVAdIKA EUTTEIPIO OTO XPHOTN.

3.2.3 Mesh

H mmpoBoAn TpiodidoTtatwy povréAwyv atn oknvr) TnG Unity yivetal péow SIKTUWV YEWUETPI-
ag (Meshes). Auta oxediafovral cuvABwg pe Tn BorBeia €I0IKWY TTPOYPANMATWY HOVTE-
Aotroinong, 6Tmwg Ta 3ds Max, Blender, Autodesk Inventor j Cinema 4D. H Unity utrooTn-
piCel CUYKEKPIUEVOUG TUTTOUG OpPXEIWV YEWMETPIOG, o1 oTroiol gival .obj, .fbx, .max, .blend,
.dae kai .dxf. Katd mn dnuioupyia evég TpiocdIGGTATOU AVTIKEIMEVOU OTN oknvr TG Unity,
onuioupyouvTal autépaTa o€ autd Ta oToixeia MeshFilter kar MeshRenderer. To TpwTo
atré auTd gival UTTEUBUVO YIO TO OXNUATIOPO TNG YEWMETPIOG TOU JOVTEAOU, VW) TO BEUTEPO
yia TNV TTPoBoAA Tou oTn oKNVvN Kai TIG 1I010TNTES EMPAVICAS TOU (QWTIOHAG, avTavakAGOEIG,
OKIEG, XPWHA, K.ATT.).

3.2.4 Rigidbody

v Rigidbody @% H <€oaywyn TOU QOTOIXEIOU
Mass 1 Rigidbody ot éva avTikeipevo,
Drag - auToépaTa OpIfEl TO QVTIKEIMEVO
Angular Drag 0.05 , , .

Use Gravity *] auTo UTTO TNV £TTIdPACN TNG KN-

Is Kinematic U XOVAG QUOIKNAG TTOU TTPOCQEPEI

Interpolate blazs ) n Unity. H pnxavr @uaoikAg eivai
Collision Detection | Discrete all - , , ,
va AOYIOMIKO TTOU TT I i

¥ Constraints Eva AoyIGH O ou GpS’XE Hia

S C R Ox Oy Oz TIPOCEYYIOTIKI]  QvaTTaPACTOON

Freeze Rotation OxOJy [z TWV VOPWV QUOIKAG, dnuIioup-
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YWVTOG £TO1 PEOAIOTIKEG CUPTTEPIPOPEG KATA TNV AAANAETTIOpACH AVTIKEIUEVWY TOU TIEPI-
BaAAovTog. AuTo onuaivel 6T TO avTiKeipevo BpiokeTal apxik& utrd Tnv £TTidpacn TnG Bapu-
TATOG KOl OTI AVTOTTOKPIVETAI O€ OUYKPOUOEIG JE GAAa avTiKeipeva. ANayr Twv TTapapé-
Tpwv TTOU TTPoCPEPEl To oToIXEio Rigidbody, £xel WG aTTOTEAEOUA DIAPOPETIKY] CUPTTEPIPO-
PA N oTToia TPOTTOTTOIEITAl CUP@PWYA WE TIG AVAYKEG TOU XPAOTN. ZTNV £€QAPPOYA TNG TTO-
poloag epyaciag n XpAon Tou OTOIXEIOU auTOU dEV NTAV OTTAPAITAT KABWG dev TTPOPAE-
TTeTAI N dNUIoUpyia evOg PEAAIOTIKOU TTEPIBAAAOVTOG TTOU AVTATTOKPIVETAI O€ VOUOUG QUOI-
KAG.

3.2.5 Collider
¥ i ¥ Box Collider g% To otoixeio Collider kaBopicel
A | Edit Collider Ta oplq TOU orvnmmevgu yla
Is Trigger (] ’TI’]V awxyeucnl ouvlfpoucewv.
Material None (Physic Material) o Evag collider gival adpatog Kai
Center %[0 ¥ [0 zlo Oev €XEl KATTOIO OXEOn ME TO
Size X1 Tl Z1 OIKTUO YEWMETPIOC TOU OVTIKEI-

Mévou. YTrapxouv didgopa €idn atod colliders, uepikd atd ta otroia eival ol Box Collider,
Sphere Collider kai Capsule Collider. H xprion emimtAéov opiwv yia Tnv avixveuon ou-
YKPOUCEWY CUPBaivel €TTEIBN CUVABWG N YEWUETPIA TWV AVTIKEINEVWY €ival APKETA TTOAU-
TTAOKN, YEYOVOG TO OTT0i0 Ba 0dnyouce o€ PeyAAn oTTatdAn TTOPwWY. ZTIG TTEPICOOTEPES TTE-
PITITWOEIG, N ATTAN YEWMETPIA TwV oToIXEiwv collider gival apkeTr yia va TTpOoEeyYideEl IKa-
VOTTOINTIKA TNV TTPOAYHATIKA YEWUETPIA TOU QVTIKEIMEVOU. Z€ QVTIBETEG TTEPITITWOEIS XPNOl-
poTrolgital To oToixeio Mesh Collider, To oT1T0i0 QVTIOTOIXEI AKPIBWG OTN TTPAYUATIKY YEW-
peTpia Tou povtéAou. H trepiopiopévn Xprion Tou otoixeiou Mesh Collider apkeTég @opég
EMQEPEI KOAUTEPA ATTOTEAEOUATA XWPIG va dnuioupyei TTPoRARUaTa EAAEIYNGS UTTOAOYIOTI-
KWV TTOPpWV. ZNMEIWVETAI OTI gival duvartr n xpron Tepicodtepwy Tou evog Collider o€ éva
QVTIKEIYEVO, O€ TTEPITITWOEIG OTTOU N XPron Tou evOog eV dnNUIOUPYED TNV €TTIBUUNTA YEWUE-
Tpia.

3.2.6 Materials - Shaders

objectMatarial = H eypdvion evog avTikelyévou oTn oKnNvA e€apTaTal
'Rm::::;:m"d” -~ 'é]] ot peydho Babud amd Ta oToixeic Material Kai
Main Maps Shader 1Tou BpiokovTtal o€ autd. Ta oToIxeia autd
e CD’ s | Aeiroupyolv oe ouvduaouo, dnAadr To aTOIXEIO

Smeatiness r— 'T} Material €ival utTeUBuvO yIa TO XPWUA Kal TRV UPn
~ oMNormal Map TTou Ba €xel €va QvVTIKEIUEVO, €VW TO OTOIXEIO
Fle butaion. Shader Trepiéxel uadNUATIKOUC UTTOAOYICHOUC TTOU
;j::"" Hask . a@opoUV TOoV UTTOAOYIOUO TOU XPWHOTOG O€ KABE
Tiing ;}; m; } pixel Tou avTiKElEVou, PBACIOPEVO OTOV EKAOTOTE
Secondary Maps PWTIOPO TNG OKNVIG KAl OTIG puBuicelg Tou aTol-
_:::::'ﬂf::sl’ & xeiou Material. Katd mnv eicaywyn evog oToixeiou
Tl X1 R | Material opiCetal TTol0 Shader 8a xpnoipoTtroinBei.
o ot s S | Suverdg, avahdywe TRV emAoyr Tou Shader, ol
:::"‘J::’;:;Z::;“ °"“;“ puBpioeig yia To oToixeio Material cival diagopeTi-
Reflections v KEG. [Na TA TTEPICOOTEPA AVTIKEIUEVA TG OKNVAG, TO
:::;:;'L‘I’::::ng . Shader TTOU XpnolyoTroigital €ivar To Standard
Double Sided Glabal Tilumi (] Shader. To Shader autd Tapéxel pia TTANBWpPa

puBuicewyv TO OTT0I0 TO KOBIOTA KATAAANAO yIa TN PEAMIOTIKA OTTEIKOVION TWV TTEPICOOTE-
PWV QVTIKEIMEVWV. 1A EEIDIKEUNEVES TTEQITITWOEIG XPNOIJoTToIoUVTal SIoQOopPETIKA Shaders
Ta oTToia TTPOCdidouV IDIAITEPA €QPE OTO avTikEiyevo. MNa Tapddelyua, oTny TTapouca €-
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@appoyn xpnoipotroidnke 1o Shader Silhouete-Outlined Diffuse [12] yia Tov TOVIGUO
TOU TTEPIYPAMMUATOG EVOG QVTIKEINEVOU KATA TNV ETTIAOYT] TOU.

3.2.7 Scripts

To 1o Baocikd oToIXEi0 TO OTToI0 KABOPICEl TN CUPTTEPIPOPA EVOG AVTIKEIPEVOU, gival TO
oToixeio Script. Ta scripts ammoTeAOUV ouCIAOTIKA KAAOEIG OTIG OTTOIEG TTEPIEXOVTAI KOMMA-
TIa KWOIKA TA OTT0ia CUVABWG ouVTAooel 0 XpAOTNG. OTToIOdNTTIOTE GUUTTEPIPOPA KAl EAEY-
XOG QVTIKEIMEVOU 1 aToixEiou, utTopei va uAotroindei péow kwdika. O1 uTTooTNPI(OPEVES
yAwaooeg oto TepIBaAAov TG Unity eivar n C# kai n Javascript. H Baoik olvdean evog
script pe Tn Unity yivetalr péow tng kKAdong MonoBehaviour. MNa ka8 kAdon — script Tou
onuioupyeital, dnAwveTtal autouarta 6t n KAdon autr] kKAnpovopei Tn MonoBehaviour. Autd
EXEl WG atroTéAeopa TNV autouarn dnuioupyia Twv cuvapTthocwy Start() kai Update() o€
KATToI0 script.

H ocuvdaptnon Start() xpnoigotroigital yia TNV apxikotroinon d1o0@opwyv PETABANTWY OTO
script. H kKAqon Tng ouvdptnong auTrg yivetal pévo pia opd Katd Tnv eKTEAEON TNG £QAp-
MOYAG Kal OUYKEKPIPEVA OTAV TO script evepyoTrolgital yia TTpwTn @opd. H Unity e€ac@ahi-
Cel 0TI OAeg o1 ouvapTioelg Start() Ba éxouv KANBEei TTpIV aTTO OTTOINdNTTOTE EKTEAEON KA-
TTol06 ouvdptnong Update().

H ouvdptnon Update() kaAeital oe kdBe frame TG e@appoyng — traixvidiod. O apiBuog
Twv frames avda deuTepOAETITO O¢€ pia epappoyn ovoudletal Frame Rate ) Frames Per
Second (FPS). Q¢ FPS opicetal 0 aplBuog Twv eIkOvVwyY TTou TTpodAlovTal oty 086vn
KABe deuTepOAeTTTO. ETTOPEVWG, N ouvdpTnon Update() xpnoigoTroigital yia Tnv uAoTtroinon
CUNTTEPIPOPWV OTIG OTTOIEG Eival ATTAPAITATOG O CUVEXNG EAEYXOG KATTOIWY KOTACOTACEWV.
MNa mapddeiyua, n YETOKIVAON €VOG TIAIKTN WE TN XPNON €10000U aTTO TO TTANKTPOAOYIO,
ATTAITEl OUVEXWG VA EAEYXETAI AV KATTOIO ATTO TA KOUMTTIA PETAKivnong £xel TTatnBei. Edv o
éAeyxog auTtog yivetal otn ouvaptnon Update(), To ammrotéAeopa Ba gival pia ool eKTENE-
on Tou TraixvIdIou, OTTWG gival eMOuUUNTO.

H kA&on MonoBehaviour TTpoc@épel eTITTAEOV KATTOIEG ONUAVTIKEG OCUVAPTACEIG TTOU UTTO-
poUv va xpnoligotroinBouv, Ouwg dev dnAwvovTtal autéuata Katd Tn dnuioupyia Twv script.
Mepikég atmd autég eival ol Awake(), FixedUpdate(), LateUpdate(), OnGUI(), OnEnable()
kKal OnDisable(). Ek16g atrd Tig TTapatmdvw OuvapTACEIG, 0 XPAOTNG UTTOPEi va dnuioup-
yhoel TIg IKEG TOu, TIG OTToiEG Ba TTPETTEI VO KAAEDEI EEXWPIOTA.

3.3 Fpag@ikA dieTran XpRoTn
e 22 H Snuioupyia piag ypa@ikAg diemagrg Xerotng (Graphical
=| User Interface) pmropei ToAU €UkoAa va uAoTroinBei péow Twv
avTikelévwy ToTTou Ul TToUu TTpoo@épel n Unity. Ta avTikeipeva
auTd BpiokovTal oTNV IEpApPXia AVTIKEIMEVWY WG TTAIBIA €VOG
QVTIKEINEVOU OTO OTToi0 PBpiokeTal To oToixeio Canvas. Ta Tre-
— PICCOTEPA AVTIKEIMEVA YPAPIKAG DIETTAPNG dnuIoupyouvTal €U-
imoge KoAa péow Tng €mmAoynig Create - Ul otnv iepapyia avTikelué-

Camera Raw Image , ., , ,
Buton vwv. H avadidragn kar Tpocapuoyr] TwWV AVTIKEIMEVWY aUTWV

Toggle

ot oTa 6pia TNG 08évng, dnuioupyei éva elxpnoTo TTEPIBAAAOV
el MEOW TOU OTTOIOU O XPNOTNG XEIPIETAI TNV EQapuoyn 1 dEXETaI

Dropdown

Input el OPIOHEVEG ONUAVTIKEG TTANPOQOPIES YIa AUTHV OTNV TTOPEia €-

Canvas

Pare KTEAEONG TNG. ZnMEIDVETAI OTI N dNUIOUPYIa AVTIKEIUEVWVY YpO-

Event System QIKNG DIETTAPAS KOl O XEIPIOUOS YEYOVOTWY TTOU €XOUV va KA-
e

Create Empty
Create Empty Child
3D Object

2D Object

Effects

Light

Audio

Video

ut

Vuforia
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VOUV HE QUTHV, UTTOPOUV va UAOTTOINBOUV Kal JECw KWIKa Pe Tn Bondeia Tng ouvapTnong
onGUI().

3.4 Prefabs

O1rwg €xel AdN avoeepBbei KABE avTIKEIYEVO OTN OKNVI UTTOPEI va atToTeAgiTal ammo éva N
TTEPIOCOTEPA OTOIXKEIQ TA OTTOI €XOUV PUBUIOTEI CUPPWVA UE TIG AVAYKES TNG EQPAPHOYNAG.
2& TTOMNEG TTEPITITWOEIG UTTAPXEI N avAykn dnuioupyiag evog avTiKeEIEVOU TTOANEG POpPEG
o€ Jia oknvA. H o Tpo@avig Aucon Ba Atav n atrAf avriypa@n Tou avTIKEIPEVOU TTOAAQ-
TIAEG Oopég o€ pia oknvr]. To TTPOBANPA oTAV TTEPITITWON AUTA gival 6TI OAa Ta avTiypagpa
Ba Atav ave¢dptnTa pETAgU Toug, OTTOTE Wia aAAayn o€ KATToI0 atrd autd dev Ba epapuo-
¢oTav kai og 6Aa Ta avtiypa@d Tou. Na 1o Adyo autd n Unity rpoo@épel Tov TUTTO Prefab,
0 otroiog emTpETTEl TNV aTToBAKEUON evdg GameObject padi pe dAa Ta oToIXEID TOU OTOV
@akelo apxeiwv Tou TTPOTCeKT. ‘ETOI, otToladnTToTE aAAQYA CUMBaivel 0€ éva QVTIKEIPIEVO
TTou €xe1 ammoBnkeuTei wg prefab, epapudletal kal oe OAa Ta avriypa@d Tou.
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H ENAY=HMENH NPArMATIKOTHTA >THN E®GAPMOI'H

‘Eva piIkpd aAAd 181aiTepa onUAvTIKG KOPPATI TG €QApPOYAG atToTeAEl N oxéon TG ME TNV
TeEXvVoAoyia Tng emaugnuévng TTpayuanikotnTag. H eicaywyn otroloudATToTeE POVTEAOU OTO
KUPIO TTEPIBAANOV TNG EQOPUOYNAG YiveETal JEOW €UPEDNG Kal ETTIAOYAG TNG TTPOBOAARG auTou
atrd pia €ikova-o1éxo (Marker) TTou TO QVTITIPOCWTTEUEL. ZUYKEKPIYEVA O XPAOTNG HECW
NG KAPEPAG TOU KIVNTOU A TOU TAUTTAET BPIiOKEl TNV €IKOVA-OTOXO TTOU £TMIOUEN KAl OTn Ou-
vEXela TTPORAAAETaI TTAVW OTTO QUTHV TO TPIOOIACTATO PWOVTEAO TTOU TNG avTioTolxEl. O1 €1-
KOveG-aTOx0I Bpiokovtal OAeg atnv 3" ékdoon Tou BIBAiou Mnxavoloyikd Zxédio Tou Ka-
Bnynt Apiotopévn Aviwvidadn Tng ZxoAns Mnxavikwy MNapaywyng kai Aloiknong tou lMo-
Autexveiou Kpntng. Z10 Ke@aAaio autd Ba eEnynbei o TPOTTOG avayvwpiong, TTIAOYAS Kal
EI0QYWYNAGS TV HOVTEAWV O0TO KUPIO TTEPIBAAAOV TNG EQAPUOYNG.

4.1 Avayvwpion Kail TpoBoAn povTéAou

H evowpdtwaon Tng texvoAoyiag erauénuévng payuatikétntTag oto TepIBdAAov Tng Unity
yivetal, 0TTwg €xel non avagepBei, ue TN xprion Tng PBiBAIoBrAkng EasyAR. H BiBAI0Brkn
auTh TTapéxEl €vav EUKOAO TPOTTO avayvwpIonG EIKOVWV-OTOXWV Kal uttéEpBeang TpIodid-
OTOATWV MOVTEAWYV. ZUYKEKPIYEVA TTAPEXEI TNV UAOTTOINON SI0QOPWY AEITOUPYIWV ETTAUEN-
MEVNG TTPAyHaTIKOTNTAG HECW Wiag ouAAoyrg atmo Prefabs. Na Toug okotroug TnG TTapou-
0ag £pappoyng xpnoiyotoiénkav Ta Prefabs EasyAR_Startup kai ImageTarget.

To prefab EasyAR_Startup 1repiéxel 6An mn BAcIKr) A&ITOUpyIKOTNTA TTOU ATTAITEITAI OE Hia
EQapuoyn eTaugnuévng TTpayuatikétnTag. AnAadn TNV apxIkotroinon TNG KAPEPAS Kal TN
duvaTtoTnTa avayvwpiong otéxwy (Targets) Kal TNV ATTOTEAEOUATIKA TTAPAKoAoUBnon au-
Twv (Tracking). EmmAéov divetal n duvatotnTa aAAayAg KATTOIWV PUBUICEWY TTAPOKO-
AolBnong, OTTwg n TTPoTiuNoN KaAUTepNg ToIOTNTAG €vavTl amédoong (Quality over
Performance) | n €mAoyrf Tou apiBuou TAUTOXPOVWY OTOXWY TTou TTPORAAAOVTAl OTN
oknvh (Simultaneuous Targets). lNa Tnv gvepyotroinon AsiToupyiag Twv duvaToTATWY
QUTWV aTTaITeiTal N dnuioupyia evog Aoyapliaopou oTnv 10ToogAida TnG BIBAIOBAKNG
(https://www.easyar.com/) Kal 0Tn CUVEXEIA N oUVOEDN evOG HOVAdIKOU KAEIBIOU TTIOTOTTOI-
nong ue 1o project otn Unity.

H mpooBnkn evég prefab ImageTarget otn oknvr agopd Tn dnuioupyia piag véag €iko-
VOG-OTOXOU Kal Tn oUvOeoT] TNG ME £va TPIoOIGCTATO AVTIKEIMEVO. 2T0 oxNua 4.1 TTapou-
oiafovTal ol Bacikég pubuioelg yia éva ImageTarget.

GameObject avayvwpiong £1k6vag-oToXou

Baoikd avrikeipevo

: —— ¥ ImageTarget . .
omv iepapxia Projected Model ZUOYXETICOMEVO QVTIKEIMEVO

TPICOIAOTATOU HOVTEAOU

A|06pol-"] Kal ovopa ¥ & ¥ Image Target Behaviour (Script) Qe
QPXEIOU EIKOVOG-OTO ou\‘f"f\ [mageTarqethehaviow
px g X Path ImageTarget.jpg

Name ImageTarget
Size X0 Y |0
Active Target On Start v
GameObject Active Control v
Lock Size Ratio
Storage Assets = ) :] . .
Loader _None (Image Tracker Base Behaviour) —————@. ET”)\DYF] O:T[OG”KEUOT]G

€IKOVOG OTO PAKEAD
OeBOUEVWY TOU TTPOTEEKT

2xnua 4.1:  PuBuioeig evog avrikeipevou ImageTarget
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210 oXAMa 4.1 Trapartnpeital 611 N dIadPOUI TOU APXEIOU EIKOVAG-OTOXOU ATTOTEAEITAI JOVO
ammd 10 dvoua Tou apxeiou. Autd cupBaivel 1Teldr) n emAoyn Assets wg onueio ammobn-
Keuong, opilel wg TTpokaBopiouévn Béon Twy apxeiwv 1o @dkeAo StreamingAssets TTou
Bpioketal oTo @AakeAo dedouévwy (Assets) Tou TTPOTLeKT. KaTd Tn didpKela EKTEAEONS TNG
EQAPUOYNG, TO AVTIKEIUEVO gival apxIKa atrevepyotroinuévo atn oknvh g Unity. H evep-
yoTtroinon Tou cuppaivel HOAIG avayvwpIoTEl JEOW TNG KAPEPAG N EIKOVA-OTOXOG TTOU €XEI
opIoTEl O€ AUTO, TTPOKAAWVTAG TNV TAUTOXPOVN UTTEPBEDN TOU OUCXETICOHEVOU TPIoDIACTA-
TOU POVTEAOU. ZNMEIWVETAI OTI TO TPICOIACTATO POVTEAO TToU TTPORAAAETAI KATA TNV avaO-
yvwpIon TNG €IKOVAG TTou €XEl OPIOTEl, opifeTal w¢ TTaIdi Tou avTikelyévou ImageTarget.
AuTO KaBIoTd TN AsiToupyia avayvwpiong 1IBIAITEpa atrAr, dUwG TTapoucIadeTal Eva onua-
VTIKO TTPOBANUA TO OTTOIO TTEPIYPAPETAI TTAPAKATW.

H e@apuoyry 1ou ulotroiNBnke atroTeAciTal amd éva HEYAAO aAPIBPO  QVTIKEIMEVWV
ImageTargets kal KaTé CUVETTEIQ OTTO €va EYAAO apIBPO TPICOIAOTATWY HOVTEAWY CUOXE-
TICOpEVa pE auTd. O peydAog OyKog TPIoOIGOTATWY HOVTEAWV £XEl WG ATTOTEAECUA TN ON-
HaVTIKA augnon Tou Pey€Boug TG €pappoyng, KATI To oTroio dev eival eTIBUPNTO o€ pia
€EQapuoyr TTou TTpoopileTal yia @opnTéC oUOKEUES. MNa To Adyo autd, Ta TpiodidoTara o-
viéAa  amoBnkevovTtal  online  umd  popery  .obj kal  ouykekpiyéva  OTNV
oa http://www.antoniadis.gr/. AuTo onuaivel 0TI 0TV apxr TNG EKTEAEONG TNG EQAPUOYNG,
kavéva avTikeipevo ImageTarget dev €xel KatToI0 TTAIdI — TPICOIAOTATO POVTENO OUCXETICO-
MEVO PE aUTO. ZUVETTWG KABE PovTéENO Ba TTPETTEI va 1I0AYETAI KATA TN DIAPKEIQ EKTEAEONG
NG €PapPoyAg OTav auTd eival amapaitnTo Kal va opidetal wg TTaidi Tou avTioToIXoU
ImageTarget ato otroio avikel. H diadikacia autr TTEpIypAQETal OTN CUVEXEIQ.

Omwe avaeépbnke vwpitepa, Ta ImageTargets eival apxiké atrevepyoTToINUéVA Kal EveEp-
yoTToIouvVTal JOVO KATA TNV avayvwplion Tng €IKOvag-oTdXoU TOoUG ME ATTOTEAECUA TNV
TTPOBOAA TOU TPIOBIAOTATOU POVTEAOU TOUG. 2Tr OUYKEKPIMEVN TTEPITITWON TO AVTIOTOIXO
HovTéAo dev uttapyel. ETTopévwg katé Tnv evepyoTtroinon ké&molou ImageTarget oTéAveTal
éva aiTnua Aq@ng Tou apxeiou TNG YEWPETPIAG avTioTolxou PovTéAou (apxeio .obj) atmd éva
online url, 6TTwG TTAPoUCIAdeTal OTOV KWAIKA TOU TTivaka 4.1.

void Update(){
if (wasEnabled && !objectCreated && gameControl.CheckInternetAvailability() ) {
gameControl.DownloadRequest ( +this.name+ ,this.
gameObject,this.name);
objectCreated = true;

Destroy (this);

}
Mivakag 4.1:  Kwdikag dnuioupyiag aIthpaTog Ayng apxeiou

O kwdikag Tou Trivaka 4.1 TotroBeTeiTal o€ KABE avTikeipevo ImageTarget péow avrioTol-
Xou script. To KGBe avTIKEieEVO aTTd auTd £XEl DIAPOPETIKI) OVOUATIa KAl TUYKEKPIPMEVA Eval
Ovoua-kKwdIKG Tou PovTéEAOU OTO oTToio avTioTolxei. Me Tn AoyikA auTr], TO AITOUMEVO apXEio
TTPOG AAWN avTIOTOIXEI OTO OVOUA-KWAIKO Tou JovTéAOU, atTokAgiovTag €Tal Tn AWn Aav-
Baopuévou apyeiou. MNa va TTPayPaToTTONBEl ETTUXWGS £va QITNPA, ATTAITEITAI VA UTTAPXE!
ouvdeon oTo B1adiKTUO. Z€ avTiBeTn TTEPITITWON TTPORAAANETAI AVTIOTOIXO UAVUHG OQAAUQ-
TOG 0TV 006vn TNG @apuoyng. Epdcov éva aitnua TTpayuatoTroindei, o KWwdIKag Tou TTi-
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vaka 4.1 agaipeital ammd 1o avrtioToixo ImageTarget, €101 woTe va augnBei n ammédoon NG
EQPAPUOYNG MEIVOVTAG, TNV EKTEAEON TUNPATWY KWAIKA TTou BpiokovTtal GTn ouvaptnon
Update(). H Aqwn Tou apxeiou TrpayuartoTtrolcitTal yéow NG kKAdong UnityWebRequest.
Kata mn didpkeia AAung tou povtéAou TTPORAAAETaI TAUTOXPOVA Hia PTTAPO TTPOOBOU N
OTToiO KPaTA eVhEPO TO XPAOTN. H ekTéAEON TOU QUITAPATOG KAl N EVAPEPWON TNG PTTAPAG
TIPOOdOU TTAPOUCIAOVTAl OTOV KWAIKA TOU TTivaka 4.2.

UnityWebRequest www = UnityWebRequest.Get(url)
UnityWebRequestAsyncOperation asyncOperation = www.SendWebRequest ();
float prevProgress = -1;
while (l!asyncOperation.isDone) {
if (asyncOperation.progress > prevProgress) {
prevProgress = asyncOperation.progress;

progressBar.UpdateProgress (asyncOperation.progress);

Mivakag 4.2: Kwdikag eKTEAEONG AITAUATOS Kal evnuépwan TTpoddou Ayng

E@oocov n Ayn Tou apxeiou yewPeTpiag Tou PovTéAoU eival ETTITUXAG, TO €TTOMEVO Briua
gival n eicaywyn Tou oTto TTEPIBAAAoV TNG Unity Kai n avayvwpior Tou atmd auto. H yewpe-
Tpia TPIOSIGOTATWY PMOVTEAWV OTO TTEPIBAANOV TG Unity avarrapioTadrtal pEow TNG KAAoNg
Mesh. Zuvemmwg xpnoiyotroienke €vag Objimporter [10], o omroiog diaBadel éva apxeio
.0bj kai emoTpéPel €va avTikeiyevo KAGong Mesh. 2Tn ocuvéxela onuioupyeital éva
GameObject Tou avatrapioTd TO0 JOVTEAO Kal ATTOTEAEITAI OTTO TN YEWUETPIO TOU AVTIKEIUE-
vou TnG kKAdong Mesh. To GameObject opifetar wg Taidi Tou ImageTarget TTou evepyo-
TToIRBNKE Kal KATA oUVETTEIQ TTPORAAAETAI TTAVW aTTd TNV €IKOVA-OTOXO TTOU TOU QVTIOTOI-
XEi. 210 oXNua 4.2 mapoucidgeral éva oTIYMIOTUTIO TNG EQAPUOYNG KATA TNV avayvwpion
Kal TTPooAR evog povTéAou atrd pia eIKOVa-OTOXO.

akpkg Fpappr SidoTaong Bon@nmnikn ypay|
01.1.2
fsoypayupion Mpappn évdeigng Siatopfic  Fpappi HIKpWY

01.1.6
N\

i

2xnua 4.2:  TpoBoAn TpicdidoTaTou HovTéAou TTévw atmd TNV avTioToIxn €IKOVA-OTOXO
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4.2 EmiAoyn kal peTa@opd povréAou oTo KUpio TrepIBAAAov

MeTakIviovTag TNV KAPEPa TTAvw atrd dia €IKOva-oTéxo TTou BPIioKETal GTOV TTPAYUATIKG
KOOMO, 0 XpNoTnG €xel TTAéov Tn duvaToTnTa va O€l To TPIoOIAOTATO JOVTEAO TTOU TTPORAA-
Aetal Tdvw atmd authv. EmMTpooBeTa, €pOcov 0 XprioTnG aTTOPACiCEl TTOI0 JOVTEAO TOV
evOIaQEPEL, UTTOPET Va TO €TTIAECEI KOl OTN CUVEXEIQ VA TO METAQEPEI O€ Eva vEO TTEPIBAAAOY
yla Trepaitépw emegepyacoia. Otav Eva avTiKEiNEVO ETTIAEXDE], HETAPEPETAI OTO KEVTPO TNG
KAPEPOG PE Hia BIOKPITIKA YPAMMN OTO TTEPIYPAUKA TOU, N oTToia Kal dNAWVEI TTWS AUTO
éxel emAexBei. H emAoyn yivetal péow a@nrig oTo onueio TTou BpiokeTal TO JOVTEAD, EQOCOV
KAtTo10 PHovTéAO TTPORAAAETAI 0TRV 004Vn. 2T0 oXNua 4.3 TTOPOUCIAZETAl VA OTIYMIOTUTTO
NG EPAPUOYNG UETA ATTO ETTIAOYF KATTOIOU JOVTEAOU.

Ommikig axpts Fpappi SidoTaang Bon@nmikh ypapy

01.1.2

faaypappion Fpappd évBagng Gatopns  Fpapprn pikpa

01.1.6
I TR 1 | (

2xNua 4.3:  TpoBoAn TpicdidoTaTou PovTéAou TTévw atrd TNV avTioToIXN €IKOVA-OTOXO

2T0 OTIYMIOTUTTO TOU OXAuaTog 4.3 TrapouaidfovTal eTITTAEOV U0 KOUPTTIA aTnv 086vn. To
KOUUTTI OTO KEVTPO TNG METAPEPEI TO ETTIAEYUEVO POVTEAO OTO KUPIO TTEPIBAAAOV TNG EQap-
MOYNG, €VW TO KOUMTTI TTOU BPIiOKETaI TTAVW OPIOTEPA ETTIOTPEPEI OTO KUPIO TTEPIBAAAOV
XWPIG TN YETAPOPA KATTOIOU PJOVTEAOU O€ QUTO. ZnUEIVETAI, OTI TO TTEPIBAANOV TNG KAME-
PG yIa TNV €TMAOYR Kal TTPOBOAA POVTEAWY Kal TO KUPIO TTEPIBAAAOV TNG EQPAPUOYNG aTTo-
TeEAOUV BUO BIAPOPETIKEG OKNVEG OTO TTPOTEEKT TNG Unity. ETTopévwg n peTa@opd Tou po-
vTéAOU aTTaITel TN METAQOPA €VOG QVTIKEIMEVOU aATTO dia oknvA o€ pia dAAn. H diadikacia
auTh TTapoucidleTal aTov KwOIKa Tou Tivaka 4.3. To KUpio TTEPIBAAAOV PETA TNV ETTITUXNA
METa@OPd VOGS JoVTEAOU a€ auTd TTapouaidleTal oTo oxnua 4.4. O1 AeIToupyieg TTouU TTapé-
xovTtal 6a ££nynBouv avaAuTIKa O0TO KEQPAAQIO 7.

IEnumerator LoadEditorAsync(GameObject objectToMove)

{
AsyncOperation asyncLoad = SceneManager.LoadSceneAsync (1,LoadSceneMode.Additive);
while (!asyncLoad.isDone)
{
yield return null;
¥
SceneManager.MoveGameObjectToScene (objectToMove, SceneManager.GetSceneByBuildIndex (1));
SceneManager.UnloadSceneAsync(SceneManager.GetActiveScene());
¥

Mivakag 4.3: Kwdikag OpTwoNnG OKNVAS Kal JETAPOPAG HOVTEAOU O€ auTh
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2xAua 4.4

To kUpio TTePIBAANOV TNG EQAPUOYNAS
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5. TOMH 2TEPEQOY AIIO ENA ENIMNEAO

H 1o onuavTikn Aseitoupyia TNG epappoynig agopd Tnv Toun evog oTePEoU aTTd £va ETTITTE-
00 oT0 XWpo [6,7,8,9]. H Acitoupyia auTr xpnoiyoTroicital TToAU ouxva oe CAD e@apuoyég
KOl OPKETEG POPEG Eival ETTIBUUNTEG BUO A TTEPICOOTEPES DIODOXIKEG TOUEG £VOG OTEPEOU. H
dladikagia TG TOUAGS EVOG TuXaiou OTePEOU aTTO £va AVTIOTOIXA TUXQAIO ETTITTEDO TTAPOUCIA-
Cetal ato oxnua 5.1. 210 KePAAaio auTd Treplypd@eTal avaAuTiké n dladikagia TToU aKo-
AouBeital yia va emTeEUXBEi TO CUYKEKPIUEVO ATTOTEAEOUA UEOW Miag o€ipds aAlyopiBuwv
UTTOAOYIOTIKAG YEWHMETPIOG.

Btaon Béaon
Ea
AV, £TTiTedo
' O0AE Toun

avTIKelUEVD avdueoa
oT0 eTimedO TOpG KOl
TOV TIapaTnenTh

QVTIKEIJEVO PETA TNV TOWN

QVTIKEIPEVO PETA TO
£TiTedo Topng

ZxAMa 5.1:  Toun evég oTEPEOU O€ oxéon He Eva eTmiTedo

H avammapdoTtaon TpiodidoTatwy PHOVTEAWY OTA YPAQPIKA UTTOAOYIOTWYV YiveTal péow OI-
KTUwV yewpeTpiag (Meshes). Ta diktua yewpueTpiag eivalr pia ouAAoyr attd KOPU®EG
(Vertices), akuég (Edges) kai em@daveieg (Faces), ol otroieg opifouv 10 OXANG €vVOG TPIO-
OldoTtaTou povtéAou evog otepeol. O1 em@aveleg atroteAolvTal ouvhABws atrd Tpiywva,
TETPATTAEUPA | ATTAG KUPTA TTOAUYywva. 210 oxAiua 5.2 mTapouciddetal éva Tpiywvikd Oi-
KTUO yewpeTpiag (Triangle Mesh).

ZxNMa 5.2 Tpiywviko Aiktuo MewpeTpiag mou avatrapiotd éva poviéAo CAD
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ZTIG TTEPIOCOTEPEG TIEPITITWOEIG N YEWUETPIA TTEPIOPICETAI TNV AVOTTAPACTACN TNG EEWTE-
PIKNG ETTIPAVEIOG TOU POVTEAOU KaI XWPIG va TTAPEXETAI KAWia TTANPOQOpPIa yIa TO ECWTEPI-
K6 Tou. 'ETO1, N TOUA O€ Wia TETOIO YEWUETPIO ETTIPAVEIWV EXEI WG OTTOTEAECUA AVOIKTEG TTE-
PIOXEG OTO €TTiITTEDO TOUNAG, O€ aVTIBEON WE TIG ETMOUUNTEG KAEIOTEG TTOAUYWVIKEG YPAUMEG.
2710 oxAua 5.3 TTapouciadeTal N TOUN evog MovTéEAOU e éva eTTiTTE®O TOUAS Kal oI dUo avTi-
OTOIXEG TTEPITITWOEIG ATTOTEAEOUATOG TNG TOUAG, N TTPWTN YIA £va PHOVTEAO ETTIQPAVEIWV KAl
n deUTEPN YIA €va OTEPED POVTEAD. TNV TTEPITITWON TNG EQAPUOYAG TTOU avaTrTuXOnkKe, Ta
MOVTEAQ TTOU €I0AYOVTal E€ival JOVTEAQ ETTIQAVEIV OAAG QTTAITEITAI N TOMN VA TTPOCPEPE]
KAEIOTA OXAPOTA, OTTWG YiVETAlI OTNV TOUA OTEPEWV POVTEAWV. KaTd CouvEéTTEIa €ival aTTO-
PAITNTO TO KAEIOIUO TWV AVOIKTWY XWPWYV TToU dnuioupyouvTal JETA TNV TOJN TOU JOVTEAOU
ETTIQAVEIWV HE TO ETTITTEOO TOMNG.

Apxik6 Movtého

Toun oe Movtédo Emigaveiwv

Topr og Zreped MovTiého

ETritredo Toprg

&V

Zxnua 5.3:

Toun o€ éva Movtého ETTi@aveiwy Kal o€ éva Z1eped MovTtéAo

Emonuaivetrar 611 n diadikacia TTou XPNOIYOTIOIEITAI OTNV £QAPHOYI TTPOCOUOIWVEl TNV
TOMN OTEPEOU UOVTEAOU KAEIVOVTOG TOUG AVOIXTOUG XWPEOUG ATTO TNV TOUA €vOG POVTEAOU
EM@aveIWV. Agv TTPOKEITAI ONAADH YIO TOUN OTEPEOU CWHATOG WE ETTITTEOO AAAG yIa Weu-
doTrapouciaocn TG TOMAG QUTAG, XPNOIMOTTOIWVTAG TA OTTOTEAECUATA TNG TOMNG ETTIQPA-
VEIWV.

5.1.1 Avamapdoraon AIKTUwyv NewpeTpiag otn Unity

lvi Solid 1 (Mesh Filter) e [la TNV avamapdoTtaon &vog QVTIKEIWEVOU OTN

| Reeh psoic ° oknvA TNg Unity, eival amapaitnto va utrdpxouv

| v . ¥ Mesh Renderer Q@ = , , .

| ¥ Lighting oe auté Ta otoixeia Mesh Filter kai Mesh
Light Probes  LBlend Probes i Renderer (BA. oxAua 5.4). H mpécPacn aTo di-
Reflection Probes | Blend Probes $] ’ - i ) i
Anchor Override. [None (Transform) o KTUO YEWWETPIOG £VOG PJOVTEAOU YiveTal HECW TNG
Cast Shadows | ©On 2] . , ' ,
o |’<Aaor]g M,esh. To OTo!xslo Mesh Flli[er 'ITGI[’DVEI
Motion Vectors [ Per Object Motion_ 1] éva OTIYMIOTUTTO TNG KAAong Mesh atrd Tov @dake-
St S Ao Tou ekdoToTe project. To OTIYMIOTUTIO QUTO

1y To enable generation oflghtmaps for this Mesh - 7 , - ;

“i/ Renderer, please enable the ‘Lightmap Static' property. ﬂapsxsTa' OUOCIaOoTIKO AaTTO TO HOVTS)\O TTOU £X8|
|7 Materials eloayBei otov edakeAo autd. O pOAog Tou OToIXE(-
Siz ik . , , ,

S kene OSohainat o OU Mesh Filter gival va TTapéxel Tn yewWMETpia o€

Dynamic Occluded
>xAua 5.4: Ta otoixeia Mesh Filter

kai Mesh Renderer og
Mia ovtoTnTa

éva component TUTou Mesh Renderer, 10 oTT0i0
Kal TN oxedladel aTn OKNVA.

H kAdon Mesh Trepiéxel dUo TTivakeg o1 OTToIOI
givar atmapaitnTol TTPOKEINEVOU va UTTOPEi va
TTPOCBIOPIOTEI N YEWMETPIO €vOG avTikeiuévou. O

mivakag Vector3[] vertices Trepiéxel Tn BEon KABE KOPUPNG TNG YEWUETPIAG OTOV TPIODIA-
oTtato xwpo. O mivakag int[] triangles mmapéxel TTANPOQPOpPIEG OXETIKA e KABE TPiywvo TNG
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YEWMETPIOG. ZUYKEKPIMEVA, T Tpiywva atrobnkevovtal S1ad0XIKG OTOV TTivaKa Kal KABe
Tpiywvo kataAauBdavel Tpeig Bocig, 60eg dnNAadn Kail ol KopuPES Tou. KABe BEon TTepIEXEI
évav aképaio o oTroiog auuBoAidel TN BEon TNG KOPUPAG OTOV TTiVAKO KOPUuPwv vertices.
MNa mapddeypa, otov Trivaka 5.1 TTapouciddetal éva TUAPA KWOIKA TToU OXeOIAEl TN YEw-
METPia evOg atTAOU TETPAYWVOU TO OTTOI0 aTToTeALiTal aTTd dUO Tpiywva.

void MakeMesh(){

vertices = new Vector3[] {

new Vector3 (9, 0, 0),
new Vector3 (1, 0, 0),
new Vector3 (9, 1, 0),
new Vector3 (1, 1, 0),
s
triangles = new int[]{ @, 2, 1, 2, 3, 1};

mesh.Clear ();
mesh.vertices = vertices;

mesh.triangles = triangles;

mesh.RecalculateNormals ();

}

Mivakag 5.1:  Kwdikag kal atmotéAeoua dnuioupyiag TeTpaywvou otn Unity

Znueiwvetal 0Tl Ta Tpiywva oxedidfovTal pe de€i6oTpoPn @opd Kal gival opatd ammod évav
TTapaTnENTH 0 oTToiog Ta BAETTEI ATTO KATAAANAN B£0N WOTE va @aivovTal Jovo atrd auThyv.
210 oxnua 5.5 mapoucidlovral U0 Tpiywva Pe avTiBeTeG POopPES Kal Evag TTapaTtnenTtig. To
KGBe Tpiywvo €ival opatd amod Tov TTapatnent Yovo otav BpiokeTral oTov KATAAANAO Ni-
XWPO. ZUVETTWG ATTAITEITAI TTPooOoX KATA Tn dnuioupyia Tou Trivaka triangles, woTe ol Ko-
PUQEG va divovTal pe TN owoTn ocipd. H Texvik auth ovopdletal back-face culling kai
XPNOIUOTIOIEITAI VIO VO BEATILWOEI ONUAVTIKA TNV a1rddoon KATA Tn oXediaan AVTIKEIUEVWY,
MEIWVOVTAG TOV ApIBUS TWV TPIYWVWY TTOU TTPETTEl va oXedlaoTouv. Na va nTav kabe Tpi-
ywvo opaTd Kal atrd TI dUo Oyelg Ba EmpeTTe va oxedlaoToUV U0 SIGPOPETIKA TPiywva
yia KABe oyn, dITTAACIACOVTAG £TC1 TOV GUVOAIKO QpIBUO TPIVWVWY TOU QVTIKEIMEVOU.

ZxAMa 5.5: Ofaon Tpiywvwy atd TTapatnenTh o€ dUo nuixwpoug A kai B.
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MNa k&Be kKopuen Tou TTivaKa vertices PTTOpEi va TTapéxXovTal ETTITTAEOV TTANPOPOPIEG TTOU
gival XpAolPeS yia TN yewpeTpia. O1 TAnpogopieg autég amobnkelovtal 0 EEXWPIOTOUG
TTivakeg ioou peyéBoug pe Tov Tivaka vertices. Ol TTiVAKEG AUTOI UTTAPXOUV TTPOQIPETIKA Kal
MTTOpPEi Va gival ol normals, colors, tangents kai uv.

Mo Toug OKOTTOUG TNG TTapoUoag epyaciag Ba xpnolyotroindei emTITTAéov pévo o TTivakag
normals. O Tivakag autdg Tepiéxel Ta diavuouaTa vopuag (normal) yia kabe kopuer|. Qg
voppa opidetal éva dIAVUOHUA TO OTTOI0 £XEI KATEUBUVOT €GWTEPIKY ATTO TNV ETTIYAVEIQ TOU
HovTéAOU Kal EekIva atrd Tn B€on TnNG avtioToixng KOPUPRG oTnyv otroia avrikel. To didvu-
OJa autd KaBopidel TNV £viaon Tou QwTOG 0€ KABE KOPUPR KAl CUVETTWG OTIG ETTIPAVEIEG
Tou povTéhou. Av n kateuBuvon Tou dlavUouaTog VOPUOG Hiog KOPUPNG gival avTiBeTn ue
QUTAV TOU QWTOG, TOTE 0 WTIOUSGS Ba cival oTn PEYIOTN €VTAOT O€ €KEivn TV KOpUPr). Av
ol duo dieuBuvoelg cival KABeTeg, TOTE N KOPUPH dev QWTIeTal. 210 OoXAUA 5.6 ¢aiveTal
TTWG QWTICETaI Mia eTTIPAVEIQ Kal Jia Kopu@r] avaAdywg Ta diavuopaTta vOpPag. ZT0 oXNua
5.7 @aivetal 0 pwTIONOG oTo TTEPIBAAAOV TNG Unity 61av 10 @wg gival TTapdAAnAo kai KGBe-
TO OTA dIAVUOUATA VOPUOG TWV KOPUPWY. 2TO OXNUA auTd Ta diavuouata vOpuag eival
OAa kdBeta oTnVv €MIPAVEIQ.

Pwriopog MapdAnAog kai AvTiBeTog
(Méyiatn QwTevoTnTa)

Aldvuopa Nopuag

A

DwTIoOPOG UTTO YWwvia
(Evdiapeon PwrevoTnTa)

dwriopodg Kabetog
(Mndeviki dwteveTnTa)

ZxNMa 5.6: PWTIOPOG ETIPAVEIAG KOI KOPUPWYV OE OXEON UE TA dlavUoPaTa VOPUAG

2xNMa 5.7  PwTiopdg oto TTEPIBAANov Unity étav n TNyl @wTtog gival TrTapdAAnAn (apli-
oTepd) Kai K&OeTn (0€€1d) oTa dilavuouaTa vVOPUAG TWV KOPUPWV
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5.2 Mapadoxég TOpnAg
Mo TNV aTTOTEAECUATIKN €QapPoy Twv aAyopiBuwy TTou Ba TTEPIYPAPOUV OTN CUVEXEIQ,
AapBavovTal o1 TTapakAaTw TTapadoXEG YIa Ta OVTEAQ OTA OTToIa Ba EQAPUOCTEI N TOUN.

Mapadoxn 1:  Kd&be akur) Tou SIKTUOU YeEWUETPIAg poipadetal ye dUO akpIBWG Tpiywva
Kal Ogv TTPETTEI va UTTAPYXOUV onueia dlaocTalpwaong METaiU Twv TPIYw-
VWV, aKOPa KAl TNV TTEPITITWON TTOU N YEWMETPIa atroTeAsiTal atrd Ee-
XWPIOTA QVTIKEIMEVA O€ pHia cuvapuoAdynon.

Mapadoxn 2:  Auo Tpiywva TTou gival opatd Kal PoipalovTal Jia KoIvr) akurf 6a TTpETTeEl
va €XOUV avTiBeTEG KaTEUBUVOEIG OTNV KOIVA TOUG OKMI.

ZxeTikG pe v 17 Tapadoxr, oto oxAua 5.8 (a) @aiveTal Yio YEWUETPIO TTOU ATTOTEAEITAN
atro OUO EEXWPIOTA QVTIKEIMEVA EVW TAUTOXPOVA UTTAPYXOUV onueEia diaotalpwong PeTagu
TWV TPIYWVWV. Mia TéTola yewpeTpia dev eival ammodektr). H 2" rapadoxn gival Trpo@avig
e@ooov Ta Tpiywva gival opatd atn SeEIOOTPOPN POPA TWV KOPUPWV Toug. ETTopévwg, o€
OUO Tpiywva JE KOV aKJr ol KateuBbuvaoelg Ba gival avTiBeTeg, OTTWG QaiveTal 0TO OXANO
5.8 (b).

(a) (b)

AlaoTatpwaon v
Tpiywvwy .

ZxNMa 5.8:  Mapddeiyua pn amodekThG YEWMPETPIOG e dlaocTaupwaon Tpiywvwy (a). Avo
Tpiywva TTou poipddovrtal yia koivr) akun (b)

5.3 O AAy6p18pog Topng ( Section Algorithm )

To mpwTo aTAdIO yIa Tn dladikacia TOPNAG €ival N Epapuoyr] Tou aAyopiBuou Toung oTo Jo-
vtého. O aAyopiBuog autdg, e€etdlovTag OAa Ta Tpiywva Tou BIKTUOU YEWMETPIOG TOU HO-
vTéAou, TTpoadiopidel TN BEON TOUG OXETIKA UE TO ETTITTEdO TOPAG TO OTToI0 diveTal WG €ioO-
00¢ Kal €¢eTAlel TToI0 PEPOG TOU TPIywvou diatnpeital. To eTmiTredo TOPAG XwpIZel TO XWPOo
o€ OUO NuIETTITTEDA, OTTOU TO BETIKG NUIETTITTEdO TTPOCdIopieTal atrd £va dIAvVUCUa VOPUAG
(normal vector) TTou gival KABETO OTO €TTITTEDO TOMNG. ZUVOTITIKG 0 GAYOPIBUOG TTAPOUCIq-

CeTtal 01O BIAYPAMMG TOU gxAuUaTog 5.9.
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AAyo6pi8pog Toung

—+ O¢on emmmedou Toung
Vector3 planePosition

4

——————————

Aidvuapa Noppag
ETMTTEDOU TOMNG

Vector3 planeNormal

Mivakeg dikTuou
YEWWMETPIAg Tou JovTéAOU

YmoAoyiopoi - Aladikacia

_%EAevxog EYKUPOTNTAG PETARANTWV

£10000U

{

OIKTUOU YEWUETPIAG WG
TIPOG TO EMITTESO TOPNAS

H%Eﬁémcrq Béong kKABe TPIywVoU TOU

_+

Alatipnan, atrahoin f Toun
e€ETACOPEVOU TPIYWVOU

(

Vector3[] vertices

Kataokeur véwv TTivakwy aTo

4

4{) TeAikoi TTivakeg Tou
vEou BIKTUOU YEWUETPIOG
Vector3[] newVertices
Vector3[] newNormals
int[] newTriangles
T —

_+ AioTa akpwy oT0

emiTedo Topng

List<IntersectionEdge>
intersectionEdges

Vector3[] normals

OiKTUO YEWMETPIaG YE Ta Tpiywva
KQI TIG KOPUQPEG TTOU BiatnpouvTal

int[] triangles

ZxNMa 5.9: Aildypappa AAyopiBuou Toung

210 oxnua 5.10 ammapiBuolvTal o TEOOEPIC YEVIKEG TTEPITITWOEIG TTOU PTTOPEI va BpiokeTal
éva Tpiywvo og oxéon Pe To €TTTTEDO TOMNG. EKTOG a1Td AUTEG, UTTAPXOUV KAl EIDIKEG TTEPI-
TITWOEIG TTou Ba avaeepBolv oTn ouvéxela. Me PTTAE okiaon onuEIVETAl TO PEPOG TOU
TPIYWVOU TToU SiaTnpeital, eV Pe KOKKIVN oKiaon To JEPOG TOU TPIYWVOU TTOU TTPOKEITAI VA
atraAeipBei. Ooa Tpiywva BpiokovTal aTnv TTAEUPA Tou BETIKOU NUIETTITTESOU diaTnpouvTal
(oxnua 5.10 a) evw ataAcigovTtal Ta Tpiywva TTou BpickovTal aTo apvnTIKO NUIETTITTESO
(oxnua 5.11 b). Mpogavwg, éva Tpiywvo eival duvatdv va SIaoTAUPWVETAI JE TO ETTITTESO
TOUAG, aAAG KOl O€ auTh TNV TTEPITITWON Ba TTPETTEN va yivel TOUR OTO idI0 TO TPIYWVO WOTE
va d1atnpenBei oévo TO PEPOG TOU TPIYWVOU TTou BpiokeTal 010 BETIKG nUIETTITTESO (OXNAMa
5.11 c, d).

(b)

(c)

(d)

@ Aatiipnon
@ Amaroipn

Zxnua 5.10: Mapadeiyuata Twv TECOAPWY TTEPITITWOEWY TTOU WUTTOPEI va PpioKeTal TO
Tpiywvo o€ oxéon ue 1o €TmiTedo TOuAG. Me BEAOG TTpoodiopileTal n KATEU-
Buvaon TnG vopuag Tou TITTESOU

(b) 211G TEPIMTTWOoEIG (c) Kai (d) dnuioupyouvtal dUO VEEG
KOPUQPEG OTO DIKTUO YEWWETPIOG, Ol OTTOIEG €ival Ta ONn-
MEIa TOPNAG TWV TPIYWVWY KE TO ETTITTEDO. TN TTEPITITW-
on (d) dnuioupyeital €va véo TPiywvo evw OTnNV TTEPI-
TTwon (C) To YEPOG TOU TPIYWVOU TTOU diatnpeital gival
éva TeTpdmmAcupo. To TeTpdTmAcupo autd yia va PTTopEi
va gloay0ei oTo SIKTUO YEWMETPIOG Ba TTPETTEI va XWpI-
oTei og dUO Tpiywva OTTWG aTTeEIKoviCeTal 0TO OXAUA
5.11.

2xAua 5.11:  Aloxwpiopog

TeTpdaTrAcupou
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Ooov agopd TIG €IBIKEG TTEPITITWOEIG, TA TPiywva €ival duvaTdv va BpioKovTal 0€ OPIOKES
Béocigc oe oxéon pe 1o emiTedo TouNAG. O1 opIakEG auTEG BECEIS aPOpPOoUV TIG TTEPITITWOEIG
O1TO0U pia ; U0 KOPUPES TOU TPIYWVOU PBpiokovtal TTdvw oTo €TTiITTEdO TOUAG. O1 TTEPITITW-
O€IG AUTEG aTTaITOUV €10IKA dlaxeipion kal atreikovifovral 0To oxAua 5.12.

(a)
@ Aamipnon _' _____

@ Amoroign

(b

+

v 4

ZxNMa 5.12:  EIBIKEG TTEPITTITWOEIS BETEWYV EVOG TPIYWVOU OE OXEDT UE TO ETTITTEOO TOUNG

ZTIG TTEPITITWOEIG (a) Kai (C), OTTou pia r} dU0 KopuPES Bpiokovtal TTAVW OTO ETTITTEDO TOUNAG
avtioToixa, T0Te 6A0 TO Tpiywvo dlaTnpeEiTal, EQOCOV TO PEYOAUTEPO PEPOG TOU BpPioKETal
o010 OeTIkG nuieTTiedo. AvtiBeta, oTig Trepimtwoelg (b) kai (d) To Tpiywvo atTaAgipeTal.
Z1nv TepimTwaon (e) 6Twg Kai o1o oxnpa 5.10 (d) diaTnpeital To PTTAE OKIQOPEVO TPIYWVO
ME TN dlagopd OTI pévo pia véa Kopu@r XpeIadeTal va TTpooTeBEl 0TO DIKTUO YEWUETPIAG,
€QOoOV n delTEPN KOPUPN €ival ON KopuPr) Tou apxIkoU TPIywvou. IMa OAEG TIG TTEPITITW-
O€IG TTOU £QAPUOCETAl TOUR O€ KATTOIO TPiYyWVO, Ol KOPUPEG OTO £TTITTEDO TOUAG dNMIoUp-
youv pia véa akur, n OTToia atToBnKeUETAl EEXWPIOTA YIO XPrON OTO ETTOUEVO OTADIO TNG
dladikagiag TouNG.

5.3.1 YAomroinon otn Unity

H uAotroinon tou aAyopiBuou Toung yivetar otnv kKAdon MeshClip. H Baoikry ouvaptnon
oTtnv otroia uAotroigital o aAyopiBuog civar n ClipMesh, n omoia déxeTal To didvuoua vop-
MOG Kal TN B€on Tou ETMITTEOOU TOUNG OTOV TPICOIACTATO XWEO. ZNUEIWVETAl OTI yIA TOUG
OKOTTOoUG TNG EQapUOoYNG, To dIAVUCHa vOPUAG ToU ETTITTEOOU TOMUNG £XEI MOVO 6 BIaQOPETI-
KEG TINEG (2 yia KGBe a&ova oTov TPIodIAoTATO XWEO). 210 oXAua 5.13 TrapouaidgovTal ol
OUO ekdOYEG TOU DIAVUOPATOG VOPUAG YA éva ETTITTEDO TOMNG.

Aidvuopa Noppog
(a) N (b)
\‘_
N
.,
Y
o
| Enirrsﬁu/
Topung Z/ \X

ZxnMa 5.13:  O1 dUo ekdoxEG Tou dlavUoPATOG VOPUAG Tou emITTEOOU TOUNAGS yia Tov GEova
X. Ta BéAn Twyv emmmédwy deixvouv Tnv KateuBuvon Tou SIavUoPaTOg

O aAyépiBuog diatnpei éva TTivaka 6 BEcewv TTou yia K&Be ekdoxn Tou dlavUiouaTog Vop-
Mog atroBbnkevel Tn B€on Tou emTTEDdOU TTOU EyIve n TeAeuTaia Toun. ‘ETOlI ammogelyeTal va
¢avayivel Toun otnv idla B€on pe 1o idI0 didvuopa vopuag. O kwdIkag Tou Tivaka 5.2 -
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Aéyxel €av n Béon Tou €mITTESOU €ival SIAPOPETIKA aTTd TV TTPonNyoUlEvn, OTTOU Kal O€ Ou-
TAV TNV TTEPITITWON avTikaBioTaTal N TTaAid pe mn véa B€on Kal 0 aAyopiBuog cuveyicel TRV
EKTEAEOT] TOU.

if (planeNormal == Vector3.left & (oldPlanePositions [@] == Vector3.positiveInfinity || oldPl
anePositions [@] != planePosition)) {

oldPlanePositions [0] = planePosition;
} else {

Debug.Log ( B

return -1;

¥
Mivakag 5.2:  Kwdikag eAéyxou av n Béon TOPNAG gival aTTOOEKTN

ApPXIKG n ouvapTnNon ApXIKOTTOIEI KATTOIEG PETARANTEG OI OTTOIEG €ival ATTAPAITATEG OTNV
TTopeia Tou aAyopiBuou. To poviéAo oTo oTroio Ba e@apuooTei 0 aAyopIBUOG avakTaTal
Méow Tng ouvdptnong GameObject.FindGameObjectWithTag() mmou trapéxel n Unity.
‘ETTEITa apXIKOTTOIoUVTAl TPEIG TTIVOKEG OTOUG OTTOIOUG Ba aTToBNKEUTOUV OI VEEG KOPUPEG,
Ta véa TPiywva Kal ol VEEG VOPUES TOU BIKTUOU YEWMETPIAG Tou PovTéAou. To TTaAid dikTuo
YEWMETPIOG €TTIONG ATTOBNKEVUETAI O€ TTEPITITWON TTOU O XProTng £MOUEi apydTepa va a-
VOIPECEI TNV TOMN TTOU POAIG ékave. ETriTTAéov dlaTnpeital éva TTivakag oTov oTToio Ba atro-
BnkevovTal Ol AKPEG TTOU TTPOKUTITOUV ETTAVW OTO £TTITTEDO ATTO TIG TOPEG TWV TPIYWVWYV HE
auté. ‘Emeira dnuioupyeital o diodidoTartog Tivakag vertexinfo peyéBoug [vertexLength,
2], o o1oiog yia KGBe kKopu@r] Tou TTAAIOU OIKTUOU YEWWMETPIAG KPATA WG TTANpo®opia To
€AV N KOpu®Pr auTh £xel TTPOOTEBEI aTOV VEO TTIVOKA KOPUPWY KaBwg Kal Tn Béon Tng oTov
Tivaka autév. ‘ETol atmogelyeTal n TTpooBikn Wiag KOPUPAG OTOV VEO TTIVOKA KOPUPWYV
Tavw atrd pia @opd. TéAog, dnuioupyeital €va véo avTikeiyevo TUTTou Plane 10 otroio a-
vTioTOIXEl aTO eTmiTred0 TOUAG. H dnuioupyia Tou diodidoTartou Trivaka vertexinfo kabwg Kai
N aPXIKOTTOiNON TOU ETTITTEOOU TOMNG TTAPOUCIACETAI OTOV KWOIKA TOU TTivaka 5.3.

vertexInfo = new int[oldVertices.Length, 2];

for (int i = @; ic<vertexInfo.GetLength (0); i++) {
vertexInfo [i,0] = -1; //

vertexInfo [i,1] = ©;

listIndex 5
clipPlane = new Plane(planeNormal,planePosition);

Mivakag 5.3: Kwdikag dnuioupyiag Tivaka TTANPOQOPIWY KOPUPWV KOl GPXIKOTToiNon -
TITTEDOU TOMNG

21N ouvéxela yia kabe Tpiywvo TTpocdiopileTal n B€on Tou oe oXEON UE TO ETTITTEDO TOWNG.
MNa va yivel autd, amobnkevovTal EEXWPIOTA Ol CUVTETAYMEVES TWV KOPUPWV TOU TPIYWVOU
Kal uttoAoyieTal n amméoTacn KABe kopueng atrd 1o emitTredo. Na Tov UTTOAOYIGPO TNG KA-
Betng ammdéoTaong xpnolyoTtroiital N ouvdptnon GetDistanceToPoint(Vector3 point)
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TTou TTapéxel n KAdon Plane tng Unity kai n otroia utroAoyilel Tnv KABETN amméoTacn evog
onueiou ammod éva emitedo. O1 ATTOOTACEIS TWV TPIWV KOPUPWYV ATTO TO €TTITTEDO TOMNG O-
TToONKEUOVTAI EEXWPIOTA.

Edv o1 atmooTdoeIg TWY TPIWV KOPUPWV gival OAeg BeTIKEG 1 ioeg pe O TOTE TO TPiywvo Bpi-
OKETAI £ OAOKANPOU OTO BETIKO NUIETTITTEDO 1] BPICKETAI O KATTOIO OTTO TIG OPIOKEG BETEIG
TOU OXNPaTog 5.12 (a) kai (c). Ze KABe TTEPITITWON, TO TPIYWVO TTPOCTIBETAI OTOUG VEOUG
Tivakeg péow NG ouvdaptnong AddNewTriangle(int [] vertexindices), n omoia déxeTal
TOUG DEIKTEG KOPUPWYV OTOV TTAAIO TTIVAKA KOPUPWYV. ZUYKEKPIMEVA KAl JOVO YIO TNV TTEPI-
TTwon 5.12 (c), N akur] TTou dnuioupyeiTal TTAVW OTO eTTTTESO TTPOCTIBETAI OTOV TTivaKA
aKJWyv. ZTov Tivaka 5.4 trapouciddovTal oI ouvapTACTEIS TTPOCOAKNG VEOU TPIYWVOU Kal

EAEYXOU KOPUOPAG.

void CheckAndAddOldVertex(int vertexIndex){

if (vertexInfo [vertexIndex, 0] != 1) {
void AddNewTriangle(int[] vertexIndices){
newVertices.Add (oldVertices[vertexIndex]);

q newNormals.Add (oldNormals [vertexIndex]);
int index;
’ newTriangles.Add (listIndex);

for (int i = 0; i < 3; i++) {
vertexInfo [vertexIndex, 0] 5

index = vertexIndices [i];

vertexInfo [vertexIndex, 1]
CheckAndAddOldVertex (index);

listIndex;

listIndex++;
} else {
newTriangles.Add (vertexInfo [vertexIndex, 1]);

}

Mivakag 5.4:  O1 ouvapTAOEIG TIPOCOAKNG VEOU TPIYWVOU KAl EAEYXOU KOPUPNG

Na kaBe «kopupr, n ouvdptnon AddNewTriangle «koAei T  ouvdptnon
CheckAndAddOldVertex. H teAeutaia eAéyxel edv n Kopur 1Tou dé0nke €xel AdN TTPo-
oT1eBei oTov véo TTivaka Kopuwv. Edv €xel TpooTeBei, T0TE TTPOOBETEI GTOV VEO TTiVOKQ
TPIYWVWYV [ia KaTaxwpnon Ye TN 8éon TG KOPUPAG auTthg. AIGQOPETIKA N KaTaxwpnon
OTO VEO TTiVOKO TPIYWVWYVY YiVETal apou TTpwTa N Kopuen TTPooTebei aTov VEO TTivaKa KO-
PUQWYV. ZTNV TTEPITITWON TTOU KAl Ol TPEIS GTTOOTACEIS TWV KOPUPWY Eival apvnTIKES 1 i0€EC
pe 1o 0, TOTE TO TPIYWVO PPICKETAI OTO APVNTIKO NUIETTITTEDO A O KATTOIQ ATTO TIG OPIOKEG
TTEPITITWOEIG TOU oXAMaToG 5.12 (b) Kai (d). Z& TETOIEG TTEPITITWOEIG TO TPIYWVO ATTOAEIPE-
TaI KOl 0 aAyOpIBUOG TTPOXwWPEG OTNV £££TACT TOU ETTOUEVOU TPIYWVOU.

H 1TI0 ONnNuavTIKr TTEPITITWON €ival QUTA TTOU OTTAITEITAI TOUA OTO ££ETAlOMEVO TPIYWVO, KO-
Bw¢ auTd PpiokeTal o€ Pia atTd TIG TTEPITTITWOEIG Tou oxNpaTog 5.10 (c) kai (d) kail Tou oxA-
paTog 5.12 (e). Edw atraiteital 181aiTEPN TTPOCOXH WOTE va TTPOCOIOPICTOUV OCWOTA OI KO-
PUQEG TTOU BpiokovTal OTO BETIKO 1} OTO apvNTIKO NUIETTITTEDO KAl O KOPUPEG EKEIVEG TTOU
Bpiokovtal eTdvw oTo emiTTed0 TOUAG. MNa To Adyo autd dnpioupyolvTtal ol AioTeg positive
Kal negative, ol oTToieg Ba dlaXWPICOUV TIG KOPUPES TOU BETIKOU NUIETTITTESOU aTTO AUTEG
TOU apvnTIKOU. ZNMPEIWVETAI OTI €AV KATTOIO KOpUuPr) BpiokeTal eTTAvw OTO €TTITTEDO TOMNG,
Ba TTpooTiBeTal OTN AiOTO HE TIC KOPUQYEG TOU apvnTIKOU NUIETITTESOU. ZTOV TTivaKa
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5.5 mapoucidletal o KWAIKAG TTou dlaxwpilel TIG KOPUPES avaloya pe Tn B€an tmou Bpi-
OKOVTQI WG TTPOG TO TTITTEDO TOUAG.

for (int j = 0; j < 3; j++) {
if (pointDistances [j] > of) {
positive.Add(vertexIndices [j]);
} else if (pointDistances [j] <= @f) {
negative.Add(vertexIndices [j]);
¥

b
Mivakag 5.5: Kwdikag diaxwpiouoU Kopu@wyv Tou BETIKOU Kal apvnTIKOU NUIETTITTESOU

YtrevBupieTal OTI 01 KOPUPEG TOU TPIYWVOU atroBnkevovTal ye 0egiéoTpo®n @opd. Na 1a-
pPadeyua, av ol OEIKTEG KOPUPWV TOU TPIYWVOU ATav ol 2, 5, 8 1éTE TO TPiywvo Ba BPIoKO-
Tav o€ pia atd T1Ig B€o¢eig Tou axAuarog 5.14.

(a) (b) (c)

T—o T T
| 5 | : 8
2 8‘
' |
5 2
| 8 I S
| | |
. | I I
@ Aiatipnon @
@ Amaroin +

;

ZxAMa 5.14:  TMepImTwoeIg BETEWV KOPUPWY VIO €va TPiywvo TTou PBpiokeTal ETTAVW OTO
etrimedo Toung. O1 apiBuoi dnAwvouv Toug BEiKTEG TNG AVTIOTOIXNG KOPUPNG
OTOV TTiVOKA KOpupwv. To TTapddeiyua agopd 1o Tpiywvo Je deikTeg 2,5,8

2TIG TPEIC TIPWTEG TTEPITITWOEIG POVO Hia atrd TIGC KOPUPES BPIOKETAI OTO BETIKO NUIETTITTE-
00, EVW OTIG TPEIG TEAEUTAIEG POVO Hia aTTd TIG KOPUPEG BPIOKETAI OTO APVNTIKO NMIETTITTE-
0o. MNa tTnv 0pBn Aeciroupyia TNG ouvéxelag Tou aAyopiBuou, atraiTeital ol AioTeg positive
Kal negative epooov £Xouv 2 OTOIXEIQ, va £XouV TTAVTA WG TTPWTO OTOIXEIO TO OEiKTN TNG
KOPUQPAG TTou Bpioketal Mo WnAd. Autd Ba 1oXUEl o€ OAEG TIG TTEPITITWOEIG, EKTOG OTTd QU-
TéC TOU oxAuaTog 5.14 (c), (e) kai (f). ZTIG TTEPITITWOEIS QUTEG, ETTEION O KOPUPES eEETACO-
vTal JE TN o€Ipd 2, 5, 8 dev Ba utrouv OTIC AioTeg PE TN €MOUNNT OEIpd KAl £TO1 ATTAITETAI
QVTIOTPOPNA TWV OTOIXEIWV TNG avTiOTOIXNG AiOTAG.
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if (positive.Count == 1 && pointDistances [1] > @) {
negative.Reverse ();

¥

else if(negative.Count==1 && pointDistances [1] > 0){
positive.Reverse ();

}

Mivakag 5.6: KwdIkag avTioTPoYng OToIXEIWV AIOTAG OTIG TTEPITITWOEIG TTOU Ol KOPUPES
£€xouv TTpooTeBei ue AavBaouévn oeipd

21N ouvéxela Ba TTPETTEl va UTTOAOYIOTOUV TO ONUEIQ TOPAG TOU TPIYWVOU JE To emmitredo. O
uTToAOYIONOG auTOG yiveTal e TR XPAon Tng kKAdong Ray kal Tng ouvaptnong
Vector3.Lerp(Vector3 a, Vector3 b, float t) Trou Tapéxel n Unity. ‘Eva avTikeipevo T0TTOU
Ray, atmoTteAei pia vontr akTiva n otroia dEXETAl WG TTAPAPETPOUG TN B€on aTTd Tnv OTToia
gekivd kabBwg kalr Tnv KatelBuvaor TnG. ZTn OUVEXEID ME Tn XPAon Tng ouvaptnong
Plane.Raycast(Ray ray, out float distance) emoTtpé@eral otn heTaBAnT) distance n o-
TTOCTAON OTTO TNV apPXN TNG OKTiVag PEXPI TNV TouA TG oTo emimedo. H atmdédoTaon auth
KQVOVIKOTTOIEITal £€TO1 WOTE va Bpebei TO TTOCOCTO TNG ATTOCTACNG TwV dUO KOPUPWV ATTO
10 emiTred0 TOPNG. H dladikaoia @aivetal oto oxnua 5.15.

oa‘l
RN
Q2 AN
NET ot |2
e ! . . distance to Plane
e distance Normalized = . -
g vertices Distance
Ray

ZxAua 5.15:  Anuioupyia akTivag (Ray) kai uttoAoyIoudg KavovIKOTIoINUEVNG atTéoTaoNG
METAEU BUO KOPUPWV TTOU BpiokovTal o€ JIAQOPETIKA NUIETTITTEDA

E@doov Bpebei n kavovikoTroinuévn atméaTacn ue Tn ouvdaptnon Vector3.Lerp(Vector3 a,
Vector3 b, float t) ummoAoyiCetal n akpIBAS BEon Tou onueiou TouNg. H ouvdptnon auTth
OEXETAI WG opiopaTa dUO onuEia Kal ETIOTPEPEI TO ONUEIO TTOU KaBopieTal atrd Tn PETO-
BANTA t. H petaBANnTA t déxetan TiuéG ammo 0 €wg 1. To anueio TTou emMOTPEPETAI BpioKETAI
OTO TTO000TO t TNG aTTéoTACNG METAEU TWV OnuEiwv a kal b. Mg v idia ouvdpTnon uTtro-
AoyiCeTal Kal N vOpua yia TO ONUEIo TOUAS OTTOU WG opicuaTa divovtal Ta dlaviouaTa vop-
MOG Twv Kopuwv. H avTioTpo@n oTIG AiOTEG TTOU £QAPUOOTNKE TTAPATTAVW, EEATPAAIlEl
OTI TTévTa TO TTPWTO onueio TouAg TTou Ba BpeBei Ba cival autd TTou BpiokeTal MO YNAA
oTo £TiTTEdO TOUNAG. Me TOV TTOPATTAvVW TPOTTO UTToAoYifovTal Kal Ta dUO ONUEIa TOPNAG JE
10O eTTimedo. H akun 1Tou dnuioupyeital ammdé Ta dUo auTtd onueia TTPooTiBeTal oTOV TTivVaKa
aKpwyv. Qg eTouevo Bripa Ba TTPETTEl va TTPOCTEBOUV OTOV TTIVOKAO TPIYWVWYV Ol OEIKTEG KO-
PUPWYV TWV TPIYWVWY TTOU dnuioupyouvTal. ZnPavTiKO pOA0 € AuTO TO onuEio £xel N oeIpd
TTOU TTPOCTIBeVTAI O1 BEIKTEG. AavBaouEvn CEIPA £XEI WG ATTOTEAECHUA TO TPIYWVO va GXEDI-
aoTei Ye avtiBeTn GOPA KAl CUVETTWG Va PNV €ival opatd atrd T owoTr Béaon. 10 oxjua
5.16 (a) ka1 (c) ateikovifeTal 0 CwWOTOG TPOTTOG EI0AYWYAGS TWV JEIKTWYV KOPUPWYV OTOV TTi-
voka Tpiywvwy. H mepitrtwon (b) agopd 1o atrotéAeopa piag AavBaopévng eicaywyng.
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ZxAMa 5.16: OpBn kai AavBaouévn oeipd elI0aywyng Twv JBEIKTWY KOPUPWY GTOV TTivaKa
TPIYWVWV

Otav 6Aa 1a Tpiywva €¢eTaoTOUV KaIl ETTEEEPYACTOUV, O aAyOPIBUOG £xel OAoKANpwOEi. To
OIKTUO YEWUETPIOG TOU POVTEAOU AVAVEWVETAI PHE TOUG VEOUG TTIVAKEG YIA TIG KOPUPEG, TIG
VOPUEG TOUG Kal Ta Tpiywva. To TeAIkS atmmoTéAeapa Tou aAlyopiBuou gival n Tour Tou po-
vTéAou eTTipavelwy OTTwG eixe gavei oto oxAua 5.3.

54 O AAy6p10p0G KATAOKEUNG KAEIOTWYV NMOAUYWVIKWYV YPAUNWYV

O1we avagépbnke otnv evotnTa 5.3, 0 aAyépiBuog Toung diatnpei o€ £va TTivaka OAEG TIG
OKPEG TTOU dnUIoUPYOUVTAl TTAVW OTO ETTITTEDO TOUAG, €iTE aTTd TOPEG TPIYWVWY, EiTE ATTO
OPIOKEG TTEPITITWOEIG OTTOU Wia TTAEUpd evOg TpIiywvou BpiokeTal akpIBwg ETTAVW OTO ETTi-
medo. E@doov 0 aAyopIBuog Toung oAokAnpwoei xwpic c@dAuata, 16T 0 TTivakag Oa Tre-
PIEXEI KATTOIEG OKUEG, Ol OTToiEG av evwBoUuv owaoTd Ba dnuIoupyAooUV KATTOIEG KAEIOTEG
TTIOAUYWVIKEG YPAPUEG ETTAVW OTO €TTITTESO TOUNAG. ETTeIdn 1a Tpiywva Tou SIKTUOU YEWE-
Tpiag oTtov aAyopiOuo TouNg e¢eTalovTal Ye Tuxaia oeipd, TOTE Ol AKPEG TOU TTIVOKA AKUWV
META TO TTEPAG TOU aAyopiBuou BpiokovTal €TTiIONG O€ Tuxaieg BECEIC. ZKOTTOG TOU TTAPO-
VvTOG aAyopiBuou gival o oxnuaTiopdg Kal N atrobAKeUon OAWY TwWV TTOAUYWVIKWY YPAW-
MWV TToU dnuIoupyouvTal atrd TNV EETACN OAWV TWV AKPWY TOU TTivaka akuwv. O oxnua-
TIOPMOG TWV TTOAUYWVIKWY YPAUNWY OTTOTEAE TO TTPWTO BAMA VIO TO KAEIOIUO TWV AVOIKTWV
XWPWV TToU dnuioupyouvTal, YETA TNV TOUA TOU POVTEAOU ETTIPAVEIWV HE TO ETTITTEOO TO-
MNAG. O aAyopiBuog TTapoucidleTal GUVOTITIKG oTo SIAypapa Tou oxAuaTog 5.17.

AAyo6piBpog Karaokeurig KAsioTwy MoAuywvikwy Mpappwv

Eiocodog } YmoAoyiopoi - Aiadikacia }

4, NioTa akpwv oTo —+ ‘EAeyxog av n AioTa eivar Gdeia [ ° NioTa KAEIOTWV
ETTTTEdO TOMNAG TIOAUYWVIKWV YPAPPWYV
v
List<IntersectionEdge> — - I
intersectionEdges Kataokeun véag KAeIOTrg List<Loop> loops
TIOAUYWVIKIG YPOHHAG
EekviovTag atré pia Tuxaia akun
—v—

ElUpeon SiadoxIkAg akurg TNg
AKMAG TTOU ETTIAEXONKE Kall
TPOOOKN TNG OTNV KAEIOTH
TTOAUYWVIKH Ypauun

v

OAokArfpwaon oxnuartiopou
KAEIOTAG TTOAUYWVIKNAG
YPOUUIG PE EUPETN OAWV TWV
DIOBOXIKWY AKMWV.

ZxNMa 5.17:  Aidypappa AAyopiBuou Kataokeung KAEIOTWY TTOAUYWVIKWY YPANHWY
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Baoikr mpoUtméBeon yia Tnv opBn Asitoupyia Tou aAyopiBuou gival va unv oxnuarti¢ovrai
TTOAUYWVIKEG YPAUMEG, OI OTTOiEG dlaoTAUPWVOVTAl PETALU TOUG, i TTOAUYWVIKEG YPANMES
TTOU £XOUV OAANAOBIOOTAUPWHEVEG OKPEG. TMapadeiyaTa TETOIWY TTOAUYWVIKWY YPAPUWY
TrapouaidfovTal 010 oxnua 5.18.

Z/ﬁ (? ) j >
ZxAMa 5.18: TMapadeiyuata pn amodeKTwV KAEIOTWY TTOAUYWVIKWY YPAPUWYV. MoAuywvi-

KA YPOUMNA ME aAAnAodiooTaupwueveg akuéG (a). AAMNAOSIOOTOUPWHEVES
TTOAUYWVIKEG ypauuég (b)

21n ouvéxela Ba atrodeixOei, 611 01 UO TTaPATTAVW TTEPITITWOEIG BEV ival duvaTov va el-
@avioTOUV OTA HOVTENA OTA OTTOIO EQAPUALETAI O AAYOPIOUOG.

Apxikéd Ba atrodeixBei, 611 yia kaBe akuy S = PJ Tmou oxnuartifeTal ETTAVW OTO ETTITTEDO
TOWAG, UTTApXE! pia diadoxikr akur S'=(r oTtov mivaka akpwv S , émou S,S'€S kai
P, 0,1 oI KOPUPES TWV AKPWY S Kal S'.

Amoédeaign:  Eotw A=(V,,V,,V,) éva Tpiywvo Tou Siktuou yewpetpiag M pe Ae M,
OTTOU TOUAAXIOTOV Hia aTTd TIG KOPUPEG TOU TPIyWwvou V e (Vo,vl,vz) Bpioke-
Tal OTO OeTIKO NUIETITTEDO KAl TOUAAXIOTOV Wia atmd TIGC KOPUQEG, £0TW
We (Vo,Vl,Vz) BpiokeTal oTo apvnTIKG NUIETTITTE®O. TOTE N TOWN TOU TPIYW-

vou A pe 1o emriredo Toung P, Ba dnuioupynoel pia akpry S= PJ pe s€S
otmou P kai( eival avrioTolxa Ta dU0 OnuEia TOPNG TWV TTAEUPWYV €, Kal€

Tou TpIyWwvou A pe To emriredo Topng P, 6Trwe @aivetal oo oxAua 5.19 .

>xAua 5.19:  TopunA dUO TPIYWVWYV TTOU PoIpAadovTal Jia KOV aKUH.

NAoéyw Tng TTapadoxng 1 1N evotnTag 5.2, Ba uttdpxel akpIBwg Eva Tpiywvo
T 6mou T eM,T # A, 1o otroio poipddetal pia Kovr akpry pe To Tpiywvo A.
TUVETTWC N TOWA Tou Tpiywvou T pe To emmimedo Toung P, 8a dnuioupyAoel
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€Tiong pia akuy $' emAvw oTo €TTiTTed0 TOWNG, TNG OTToiag To £va Gkpo Ba
gival To onueio J. Adyw Tng TTapadoxng 2 TG evotnTag 5.2, n Koivr] TTAEu-
pd oTo Tpiywvo T éxel avtiBetn @opd atmé 61l oTo Tpiywvo A . ETropévwg n
ok S' Ba £xel kateUBuvan atd To onueio 4 TPog éva véo anueio I, TTou
BpiokeTal ETTAVW OTO €TTITTEdO TOPNG. ETTOpéVg yia KABe aku S UTTAPXE!
Kal pia dladoxIkr akun S'.

21N ouvéxela, Ba atmodeixBei 0TI ekTOG aTrd dUO BIOdOXIKEG AKWEG OI OTTOIEG DIACTAUPWVO-
VTQI JOVO OTO KOIVO GKPO TOUG, dev UTTAPXEI GAAO {euyapl OKUWY €,8, €S e € #€, T
OTTOi0 IACTAUPWVETAI.

Amodeign:  Eotw A BeM, A= B &0o tpiywva Tou diktuou yewpetpiag M | ta otroia
Bpiokovtal emdvw oTO €TTiTTEdO TOUAG ONMIOUPYWVTOG TIG OUO AKUEG
S,S,€S,8, #S, emdvw o€ autdé. Eotw O TTpoTACh

NS, #0=>AB#0 civar aknbrig. v mepimTwaon auty Ba TPETEl va
IoXUEI éva aTTO TO TTOPAKATW:

e Tatpiywva A B poipdgovral pia koivry akur n otroia éxel éva onueio
TOMNG ME TO ETTITTEDO TOMUNAG, OTTWG TTEPIYPAPETAI OTNV TTPONYOUMEVN
aTTOdEIEN KAl ETTOMEVWG Ol AKPEG S, S, €ival BIOBOXIKEG AKMEG, Ol O-
TToieg dlaogTaupwvovTal Hévo aTO KOIVO AKPO TOUG.

e To diktuo yewpetpiac M Bev ikavoTroiei Tnv Trapadoxn 1 epdoov
UTTAPYXOUV onueia dilaoTaupwaong HETALU TWV TPIYWVWV.

Etmopévwg éxel ammodeixBei 6T agou dev uttdp)el Kavéva Ceuydpl AKPWY TO
oTT0i0 TTEPIEXEI onEia dlaoTaupwong, EKTOS aTTd auTd TO OTTOI0 ATTOTEAEITAI
atrd dUO dIAdOXIKEG AKWEG, TOTE deV OXNMATICOVTAI TTOAUYWVIKEG YPOUMEG
oT1o emiTTed0 TOPAG OI OTToiEG dlacTAUPWVOVTAl METAEU TOUG, i TTOAUYWVIKES
YPOUMEG TTOU £XOUV aAANAODIACTAUPWHEVES AKUEG.

21N ouvéxeia Ba Tepypagei n Aeiroupyia Tou aAlyopibuou. Apxika o aAyopiBuog Eekiva Tnv
KATOOKEUN dia véag TTOAUYWVIKAG YPOUUAG, ETTAEYOVTAG WS APXIKA aKuA Mia Tuxaia atrd
TOV Trivaka akpwy. KABe akpr €xel éva akpo apxng Kai éva akpo TéAougs. 'ETol epapudleTal
avalnTnaon oTov TTVaKa aKPWY yia Jia dIadoXIKA aKuf KAl CUYKEKPIYEVA YIA Wi Ak TTou
EXElI AKPO apXNG idI0 e TO AKPOo TEAOUG TNG ETTIAEYHEVNG OKMUNG. Epdoov n diadoxIkh akun
BpeBei, TOTE TTPOOTIBETAI TNV TTOAUYWVIKL YPAUMKA. AV N aKur autrh KAEiVEl TNV TTOAUYwVI-
KA YPAPPR TOTE, N KATOOKEUN £XEl OAOKANPwWOEI Kal 0 aAyopiBuog Eekiva atmd tnv apxn,
OnNUIoUPYWVTAG Wia vEa TTOAUYWVIKA YPAMMD. Av n akur Ogv KAEIVEI TNV TTOAUYWVIKA ypau-
M, TOTE yiveTanl avadntnon g mouévng d1adoxIkAG akuAg. H diadikaoia eravaAauBdve-
Tal JEXPI VO NV JEIVEI Kapia akuA n oTToia dev gival ON MEPOG KATTOIAG KAEIOTAG TTOAUYW-
VIKAG YPAUHAG.

Epocov o aAyopiBuog oAokAnpwBei, TOTE €xouv oXnUATIOTEI OAEC O TTOAUYWVIKES YPO-
MEG. ZnuelwveTal 0TI N KaTeuBuvon KABe TTOAUYWVIKAG YPAUMNG eEapTaTal Gueca ammod Tn
KateuBuvon Twv Tpiywvwy. Ommwg €xel AdN avagepbei Ta Tpiywva oxedidafovrtal deEIo-
oTpo@a. ETiong ol KAEIOTEG TTOAUYWVIKEG YPAUMEG aTtToTEAOUV, €iTE TO TTEPIYPAPMA TNG
EEWTEPIKNG ETTIPAVEIAG TOU POVTEAOU, €ITE TO TTEPIYPAUMA Miag OTING N OTroia UTTAPXEl GTO
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MOVTEAO. ZUVETTWG Ol TTOAUYWVIKEG YPOAPUEG TTOU aQOPOUV TTEPIYPOUMA TNG ECWTEPIKNG €-
meAvelag Ba Exouv apIoTEPOOTPOPN KATEUBUVOT, EVW QUTEG TTOU AQOPOUV TO TTEPIYPANMO
Kdtolag oTAG Ba éxouv OegidoTpoPn katelBuvon. H katelBuvon KAEOBe TTOAUYWVIKAG
YPOUMNG TTaidel TTOAU onuAvTIKO pOAo o€ eTTdPEVO OTADIO TNG dIadIKaciag TOUAG.

H katedBuvon Twv TTOAUYWVIKWY YPAPPWY TTou aoxnuarti¢ovral atmmd TNV TOPr €vOg POVTE-
Aou TO OTTOIO TTEPIEXEI Mia OTTH TTAPOUCIAZETal 0TO oXAuUa 5.20. JUYKEKPIMEVA OTO OXNUA
5.20 (a) TTapoucialetal To apXIkd PHOVTEAO evog KUBOU, O OTTOI0G TTEPIEXEI OTO KEVTPO TOU
Mia KuAIvOpIKA oTTh. ZT10 oxnRua 5.20 (b) apouaidleTtal 0 idlog KUBOG YETA TNV TOMN TOU.
ApXIKG TTapatnpeital 0TI N CUYKEKPIKMEVN OWN TNG TOUAG ETITPETTEI TNV B€aon Pdvo opIouE-
VWV TpIywvwy. H TTpdaoivn TTOAUYWVIKH YPAPKR agopd TO TTEPIYPAUMA TNG ECWTEPIKAG €-
TNPAVEING TOU JOVTEAOU EVW N UTTAE TTOAUYWVIKN] YPOUUR a@opd TO TTEPIYPANPA TNG KUAIV-
OpIkAG OTTAG. H okiaypa@nuévn em@Avela gival auth TTOU TTPETTEI va KOAUQOEI, TTPOKEIUE-
VOU VO PNV QaivETal O OVOIKTOG XWPEOG TTou dnpioupyeital YETA TNV Toun. OTTwg @aiveTal
OTO OXNMA, N OeCIBOTPOPN TTOAUYWVIKN YPAUMA Opidel TNV €TTIPAVEIQ TTOU OEV TTPETTEI VA
KaAu@Bei og avtiBeon pe TNV aploTepOOTPOPN.

KA€10TH TTOAUYWVIKA ypauunA
(a) £mTimed0 TOUNAC (b) ECWTEPIKNG ETTIQAVEIAG

oe—

<

(&
7225

KAgioTr) TTOAUYWVIKA Ypauun
oTINAG

ZxAMa 5.20:  Toun evég JOVTEAOU Kal TTAPOUCIACT TWV KAEIOTWY TTOAUYWVIKWY YPAUUWY
TToU Ba KaTtaokKeuaoToUv atrd Tov aAyopiBuo

5.4.1 YAomroinon otn Unity

lMNa Toug okoTToUG TNG UAOTTOINONG TOU aAyopiBuou dnuioupyrBnkav duo véeg kKAGoeig. H
KAdon IntersectionEdge avatrapioTd pia akur] TTou dnuioupyeital oTo TTiTTESO TOMUNG Kal
TTeEPIEXEl HOVO 2 peTaBANTEG TUTTOU Vector3, oTig otroieg Ba amobnkevovTtal Ta 600 AKpa
NG akunG. H kKAdon Loop avatrapioTd i KAEIOTA TTOAUYWVIKA YPAPUR KOl ETTOUEVWG TTE-
piExel pia Aiota TOTTOU IntersectionEdge pe OAEG TIG OKPEG TNG YPAMMAG AUTAG, KABwWG Kal
Mia AioTa Kopu@wyv. ZnuelwveTal 0TI 01 aKPES atToBnkeUovTal dladoxIka otn AioTa. O aAyo-
pIBuog ulotroieital kar ANl otnv KAGon MeshClip kai cuykekpiyéva oTtn ocuvaptnon
ConstructLoops().

O1twg €xel avapepBei vwpiTepa, 0 aAyopIBUOG TOUNG TTPOCBETEI TN AICTA KWWY TIG AKWEG
TTOU TTPOKUTITOUV OTO TTITTESO TOUNG ATTO TIG TOPES TPIYWVWYV. O TTapwv aAyopIBuog Eeki-
V@, OnUIoUPYWVTAG £va VEO AVTIKEINEVO TTOAUYWVIKAG Ypauungs (Loop) kai TpooBEéTovTag
O€ QUTA TO TTPWTO OToIXEIO aTrd TN AioTa akuwyv. To oToixeio auTd cival n uttd e€€Taon ak-
MA. ZTn ouvéxela yivetalr avaghtnon yia tn d1adoxIKA aKufi TG Kai epocov auTr) Bpebei,
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yivetal Tautdxpova n véa utto eg€taon akur). H eravaAnyn oAokAnpwvetal éTav n Kopuen
TEAOUG TNG UTTO €E£TAONG OKMUNG ICOUTAI JE TNV APXIKA KOPUQT TNG TTOAUYWVIKNAG YPOUMNAG.
21ov Tivaka 5.7 tapouciddetal n O10dIKOOIa apXIKOTTIOINONG Miag vEAG TTOAUYWVIKAG
YPOUMNG. ZToVv Tivaka 5.8 trapoucidleTal n dladikacia avadnTnong mng d1adoxIKAG aKUNG
yla TNV utté €€£Taon akpn.

Loop newLoop = new Loop ();

Vector3 loopStartVertex;

IntersectionEdge currentEdge = intersectionEdges [9];
newLoop.AddEdge (currentEdge);
intersectionEdges.RemoveAt (9);

loopStartVertex = newlLoop.GetFirstEdge ().GetStartVertex ();

Mivakag 5.7:  Kwdikag dnuioupyiag véag TTOAUYWVIKAG YPOAUMAG

IntersectionEdge successorOfCurrent=null;

int successorPosition = -1;
for (int i=0; i<intersectionEdges.Count;i++){

if (currentEdge.GetEndVertex() == intersectionkEdges[i].GetStartVertex()){
successorOfCurrent=intersectionEdges[i];
successorPosition = i;

break;

Mivakag 5.8: Kwdikag avalntnong d1adoxIKNG aKung

Znueiwvetal Tl N cUyKpPIoN yia 1I00TNTO PE TOV TEAEOTA == o€ peTaBAnTég float, ouykpivel
pOvo Ta 5 mTpwTa dekadika wneia autwy. 'ETol atro@euyovTal AavBaouEVES OUYKPIOEIG
TTOU PTTOPEi va opeilovTal e avakpiBeleg OEKADIKWY Wn@iwv.

5.5 O AAyOpI0I0G eUPECG ENPWAEUPEVWYV TTOAUYW VWV

TNV €vOTNTA QUTH Ol KAEIOTEG TTOAUYWVIKEG YPAPUESG TNG evoTnTag 5.4, Ba avagépovral
atrAd w¢ TToAUywva. OTrwg eival TTpo@aveég Ta TTOAUYywva TTou dnuioupyRenkav atmmo Tov
TTPONYyoUuEVO aAyopiBuo, gival duvaTtdv va gival egewAcupéva petagl Toug. O oTd)0g Tou
TTAPOVTOG aAyopiBpou cival va TTpocdlopioel €Av KATTOIO TTOAUYWVO TTEPIEXEI EPPWAEUPEVA
TToAUywva Kal Trola gival autd. MNa oAa Ta TToAUywva £xel atrodeixBei, oT1 dev gival duvatov
va OlI0CTAUPWVOVTAI PETAEU TOUG. ZUVETTWG YIO va TTPOCOIOPIOTEN €dv KATTOI0 TTOAUYWVO
gival egpwAeupévo og KAtTolo dANo, apkei va eEeTaoTel edv éva TUXaio onueio Tou Bpioke-
Tal OTO €0WTEPIKG TOU AANoU. O aAyopIBuog eAEyxou evdg onpeiou ouvowileTal 0To OXAUA
5.21.
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AMyopiBpog mpoadiopiguol BEong Evog onuEiou O oXEoN HE Eva TTOAUYwWVO

—+ MoAUywvo TTpog egTaan

Loop polygon
T

2nueio mBavou
EUPWAEUPEVOU TTOAUYWVOU

Vector3 point3D

Karaokeur dlavigparog
HETATPOTING OTO ETTITIESO Xy ATIO

T0 SIAvuopa vopuag

ATTOoTéEAETO €EETOONG

——v—-'

Tou onueiou Trou Giveral OTo

MeTaTpoTIA TOU TTOAUYWVOU Kal
diodIdaTaTo ETITESO

bool result

v_
AIGVUOHT VOPROS Anuioupyia guBegiag armod To onpeio
ETTITTEDOU TOUNG

Vector3 planeNormal

TTou BiveTal £wg KATToIo onueio
070 EEWTEPIKO TOU TTOAUYWVOU

—v——

EUpeon onueiwv Topng Tng
guBeiag pe TIG akpég Tou
ToAuywvou.To onpeio BpiokeTal
OTO E0WTEPIKG TOU TTOAUYWVOU
av Ta onUEia TOPNG Eval
TEPITTOG apIBpoOg

&

Zxnua 5.21:  Aidypaupua AAyopiBuou TTpoadlopicou BEong evog onueiou

Ta TmoAUywva TTou Bpiokovtal 0To €0WTEPIKO AAAWY TTOAUYWVWYV aTtToTEAOUV, OTTWG ava-
@£pBnKe Kal oTnv evétnTa 5.4, TTEpIypdUPaTa ATTO OTTEG TTOU UTTAPXOUV OTO POVTEAO. ZNn-
MEIWVETAI OTI YIO TG JOVTEAQ TTOU XPNOIUOTTOIOUVTAl OTNV £€QAPUOYH, OEV UTTAPYXOUV TTEPI-
TITWOoeIg TTou oxnuaTiovtal SITTAG i TPITTAG ep@wAgupéva TTOAUYywva, dnAadr] va UTTApXEl
TTEPIYPAUMA EEWTEPIKAG ETIPAVEIAG OTO ECWTEPIKG KATTOIAG OTTAG. TETOIEG TTEPITITWOEIS Ba
KaBioTouoav Tov aAyopiBuo akatdAAnAo, kaBwg Ba rTav SUOKOAO va TTPOCdIoPICTEN TToIx
EMQWAEUPEVA TTOAUYWVA aTToTeEAOUCAV TTEPIYPAMMA ECWTEPIKAG ETTIPAVEIOG KAl TTOIA TTEPI-
ypauua Kamolag omig. 210 oxfua 5.22 (a) mapouciadetal éva TTapadelyua SITTAG ePew-
Aeupévwyv TTOAUYWVWY, evw 0To oxnua 5.22 (b) mapouoidletal éva Trapddelyua dUo a-
TIAWV EPPWAEUPEVWV TTOAUYWVWV.

_, Nepiypappa e§wrepikng

ETTIQAVEING
(a) : i (b) I

Zxnua 5.22:  Mapadeiyuata dITTAG egPWAEUPEVWY TTOAUYWVWY (a) KAl ATTAWY EUPWAEU-
MéVwyY TTOAUYWVWV (b)

—» [Mepiypappa TpUTIOG

E@ocov o1 TrepITTwoelg 0TTwG auTég Tou oxnuartog 5.22 (a) dev apouaidlovral, oTn OU-
véxela Ba egnynBei o aAyopiBuog TTou e€eTAlEl €AV €va onEio PpioKETal OTO ECWTEPIKO €-
vog mmoAuywvou. O aAyépiBuog autdg eival ywvwoTog Kal wsg aAyopiBuog Ray Casting.
ApXIKA €T1T€Idr] TO TTOAUYWVO KABWG Kal To onueio TTou €€eTdlel 0 aAyopIBuog BpiokovTal
OTOV TPIOOIACTATO XWPEO, ATTAITEITAI N JETATPOTIN) TOUG OTO BIOBIACTATO ETTITTEDO. TN CU-
VEXEID KATOOKEUAZETAI Pia euBgia atmd 1o onueio Tpog eE€Taan, TTPOG Eva TUXAIO onuEio
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0T0 €EWTEPIKO TOU TTOAUYyWVOoU. Ta onueia TOunG TNG €uBEiag PE TIG AKPES TOU TTOAUYWVOU,
TTPoadiopifouv €AV TO onuEio TTPOG £CETAON PBPIOKETAI OTO ECWTEPIKO 1 OTO £EWTEPIKG TOU
TToAuywvou. Edv 10 €€eTaldpevo anueio BpiokeTal 0To EWTEPIKO TOU TTOAUYWVOU, TOTE Ba
UTTAPXEl APTIOG APIBPOG OnuEiwy TOUNG. AIOQOPETIKA, 0 apIBUOS TwV OnuEiwv Toung Ba
gival TrepITTéGg. Z10 oXNua 5.23 TTapoucidleTal yia e@apuoyr Tou aAyopiBuou.

Znueio eKTOC TTOAUYWVOU

E€etalduevo anpeio

ZxNMa 5.23:  Mapdadeyua epapuoyng Tou aAyopibuou Ray Casting.

2710 TTapddelyua Tou oxNUaTog 5.23 ol apiBuoi dnAwvouv Tov apIBud Twy CnEiwy TOUAS
TNG €uBtgiag péEXPI ekEiVO TO onueio TNG. To onueio TTou eEeTAeTal BPIOKETAI OTO ECWTEPIKO
ToU TTOAUyWVOoU. AuTO €TTaANBeUETOI KABWG 0 APIBPOG TwV CNUEIWV TOPNAG TNG gubeiag pé-
XP! TO onueio eKTOC TOU TTOAUYWVOU gival TTEPITTOC. ZnuelwveTal 6T n peBodoAoyia auTr
Oev €ival opbr) €dv 10 €6eTAlOUEVO ONUEIO PPIoKETAI ETTAVW OE KATTOIO QKUK TOU TTOAUYW-
vou. O aAyopiBuog autdg epapudletal yia KABe ouvouaouo TTOAUYWVWY PEXPIG OTOU va
BpeBolv OAa Ta epPwAeupéva TTOAUYwva KAOE TTOAUYWVOU £QOCOV auTd UTTAPXOUV.

5.5.1 YAomroinon otn Unity

H uAotroinon tou aAyopibuou Ray Casting yivetar otnv ouvdptnon IsPointinPolygon n
otroia Bpioketal atnv KAdon MeshClip. Ta opiopata NG cuvdptnong avagEpovTal GTo
oxedIdypapua Tou oxnuaTtog 5.21. To mpwTo PG €ival 0 JETAOXNMOTIONOS TOU TTOAUYW-
VOU Kal Tou onueiou TTou divetal oTo €mitredo Xy. AuTO yiveTal Je Tn Xprion TG KAAong
Quaternion TTou Trapéxel N Unity. H kAdon Quaternion xpnoigotroigital yia tnv avatrapd-
OTOCON TTEPIOTPOPWYV Kal TTAPEXE! 1IB1IAITEPA XPAOIUNES CUVOPTATEIC YIA TO XEIPICKO TOoug. Me
™ XpAon Tng ouvdptnong Quaternion.FromToRotation(Vector3 fromDirection,
Vector3 toDirection) dnuioupyeital éva SiAvuoua TTEQICTPOPRG ATTO TNV KaTEUBUvVON
fromDirection 1Tpog¢ Tnv kateUBuvon toDirection. Z1ig Tapapérpoug fromDirection kai
toDirection divetal To didvuopa kateuBuvong TNG VOPHUAG Tou €TITTEOOU Kal TO dIdvucua
kateuBbuvong Vector2.forward.

To didvuopa Vector3.forward civalr kdBeto oTo eTTiredo xy. lNa va PeETAOXNMATIOTE €va
onueio atrd 1o TTITTEDO TOPNG OTO ETTITTEQO XY, APKEI va TTOAATTAACIA0TE e TO dIdvuoua
TTEPIOTPOPNG TTOU dNIoupyrnBnke. 210 KWAIKA Tou TTivaka 5.9 mapouaidletal n dnuioupyia
Tou S10vUOATOG TTEPIOTPOPNAS KAl O JETAOXNMATIONOG TOU £EETACOPEVOU OnuEiou atrd ToO
eTTiITTEd0 TOUAG OTO €TiTIEdO Xy. H TTapdueTpog z Tou onueiou Ba €xel TTAéov Tnv Tiun O,
OTTOTE TO ONEio peTatpérmeral o€ PeTaBAnTr TUTTOU Vector2.
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Quaternion rotation;

if (planeNormal == Vector3.forward) {
rotation = Quaternion.identity;

} else {

rotation = Quaternion.FromToRotation (planeNormal, Vector3.forward);

Vector2 point = (Vector2)(rotation * point3D);
Mivakag 5.9:  Kwdikag petacyxnuaTtioyou anueiou oto eTiTTedo Xy

270 OXNUA 5.24 TTOPOUCIAZETAI OXNUATIKA TO ATTOTEAECUA HETACKNUATICUOU TOU TTOAUYW-
VOU OTO €TTITTEDO Xy.

[MoAuywvo oTo emitTredo Emiredo

TOHIG |_— Toprig

MoAUywvo aTo etriredo XY
UETA TOV HETAOXNUATIOUO TOU

Alavuopa Nopuag

ETTITTEDOU TOWNG \

Emiredo XY

—
¥

F =
2xNUa 5.24:  ATTOTEAECUO HETAOXNUATIOUOU TTOAUYWVOU OTO ETTITTEDO XY

Egpooov 1o TToAUywvo Kabwg Kal onueio To otroio Ba e¢eTaoTei Bpiokovtal TTAéOV OTO £TTi-
ed0 Xy, 0 AAyOpIBuog TTpoxwpd aTo eTOuevo Brua. H diadikaoia TTou TTapouacialeTal OTo
oxAua 5.23 akoAouBei kdTTroleg BIaPOPOTTOINCEIS TTPOKEIMEVOU VA UAOTTOINBEI TTpOYpPaUa-
TIOTIKG, Xwpig Ouwg va em@épel dla@opeTikd atmotéAeopa. OuaolaoTikd o aAyépiBuog yia
KABe akur Tou TToAuywvou, £EeTdlel edv To e§eTaldPeEvo onueio PpiokeTal avapeoa oTa
Ouo dkpa TnG Kai &e€id amd auTtrjv. AnAadr, o aAyopiBuog avalnTtei OAEG TIC AKWEG TTOU
BpiokovTtal apioTepd Tou e€eTalduevou anpeiou. ‘ETol rpocopoiwveTal pia opilévTia eubei-
a, e dUO AKPA TO ONUEIO TTPOG £EETACN KAl KATTOIO ONUEI0 EKTOG KAl APIOTEPA TOU TTOAU-
ywvou.

E@ooov eraAnBeutei 611 To onueio BpiokeTal avapeoa ota U0 AKPA TNG £CETACOUEVNG OK-
UAC, Snuioupyeital n e€iowaon subsiac Trou SiEpxeTal amd autd. ‘Eotw Y =ax+h n efiow-

on euBsiog kai (X,Y,) To e€etaléuevo onueio. Tote av Y, <ax,+b kar a>0 A
y, >ax,+b ka1 a<0 1o onueio Bpioketar ota de€id NG €ubtiag. Ma KGO aKuA TTOU IKa-

voTrolgi Ta TTapaTrévw KPITAPIA, aAAGlel n TiuA Piag AoyiknAg HETABANTAG n oTToia €Xel apxi-
KotroinBei pe Tnv Tiun false. ‘Etol, petd tnv oAokAfpwon Tou aAyopibuou, N TIUA TNG PETA-
BANTAG auTig KaBopilel edv 1o e€eTalOUEVO onuEio PBpioKeTal VTGS TOU TTOAUYWVOU.
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5.6 H AirrAda Zuvdepévn Aiota Akpwyv (DCEL)

lMNa Tnv uAoTroinon Twv aAyopiBuwyv TTou Ba avagpepBoUlv OTIG ETTOUEVES EVOTNTEG, KABioTa-
Tal avaykaia n uAotroinon piag douAg OEDOUEVWY YIA TNV ATTOTEAECUATIKY BlOXEIPION TwV
OKMWYVY, KOPUPWV Kal ETTIYAVEIWY TWV TTOAUYWVWY TTou €xouv dnuioupynBei. H doun autn
ovopdadetal dITTAG cuvdepévn AioTa akpwy Kal gival yvwoTi wg Doubly-Connected Edge
List (DCEL) fj Half-Edge Data Structure.

H doun autr xpnoiyoTroigital TTOAU cuyvd ae aAyopiBuoug UTTOAOYIOTIKAG YEWMETPIAG, Ka-
Bwg TTpoo@épel IDINITEPA XPATIMES AEITOUPYIES, OTTWG TNV TTPOCTTEAQCN OAWV TWV AKPWV
Miag emmipavelag, TNV TTPOCTTEAGON OAWV TWV AKUWY TTOU £XOUV KoIVO AKPO Wi OUYKEKPI-
Mévn Kopun ) TNV dueon TTPOCRacn GTnV ETTOMEVN KAl TTPONYOUPEVN akun iag akunig. Ol
AeIToupyieg auTég gival apkeTd TTOAUTTAOKEG OTAV OAEG oI TTANPOYOPIES gival aTTOBNKEUE-
VEG O€ aTTAOUG TTIVOKEG I AiOTEG.

‘EoTw éva TTOAUYyWVO TO OTToi0 €ival duvaTtdv va TTEPIEXEI EMPWAEUPEVA TTOAUYWVA, TA O-
Troia opifouv KaTtroleg oTréG. H doun Kpatd pia kartaxwpenon yia K4te kopuer], QAveia
KAl aKur] Tou oguvoAou TToAuywvwy. H kipia 10éa NG douNAg cival 6T epdoov KABe akun
atroteAei TTAvVTA 6pIo dUO BIOPOPETIKWYV ETTIPAVEIWY, TOTE avTiIKaBioTatal atrd dUo Kateubu-
VOMEVEG NMI-OKMEG, Mia yia KABe emi@dveia, yvwoTég kal wg Half-Edges. O1 nui-akuég au-
TEG £XOUV QVTIBETEG KATEUBUVOEIG Kal N pia opietal wg diduun (Twin) TNG GAANG. 21N ou-
VEXEIQ ava@épovTal OAEG o1 JETARANTEG TTOU aTTOBNnKEUOVTAl OTN SOMN Yyia KABE KOPUPH,
ETTIPAVEIQ KAl OKUA TOU GUVOAOU TTOAUYWVWV.

= Ta kGBe KOPUPH V aTTOBNKEUOVTAl Ol GUVTETAYUEVES TNG oTo Tredio Position(v)

kabw¢ kai o deiktne IncidentEdge(v), o omoiog Seixver oe pia Tuxaia TTPOCTTI-
TITOUCQ NUI-OKWA TTOU £XEI TV KOPUYR V w¢ AKPOo apxng TnG.

» Ta k&6e emedveia f amobnkevetal o deiktng OuterComponent(f), o omoiog dei-

XVEI O€ Mia TuXaia NUI-OKUR OTO TTEPIYPANPA TNG ETTIQAVEIAG. ZNPEIWVETAI OTI OTN
oour atroBnkeveTal ETTITTAEOV pia ETIQAVEIQ, N OTToIa €ival EEWTEPIKH OAWV TWV TTO-
Auywvwyv kai dev éxel Tepiypapua. H emedveia auth opifetal wg unbounded

Face. Emiong yia kdBe emedveia f, omoBnkevetal n  AioTa  JEIKTGV
InnerComponents(f), n omoia yia kGBe o1 GTO ECWTEPIKS TOU TTOAUYWVOU TTE-
pIEXEl Eva OEIKTN TTPOG Hia NUI-AKUA OTO TTEPIYPAPKA TNG OTTAG.

» o k&Be nui-akpry e omodnkeveTal o deiktne Origin(e) mpog Tnv kopupr Tou é-
KpoU apxnic TnS, o deiktng TWIN(e) mpoc t didupn nui-akur TS, KABWC Kal o dei-
ktng IncidentFace(e) mpog v mpooTiTTouca emipdveia TTou BpicKeTal OTA ApI-
oTePA TNG NUI-OKMKAG. ZnNUEIVETAl OTI dev atToBnkeveTal OEIKTNG TTPOG TNV KOPUYPN
oTo dKkpo Téhoug, kabw¢ auty tooutar pe Origin(Twin(e)). EmmAéov oty nui-
akpn atrodnkevovrtal o deiktec Next(e) kar Prev(e), or otroior Seixvouv oTnv emmo-
MEVN Kal oTNV TTPONYOUUEVN NUI-OKMN KE idla TTPOCTTITITOUCA ETTIPAVEIQ.

2710 oxAuUa 5.25 TTApoucIAdeTal Eva TTAPAdEIYUa EVOG TTOAUYWVOU UE Wid OTTR OTO E0WTEPI-

K6 TOou, TTAVW OTO OTTOI0 ONUEIWVOVTAI OAEG O KOPUPEG, AKWEG Kal ETTIQAVEIEG TTOU ATTO0N-
KevovTal oTn AImmAd Zuvdepévn Aiota AKPWV.
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V4

v: Kopuen
e: Akun
f: EmiQdveia
€11
f, €
Va

V3

ZxNMa 5.25: Mapddeiypa dUo TToAuywvwy atrobnkeupéva oe AITAG Zuvdepévn Aiota

AKHWV

2TOUG TTAPAKATW TTIVOKEG TTAPOUCIAlovTal avaAUTIKA OAEG OI HETABANTEG YIA TIG KOPUPEG,
QKWEG Kal ETTIQAVEIEG TOU TTAPATTAVW TTAPAdEIYUATOG.

Vertex IncidentEdge
Vi €11
Va2 €21
V3 €31
Vy €41
Vs €51
Ve €6.1
V7 €71
Mivakag 5.10: MNivakag Kopupwv
Face OuterComponent InnerComponents
fl null €12
f, €11 €51
fs €5 null
Mivakag 5.11: MNivakag emeaveiwyv
Edge Origin Twin IncidentFace Next Prev
€11 Vi €12 f, €21 €41
€12 Va €11 f; €4, €22
€21 V2 €22 fa €31 €11
€22 V3 €21 f; €12 €32
€31 V3 €32 f, €41 €21
€32 Vg €31 f1 €22 €42
€41 Vg €42 f2 €11 €31
€42 Vi €41 f; €32 €12
€51 Vs €52 fa €61 €71
€5, Ve €51 f €72 €62
€6,1 Ve €6,2 f, €71 €21
€62 V7 €61 fs €52 €72
€71 A €72 f, €51 €61
€72 Vs €71 fs €6.2 €5,

Mivakag 5.12: Mivakag akpwv



ZUJQWVA PE TA TTOPATTAVW €ival aPKETA EUKOAO va EKTEAEOTOUV KATTOIEG PBACIKEG AEITOUP-
viec. Mo TTapadelyua yia va Bpebei 10 EwTePIKO TTEPiypappa piag emdaveiac |, akoAou-
Bouvtal ol Seikteg Next(e) tng nui-axkprg Tou divetal améd To Seiktn OuterComponent(f)

. ZNUEILVETAI OTI O€ KATTOIEG EQAPPOYES UTTOPEI va PNV €ival ammapaitnto va diatnpouvral
EeEXwPIOTOI TUTTOI YIA TIG KOPUPEG 1 TIG ETTIQPAVEIEG, KABWG dev €xouv 1I01QITEPN ONUATIQ.
2TIG TTEPITITWOEIG aUTEG dlaTnpeital amAd pévo o TUTTOC TNG NMI-OKPAG. ETTiong apkeTég
POpPEG UTTOPET Va XpelaoTei va TTpooTeBolv emITTAEOV TTANpOYOpieg ae KATTOIO TUTTO yia OI-
€EUKOAUvVON TNG uAotroinong. MNa TTapddelypa O NPI-OKPEG PTTOPOUV va €XOUV ETTITTAEOV
Katroia petafAnTrA TTou dnAwvel To BApog TOuG.

5.7 O AAyo6piBpog Ytmrodiaipeong evog lNMoAuywvou o y-Movétova utro-
TTOAUYywva

To TeAeuTaio aTAdIO yia TNV ETTITUX OAOKAPWON TNG TOUAGS €ival TO KAEICIUO TWV AVOIKTWV
TTEPIOXWV TTOU dnpioupyouvTal ot Tov aAyopiBuo Tng evotntag 5.5. Me mn BorBeia Twv
aAyopiBuwy TTou TTEPIYPAPNKAV OTIC evOTNTEG 5.4 Kal 5.5, £€xouv TTAEOV OXNUATIOTE Kal
ammoBnkeuTei 6Aa Ta TTOAUYWvA €TTAVW OTO ETTTTESO TOUAG, MAgi PE TIG TTIBAVEG OTTEC TTOU
pTTOPEN Va TTEpIEXoUV. ETTeIdn To SIKTUO YEWMETPIAG TwV POVTEAWYV ATTOTEAEITAI ATTO TPIYW-
va, Yivetal TTpo@aveg 0TI O AVOIKTOS XWPEOG TTOU dnUIoUpYEiTal atrd TNV TOMN TTPETTEl va Ka-
Au@bei etriong e Tpiywva. H diadikacia utrodiaipeong evog TTOAUYWVOU O€ TPiywva ovo-
paletal TpiywvoTtroinon mmoAuywvou (Polygon Triangulation). Nevika uttdpyxouv ToAAOI
OIaPOPETIKOI aAyOpIOUOI TPIYWVOTTOINONG Kal €TTEIdN Ta €idn TTOAUYWVWYV €ival apkeTd, O
Kabévag amd autolg £QAPPOCETal JOVO OE OUYKEKPIMEVA €iON KOl OTTAITEl CUYKEKPIPEVEG
TTpoUTTOBETEIG.

O aAyo6pIBuog TplywvoTToinong TToU ETTIAEXTNKE OTNV TTEPITITWON TNG TTAPOUCaS £QAPO-
YAG, aTTaITEl TO TTOAUYWVA TTPOG TPIywvoTToinon va gival y-govétova. ETTopévwg atraiteital
éva emimTAéov BAMO TTPIV €QAPUOOCTEI 0 aAyopIBUOG TpIywvoTToinong Kai autod €ival o dla-
XWPIOHOG TWV TTOAUYWVWY O€ y-povoTova uttoTToAUywva. O aAyépiBuog utrodiaipeong Ba
TTEPIYPAPE OTNV TTapoloa evoTnTd. H ouykekpipévn dladikaoia utrodiaipeong Kal TpIyw-
VOTTOINONG MUTTOPEI VO EQAPUOCTEI ETTITUXWG KAl O€ TTEPITITWOEIG TTOAUYWVWYV UE OTTEG, YI
auTd Kal BewpnBnke KAatAAANAN.

ApxIkd Ba 600¢i 0 opIoUOG €VOG y-povoTovou TToOAuywvou. ‘Eva atrAd TToAUywvo KaAeiTal
povéTovo o€ oxéon We pia ypapul | av yia ommoiaditrote ypapury |' k&Betn ot ypauuA
| 1o onueia TopAg Tou TTOAUyWvou pe TN ypapui | gival To oAU 2. ‘ETol, éva TToAlywvo
TTOU €ival HOVOTOVO O€ OXEON WE Tov Y afova KaAgital y-goveTovo. Ta y-povoTova TToAU-
ywva €xouv Tnv €ENG 1010TNTA:

=  Me onueio ekkivnong TNV UWPnASTEPN KOPUPI TOU TTOAUYWVOU KOl ONUEIo TEPUATI-
OpouU TNV avtioTolxn XauNAGTEPN KOPUPHA TOu, TOTE N TTOPEia TTOU aKOAoUBEiTal Ka-
TA PAKOG TOU TTEPIYPANUATOG TOU TTOAUYywVOoU Ba gival opigévTia rj KaBodikr Kal TTo-
T€ AVODIKT).

2710 OoXNPa 5.26 mapoucidfovral HEPIKA TTOPAdEIYUATA JOVOTOVWY KAl N JOVOTOVWY TTO-
Auywvwv.
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~— '
YwnAoTtepn

KaBodikn Kopugn
TTopEia

———_ XapnAoTepn
Kopuen
MovoéTovo MoAlywvo o€

ATTAG MNoAlywvo -MovdTtovo TToAUywvo . .
Y y Y oxéon We T ypapr |

2xnua 5.26: Eidn MoAuywvwv

Mpokelyévou va XwpIoTei éva TTOAUYWVO O€ y-JovoTova UTTOTTOAUYWVA €ival atrapaitnTo
Va atToAEIPoUV KATTOIEG KOPUYPESG OTPOPNGS. Q¢ Kopu®nR oTpo@ng (turn Vertex) opiletal n
Kopu®nA oTnv otroia aAAddel n kateubuvon TnG Kivnong TTavw OTO TTEPIYPAMKA TOU TTOAU-
ywvou. AnAadn yia kopu®r oTnv oTroia pia kabodikr Tropeia yiveral avodikr, 1 yia avodi-
KA TTopeia yivetal kaBodIKn. MNa KATToIa TTOAUYyWVA PEPIKEG KOPUPEG OTPOPNAG Eival TTPO-
BANuaTIKES Kal KaTapyoUuv Tnv 1I016TNTA TwV Y-PovoTovwy TToOAuywvwy. H e€dAcipn Twv Ko-
PUQWYV AUTWV, YiVETAl PE TNV TTPOOCBNKN dlaywVviwv OTo €KAOTOTE TTOAUYWVO. OTav OAEG Ol
KOPUQPEG OTTAAEIPOUV, O DIAYWVIEG TTOU €XOUV TTPOOTEDEl dnuioupyolv Ta OpId TWV Y-
MOVOTOVWY UTTOTTOAUYWVWYV PEGO O0TO apxIkd TToOAUywvo. Mpogavwg ol diaywviol Ba TTpé-
TTEl VA TTPoOoTEBOUV e KATToIa AOYIKH Kal OXI EVTEAWG TUXAIA, TTPOKEINEVOU VA UTTAPEE! Eva
IKAVOTTOINTIKO atroTéAeopa. O TpOTTOG TTPo0BnKkng dlaywviwy gival 0 BAcIKOG pOAOg Tou
aAyopiBuou Kai Ba TTpoodIopIoTEl OTN CUVEXEIQ. ZTO gxAua 5.27 TTapouaidleTal éva TTapd-
OEIYUa TTOAUYWVOU UE PEPIKEG KOPUPEG OTPOPNAG Kal Wia Tavr TTpoodnkn piag diaywyviou.
O1wg @aiveral, N dIaywviog Xwpidel To TTOAUYwWVO o€ dU0 y-puovoTova UTTOTTOAUYwWVA.

~YwnAotepn
Kopuer

y-MovaoTtova
YTommoAUywva

Alaywviog

- KaBodikr
Mopeia

- Avodikn l;opucpg
Mopeia TpoQns

XapnAoTepn
— Kopuer

ZxNMa 5.27:  Kopu@Eg oTpo@ng Kal TTpooBKn diaywviou o€ £va TuXaio TTOAUYywvo

210 oxAua 5.27 @aivetal OTI KATTOIEG KOPUPES OTPOPNG eV €ival ATTAPAITNTO VA ATTAAEI-
@ouUvV pe TTPoaBnkn diaywviwyv. ZNUavtikd poAo o€ autd atroTeAei n B€on Twv dUO yeITovI-

KWV KOPUPWV Hiag Kopu@prg OTPOPRG.
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‘EOTW o1 Kopuég Z kal w. TdTte n kKopueny Z BpiokeTal KATW ATTO TNV KOPUPH W av Kal
povo av Z, <W, 1 Z, =W, Kal Z, >W,. AvtioToIXa n KOpu@r| Z BpiokeTal TTAVW atmo Tnv

Kopuen w av kai pévo av z, >W,  z, =W, Kkai zZ, <W,.

2¢ éva TToOAUywvo dlakpivovTal TTEVTE €idnN KOPUPUWV OE OXECN WE TIG BECEIC TWV YEITOVIKWY
KOPU@WYV TOUG, aTTd Ta OTToia T TECOEPA €ival KOPUPESG OTPOPNAG. Ta €idn autd eTTeEnyoU-
VTal OTN OUVEXEIQ:

Kopuen apxng (Start Vertex): Kopu@r) oTpo@Ag vV Tng oTtroiag Kai ol U0 YEIToVI-
KEG KOPUYEG BpiokovTal atmd KATW TNG Kal N ECWTEPIKA Ywvia OTnV KOpuen V Egivai
HIKpSTEPN aTTO 180°.

Kopuen diaxwpiopou (Split Vertex): Opoia pe TNV KOpuPA apxng Pe Tn diagopd
OTI N ECWTEPIKN Ywvia gival peyaAlTtepn amé 180°.

Kopuen TéAoug (End Vertex): Kopu®r oTpopig v TnG oTroiag Kal ol dUOo YEIToVI-
KEG KOPUPEG BpiokovTal atTd TTAVW TNG KAl N ECWTEPIKH Ywvia aTnv Kopuer V E€i-
val JIkpoTepn atd 180°.

Kopugn ouyxwveuong (Merge Vertex): Ouoia pe Tnv kopu®n T€Aoug pe T dio-
@opd 6Tl N eoWTEPIKA Ywvia gival yeyaAuTtepn atod 180°.

Kavovikp Kopugn (Regular Vertex): Kopu®n Tng oTroiag n pia yeIToviki Kopu®n
BpiokeTal atrd KATW TNG Kal N GAAN YEITOVIKr Kopu®r BpiokeTal ammd Tavw TnG. A-
TTOTEAEI TO JOVO €i00G TTOU BEV €ival KOPUPK CTPOPNG.

210 oxNua 5.28 mapoucidgeral éva TTOAUYWVO TTAVW OTO OTTOI0 ONUEIWVOVTAl TA €idN Ko-
PUPWV TOU KABWG Kal O AVTIOTOIXEG ETWTEPIKES YWVIEG KABE KOPUPG OTPOPIG.

oN-N NN J

Kavovikr) Kopu@n
Kopuen Apxrig
Kopuer TéAoug
Kopugn AlaxwpiopoU
Kopuer Zuyxwveuong

Zxnua 5.28: Eidn Kopupwv

2UPOWva e To oXAMA 5.28 o1 KOPUPES DIaXWPIOHUOU KAl CUYXWVEUONG ATTOTEAOUV OnpEia
MN MOVOTOVIKOTNTAG (non-monotonicity). AnAadn, éva TTOAUywvo €ival y-JovoTovo av Kal
HOVO av dev £XEl KOPUPEG DIAXWPICHOU KAl KOPUPEG CUYXWVEUONG.
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Amoédeifn: 'Eotw To TToAUywvo P 1o otroio dev gival y-povéTovo. Apkei va atrodeixOei
o1 To P mrepiéxel TouAdxioTov pia Kopur SlaxwpIouoU 1| Hia KopuPr Guy-
xwveuong. Eedéoov 1o P ev gival y-povoTovo, TOTe UTTEPXEI TOUAGXIOTOV
i opiZévria ypappf | n omoia éxel TouhdxioTov 3 onuEia TOPAS YE TO TTO-
Aoywvo P. Eotw a 1o 1° onueio Toung kai b 1o 2° onueio TopAg Tng
YPOUUAG ME TO TTOAUYWVO OTTWG QaiveTal 01O oXnua 5.29.

Kopugn Alaxwpiopou MoAuywvo P

Kopugn Zuyxwveuong

ZxNpa 5.29:  TepImTwoelg onpeiwy TOuAG PE eubeia

Me apxrj To onueio Topng b akoAouBeital To TTEPIYPAUUA TOU TTOAUYWVOU
P, £TO1 WOTE TO ECWTEPIKO TOU TTOAUYWVOU va BpioKeTal aTa aploTePd Tou
TTEPIYPAUMATOG Kal avalnTeital To ETTOUEVO OnueEio TOPNG TNG €uBeiag Pe 1o
TeEpiypapua autd. AnAadr 1o Trepiypaupa TTou akoAouBeital BpiokeTal TTd-
vw a1T6 T0 onueio b . 'Eotw ¢ 10 véo onpeio Toung. Av a = c TOTE N uywn-
AOTEPN KOPUPN TOU TTEPIYPAUMATOG Ba TTPETTEl va gival Kopupr dlaxwpl-
OpoU OTTWG aTtTelkovideTal oTo oxNpa 5.29 (a).

AlopopeTikG av a=C TOTE aKOAOUBEITal TO TTEpiypappa TToU BpioKeTal Ka-

Tw atd 1o onueio b émwe @aivetal oo oxApa 5.29 (b). Emeidn n subsia |
€X€El TOUAGYIOTOV 3 onueia TOUAG ME TO TTOAUYWVO P, T6TE Ba TTPETTEl Va

Bpedei éva akopa onueio TouAg d yia To otroio 1oxvel d #a . Autd onuaivel
ATl N XaunASTEPN KOPUQPR TOU TTEPIYPAPUATOG TTOU AKOAOUBAONKE TTPETTEl VOl
gival KopuPr) cuyXwveuong.

ZUVETTWG €XEl aTTodEIXBE OTI éva TTOAUYWVO dlaxwpileTal ETTITUXWS O€ y-HovOTOVA UTTOTTO-
AOywva, epbéoov €xouv aTTaAeliPTel aTTd auTd OAEG Ol KOPUPEG BIaXWPICHOU KAl CUYXWVEU-
ong. H ammaloign yivetal pe tnv TpooBikn diaywviwyv KateuBuvong TTpog Ta TTAvw YIa TIG
KOPUQPEG DlaXwPIoHOU Kal KATeuBuvong TTpog Ta KATW YIa TIG KOPUPEG OUYXWVEUONG.
Mpo@avwg o1 dlaywvieg Oev TTPETTEI va £XOUV CNEIQ TOPNAG METAEU TOUG.

H Baoikn 16€a Tou aAyopiBuou gival n odpwaon Tou TTOAUYWVOU WE Wia @avTacoTiKA opifo-
VTIO YPAUMN. H ypauun auth capwvel To TTOAUYwVO aTré TTAvw TTPOG Ta KATW Kal OTAPATA
OTav ouvavTd KAtola Kopu@r Tou TToAuywvou. AvaAoya To €id0g TNG KOPUPHG, KAAETal Kal
Mia kaTtdAANAn cuvaptnon tou Tn diaxeipiCetal. MNa dUo Kopuég ue idla ouvTeTayuévn
oTov y afova, n Kopur TTou BpiokeTal O aploTepd oTov X Afova Ba €xel PeyaAuTepn
TTpoTePAIOTNTA. A TNV ATTOTEAECUATIKY OlAXEIPION TOU TTOAUYWVOU Kal TNV €UKOAN TTpo-
00nkn diaywviwv G1TOoTE AUTO ATTAITEITAI, TO TTOAUYWVO aTToBNnKeUETAl O€ Wia SITTAG ouvde-
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Mévn AiOTa OKPWYV. ZUVOTITIKA N AeiToupyia Tou aAyopiBuou trapoucidletal oto oxfiua
5.30.

AAyo6pi18pog Ymodiaipeong MoAuywvou o€ y-Movotova YTTomoAlywva

AioTa akpwv Kataokeur| SITTAG ouvOEpEVNG . . :
. . - - AITAd ouvdepévn AiaTta
_+ TIOAUYWVOU NO,.\T’UG QKWWY TTOU TIEPIEXEI X APV noupmgléxal
List<IntersectionEdge> 10 TIOAUYWVO WOl E TI OTTEG ToU TNV uTTOdIaipEOT OE
polygonEdges e — y-HovaTova UTTOTTOAUY WV
T—— ®Bivouoa Tagivopion Twv
= - KOPU@WYV TNG BITTAA ouvdEpEVNG DCEL dcel
—+ A'uvquq NODHGG B AioTag akpwy pe Bdon Tnv
ETTITTEOOU TOUNG Y OUVTETAYHEVN TOUG
Vector3 planeNormal e —
o E— Aiayeipion KGBe KopUPrg
MBavég oTrég Trou [ & He Bdon To €idog TG,
TEpIEXEl TO TTOAUYWVO MBavr TpooBrikn diaywviwy
Kal aAAayr SEIKTWV TG AigTag

List<loop> holes

2xnua 5.30:  Ailaypaupua AAyopiBuou Ytrodiaipeong MoAuywvou oe y-MovéTtova YTrotro-
AOywva

ApXIKa Ba €gnynBei n Aoyiki TTpocBrikng diaywviwy yia TIG KOpUPES diaxwpiopou. OTTwg
Tpoava@épObnke n dlaywviog TTou Ba TTpoaTedei Ba TTpéTTel va evwbdei atrd Tnv Kopuer| dI-
axwplopoU TTpog Wia kopu@n TTou BpiokeTtal upnAdTepa atrd auThyv. MNpoeavwg uTTopei va
UTTAPXOUV OPKETEG TETOIEG KOPUPEG OTTOTE N €TTIAOYH deV TIPETTEI va gival Tuxaia. EoTw V,
n kopuen diaxwpiopou, | n opildvria ypauur odpwang Tou TTOAUYWVOU, €, N aKun Tou
BpiokeTal akpIBWG apIoTEPE aTTd TNV V; Kal € n OoKur) TTou BpiokeTal akpIBwG OEGId atTd

v V;, 0TTwg Qaiveral oto oxnua 5.31.
(a)

MpooTiBépevn
Alaywviog

2xnua 5.31: MpooBrkn diaywviou yia Hia kopu@r) diaxwpiopou

H XapnAoTepn Kopuer avapeca oty €; Kal € TTou BpiokeTal Tdvw atmoé v V;, opiceTal
wg kopuen helper(e;), 6Twg @aiverar oto oxAua 5.31 (a). H diaywviog Tou TpooTiBeTal
uTTopEl TTavTa va evivetal pe TV Kopu@n helper(e;) . Znueibverar o1 pmropei va pnv u-
TTAPXEl XOUNAGTEPN KOPUPN QVAPETT OTIG OKMPEG €; Kal €. TNV TEPITTWON auTh WG

helper (e;) opietai To TTvw AKPO TNG KOPUPAG €;,0TTWG PaiveTal aTo oxAua 5.31 (b).
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E@ooov o TpOTToG atraloIprig Twv KOpUuewy diaxwpIiouou gival TTAEoV yVWOTOG, Ol KOpu-
Q£ TTOU Pével akOua va aTTaAEIPTOUV gival O KOPUPES ouyxwveuong. MNa pia kopuen ouy-
XWVEUONG, N dIaywvVvIOg TTOU TTPETTEI VO TTPOCTEDET EVWVETAI JE Pia KOPUQR) TToU BpioKeTal
XaunASGTEpa atré auTtrv. To TTPOBANUA O€ AQUTA TNV TTEPITITWON Eival OTI OI KOPUPES QUTEG
O¢ev gival yvwaoTég, KaBwS N ypauun cdpwong Tou TTOAUYWYOU PPIiCKETAI OTNV KOPUYN
OUYXWVEUONG. ZUVETTWG N dlaywviog dgv UTTopei va 1TpooTebei o€ autd 1o onpeio. To
TTPORANUA auTtd AUVETAI UE TOV TPOTTO TTOU Oa TTEPIYPOPEI OTN OUVEXEIQ.

‘Eotw 6T n ypapuy odpwong otapard otnv kopuer] cuyxwveuong Vi, | n opigovria
YPOUMA 0dpwong ToU TTOAUYWVOU, g n OKMI) TTOU BPIOKETAl AKPIBWG apIoTEPA aTTO TNV V,

Kal ek N aKur TTou Bpioketal akpIBwg Oe€Id atrd TRV VI , OTTWG QaiveTal oTo oxAua 5.32.

old helper(e;
MpooTBépevn
Alaywviog
&
B

helper

H OlaywvIog TTPoaTiOeTal
otav n ypauun | praoel —,
aTnVv Kopu®n v,

Zxnua 5.32:  MpooBrkn diaywviou yia Hia KOpUPr CuyXwWVveEUONG

Ma v akpn €; n kopuer V; opigetal wg n véa kopuer| helper(e;) . H diaywviog 8a péTrel
va TpooTeBE otV uYPNASTEPN KOPUPN KATW aTIé TNV V; Kal avaueoa OTIG aKpES €; Kal €,

onAadn akpifwg avTiBeTa atmmo T AoyIKA TTou eQapudoTNKE OTNV Kopu®r diaxwpliouou. H
uwnASTEPN auTh Kopu@r] &gv gival akOua yvwoTh KaBwg n ypauurn odpwaong BpiokeTal
atnv Kopu®n V;. Emopévwg HONIG N ypappr) oGpwaong CUvavTioE! Jia Kopuer) V, n otroia

avTIKaBIoTa TV Kopuer V; wg helper(g;), 161 auth eival n uwnAdTEPN KOPUYPH TTOU Ava-
gnteitan. OT6TE KABE PopPd TToU avTikaBioTdTal n Kopuer helper(e;), eAéyxetai edv n Tpo-
nyoupevn helper(e;) eivar kopugr) ouyxwveuong. Eav auté ioxvel T6Te TTpooTiBeTal pia
dlaywviog ETagl Tng TTponyoUpevng kai g véag kopugng helper(e;) , 6Tmwg eaivetal oTo
oxnua 5.32 (a). Znueidveral 6T 0TV TIEPITITWON TTou N kopuen helper(e;) mapapeiver n
Kopu®n V;, TOTE N dIOYWVIOG TIPOCTIBETAI HETAGU TNG KOPUPNG V, Kal TOU KATW AKPOU TNG
akpng €; oTwg @aivetal 0To oxnua 5.32 (b). TéENoG €dv n KopuPn V, TTOU QVTIKATAOTAOEI
v kopuen helper(e;) Tuxaiver kai gival Kopu@n SiaxwpIopoU, TOTE aTTaAEipovTal TOUTO-

Xpova dUO KOPUPEG PE TN Xpron povo Wiag diaywviou, OTTWG QaiveTal OTO TTAPAdEIYHA
TOU OoXNUaToC 5.33.
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old helper(ej) Kopugri

ZUYXWVEUONG

MpooTiBEpevn
Alaywviog

Kopueri
Aloxwpiouou

2xnMa 5.33:  Atmmaloipr] dU0 KOpuPwWV PE TTPOCONAKN Wiag diaywviou

5.7.1 YAomroinon otn Unity

H uAotroinon Tou Tmapatrdvw aAyopibuou yivetalr otnv ouvdaptnon TriangulateMonotone,
n otroia PBpiokeTal otnv KAGon Triangulator. Ta opiopata NG ocuvdpTnong ava@EépovTal
oTo oxedldypappa Tou oxAuatog 5.30. To TToAUywvo diveTal WG Pia AioTa aKuWwV aploTe-
pPOCTPOPNS POPAG vy Ol TNIBAVEG OTTEG TOU £XOUV BEEIOCTPOPN POPA OTTWG PAiVETAI OTO
oxnua 5.20. O1 o1TéG auTEG BivovTal €TTIONG O€ AvTIOTOIXEG AIOTEG.

ApXIKG Ba TTpéTTel va KataokeuaoTel pia OITTAG ouvdepévn AioTa aKPWY TToU TTEPIEXEI TO
TTOAUYWVO Kai TIG OTTéG Tou. AuTO yiveTal yéow Tng ouvapTtnong ConstructDCEL. MNa tnv
ATTOTEAECUATIKA SlaxeipiIon OAWV TwV TTOAUYWVWY OTOV CUYKEKPIYEVO aAyOpIOuo, Ba TTpé-
TTEI QUTA VO PETAOXNUATIOTOUV Padi PE TIG OTTEC TOUG OTO ETTITTESO Xy. AUTO YiveTal OTTWG
aKPIBWG EXEl TTEPIYPAPET OTNV evoOTNTA 5.5.1. ZnUEIWVETAI OTI O APXIKEG BECEIG TWV KOPU-
QwWvV oTov TPIoBIAoTATO XWPEO diaTnpouvTal TNV JITTAG cuvdepévn AioTa akuwy, KabBwg Ba
XPEIAOTOUV PETA TO TTEPAG TOU AAYOPIBUOU yia TNV ETTAVATOTTOBETNON TOU TTOAUYWVOU OTN
apxIkr 8éon tTou BpiokdéTav.

H kataokeun TG OITTAG cuvdepévng AiOTAG aKPWY YiveTal, TTPOCOETOVTAG O€ QUTA TTPWTA
TO id10 TO TTOAUYWVO Kal £TTEITA TIG TTOAVEG OTTEG Tou. Na K&Be TTOAUYWVO 1} OTTA, TTPOCOE-
TovTal 0Tn AioTa o1 akPéG Toug e TR oelpd TTou divovtal. MNa kKaBe akur TTpocBéTovtal 2
NMI-OKPESG KABWGS Kal 01 KOpUPES auTwy. ETtiong yivetal KatdAAnAn apyikotroinon Twv &€l-
KTWV KABE NUI-aKUAG Kal KOPUPNG, OTTWG auToi £XOUV TTEPIYpaQEi oTnv evoTnTa 5.6. ETTI-
TAéov O€ KABe nuI-akun diatnpeital évag OeikTng yia Tnv kopuer] helper, kabwg kai n pe-
TaBANTA hasBeenTraversed 1Tou dnAWVEI av N NPI-GKU autr €xel diaoxioTei. H petafAn-
T auTh apyikoTtrolgital Ye Tnv TiunA false kai xpnoiyotroigital yia Tnv e0KoAn Tpéoacn oTa
y-povoTova TToAUywva TTou 8a dnuioupynBouv petd 10 TTEPAg Tou aAyopibuou. EEaipou-
vTal Ol NUI-akuéG TTou deixvouv oTo unbounded Face kai dev Ba xpeiaoTei TToTE va diacyl-
OoToUV. ZTIG OKMEG QUTEG N METABANTY QPXIKOTTOIEITAI PE TNV TIUA true.

210 oxAua 5.34 rapoucidletal éva TTapAdEIyUa TTOAUYWVOU WE Jia OTTr, yIa TO OTT0i0 €XEl
KATOOKEUOOTED dia dITTAG ouvdepévn AioTa akuwyv. Mg TTpdoivo onueIVovTal Ol NUI-OKUEG
TTou &gV €XOUV DIAOXIOTEI VW ME KOKKIVO ONUEIVOVTAI Ol NUI-OKWEG TTou Bewpeital 6T é-
XOUuV OI0CXIOTEI.
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v: Kopugn

e: Ak

f: Em@dveia

f;: Unbounded Face

- hasBeenTraversed = false
— hasBeenTraversed = true

ZxAua 5.34: TMNapddelyua TTOAUYWVOU PE dia OTTr), META TNV TOTTOBETNON TOU O€ Wia JITTAG
ouvoepévn NioTa aKPWY

Emeidn) 6Aa 1a y-pyovotova TToAUywva Ba oxnUaTIoTOUV OTO ECWTEPIKO TOU TTOAUYWVOU Kal
€EWTEPIKA TNG OTTAG, Ol KOKKIVEG NMI-OKPEG OeV Ba atToTEAECOUV TTOTE PWEPOG TWV TTOAUYW-
vwv autwyv. OTToTe Bewpeital eEapxng OTI £XOUV BIAOXIOTEI.

Eg@ocov n dImTAG ouvdepévn AioTa €xel KATOOKEUQOTEI, OTN GUVEXEIQ EQAPUOLeTal pia @Bi-
Vouo«a TOIVOUNON TWV KOPUPWY TNG JE BAon Tn B€on Toug OToV y Ggova. 2Tn OUVEXEID
KGBe Kopu®r €CeTAleTal CEXWPIOTA CEKIVWVTAG aTTO QUTAV MPE TNV UuWnAOTEPN V-
ouvteTayuévn. MNa tnv €géraon KGBe KOPUPNAG gival atrapaitnTo va gival yvwaTo To €idog
auTAg. ETTopévng, apxikd KaAgital yia cuvdpTtnon n otroia TTpoodlopilel To €idog TG KO-
pPUENG TTou diveTal.

MNa Tov TTPOCdIoPICUO TOU €iBOUG MHiag KOPUPNG, aTTaITOUVTAl Ol BECEIG TWV YEITOVIKWY KO-
PUQWV TNG KABWG KAl N ECWTEPIKN YWwVia TOU TTOAUYWVOU TTOU OXNUATICETAI OTNV KOPUPH
autflv. O1 BE0EIC TV YEITOVIKWY KOPUPWY UTTOPOUV eUKOAQ va BpeBouv pe atmmAfl xpAon
Twv OeIKTWV TNG OITTAG ouvdepévng AiOTAG aKPWY. AUTO TTAPOUCIAZETAI OTOV KWOIKA
Tou Trivaka 5.13. H kopu@r] TTou e€etadetal eival n JeTaBAnTrA curVertex.

Vertex nextNeighbor = curVertex.GetIncidentEdge ().GetNext ().GetOrigin ();
Vertex prevNeighbor = curVertex.GetIncidentEdge ().GetPrev ().GetOrigin ();

Mivakag 5.13: Kwdikag eUpeong YEITOVIKWY KOPUPWV PE KATAAANAN xprion Twyv OEIKTWY
TToU TTapéExel N OITTAG ouvdeuévn AioTa oKWY

Av o1 800 YeITOVIKEG KOPUPEG BpiokovTal Kal ol dUo uwnAdTePa 1 XaunAdTEPQ ATTO THV £E€-
Tadopevn Kopuen TOTE TTPETTEI va BPeBei N €0WTEPIKN Ywvia TOU TTOAUYWVOU TNV KOPUYN
auTtn. AuTO yivetal ge Tn Xprion TnG ouvapTtnong Atan2(y,x). H ouvaptnon autr| emMoTPEPEI
N ywvia avapeoa otov BeTIKO x-afova kal éva diIdvuoua TTPOoG To oneio (x,y) TTou diveTal
wg¢ €icodog. H ywvia 0 tou emoTpéPeTal BpiokeTal oTo eupog —7 < <7 av n €moTpE-
@OuevN ywvia gival apvnTikr) 16T TPOOoTiBevTal o€ auTrh 360°. To amoTéAeoua TNG ouvAp-
Tnong mmapoucidleTal oTto oxAua 5.35.
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(X4,¥4)

B=atan2(y,,x;) X

2xnua 5.35:  AmotéAeopa ouvaptnong Atan2

H emOBuunt) ywvia pia tuxaiog Kopupnig o€ €va TTOAUywvo Trapoucidletal oTo oxAua
5.36, padi ye tTn diadikacia utroAoylopou TnG. MNa Tnv e0peon TNG ywviag auTrg, agaipou-
vTal dUO YWwVieg TTOU €TTIOTPEPEI N ouvapTnon Atan2 yia Ta diavuopaTa TNG TTPONYOUMEVNG
Kal ETTOMEVNG KOPUPAG.

Aidvuopa YA Egetalopevn y
opuate eyl KOPUO - Aivuoya
puPG \ TTPONYOUHEVNC
9 — KOPU®Ng
X
(X2, Y2) / (X3, ¥3) X
X
\ X=Xy, Yo
(X3X4, Y2 Y1) (X4, YaY4)
EmBupnTr
vall}g ! 8, = atan2(y,-y;, X;-X,)
8, = atan2(y,-y,, X5-X,)
8=6,-6,

2XAMa 5.36:  YTTOAOYIOPOG ECWTEPIKAG YWVIOG yIa Hia KopuPr] EVOG TTOAUYWVOU

O TTapatdvw UTTOAOYICUOG TTAPOUCIAETal O€ HOPPT) KWOIKA OTOV TTivaka 5.14.

//Vector which has a direction from current Vertex to previous Vertex;
Vector2 prevDirectedVector = prevNeighbor.GetPosition () - curVertex.GetPosition ();
//Vector which has a direction from current Vertex to next Vertex;

Vector2 nextDirectedVector = nextNeighbor.GetPosition () - curVertex.GetPosition ();

//Find directed angle from nextDirectedVector to prevDirectedVector (interior angle of
polygon)
float angle = Mathf.Atan2 (prevDirectedVector.y, prevDirectedVector.x) -
Mathf.Atan2 (nextDirectedVector.y, nextDirectedVector.x);
if (angle < 0) {
angle += 2 * Mathf.PI;

3
angle = angle * Mathf.Rad2Deg;

Mivakag 5.14: KwdIKag UTTOAOYIOUOU ECWTEPIKAG YWVIAG YIa Hid KOPUPK VOGS TTOAUYWVOU
49



E@doov 6An n amraitoupevn TAnpogopia gival TTAéov diabéoiun, BpiokeTal EUKOAA TO €i00G
NG €€eTalduEVNG KOPUPNG. Ta €idn Twv KOPUPWV ava@épovTal CUVOTITIKE OoTnv apxr Tou
Ke@aAaiou 5.7.

Mia emmitAéov Asitoupyia TTou TTPETTEl va UAOTTOINGED, €ival n elpeon piag akung TTou PBpi-
OKETAI OKPIBWG apIoTePd atrd pia Kopu®r. MNa Tn Asitoupyia autr) dlaTnpouvTtal OAEG ol
UTTOWNQIEG OKUEG O€ Wia AioTa, TTOU OTOV TTAPWV OAYOPIBUO KaAEiTal wg AioTa apIoTEPWV
OKHWV. 21N AioTa auTr) TTPoCBETOVTAI JOVO OI OKMPEG TTOU £XOUV OTA OEEIG TOUG TO ECWTE-
PIKO TOu TTOAUYWVOU. ETTouévwg OTToTE XpelaoTei va BpeBei pia TéETola akun yivetal avadr-
TNoN MOVO OTn CUYKEKPIYEVN AiOTA, aTTOQPEUYOVTAG TNV avalrTnon o€ OAEG TIG OKPEG TOU
TToAuywvou. lNa Tnv eupeon TNG KATAAANANG akung apxikd avalntouvtal ol akuéG atmd TNV
NiOTO apIOTEPWYV OKPWY TTOU BpiokovTal aploTEPA TNG €CETACOMEVNG KOPUPHG, OTTWG EXEI
TTepIypagei otnv evotnTa 5.5.1. ZTN OUVEXEID ATTO TIG OKUEG AUTEG, ETTIAEYETAI EKEIVN TTOU
Bpiokeral 1o de€Id n oTroia ival Kai n {nTouuevn akun. H diadikacia TTapoucidleTal ou-
VOTITIKA 0TO gxAua 5.37.

E¢etalouevn Kopugn

AkUEG TTOU BpiokovTal
aTn ANigTa apIoTEPWY AKUWV

Akpég apiotepd ——
NG KOpuPng

EmAeyouevn Ak

Zxnua 5.37: Eupeon akunig Tou Bpioketal akpiBwg apiotepd atrd Wia kopugn

MNa kGBe €id0g KOPUPNG KaAeiTal KATAAANAN ouvAPTNON, N OTToIa EQPAPPOCE! TIG ATTAPAITN-
TEG AAAQYEC TTOU TTPETTEN va Yivouv aTnVv OITTAA ouvOeuévn AioTa akpwyv. AuTéG TTepIAapfBa-
vouv aAAayEG BEIKTWVY TNG AioTag, evnuépwaon Kopupwy TUTToU helper ] TpooBrkn diayw-
Viwv.

210 oxAua 5.38 mmapoucidfovral o€ HOPPH WEUDOKWAIKA O CUVAPTHOEIG TTOU KAAoUvTal
yla KGOe €id0G KOPUPNG Kal 01 aAAAYEG TTOU AQUTEG EQAPUOOUV.

AiaxeipionKopuerncApxng (v))
1. Eloaywyr akpng e, oTnv AioTa apIoTEPWY AKPWV
Kal opIopOg TNG Kopurig helper(e;) wg v,

AlaxeipionKopupnigTEAoug (v,)

1. Av helper(e, ) eival kopu@r] CUYXWVEUONG

2. Tére Eioaywyn diaywviou atod v v; Tpog Tnv helper(e; ;)
3. Aiaypa@r} TG akung e, atmo TNV AioTa apIOTEPWV AKPWV

AiaxeipionKopugricAiaxwpiopou (v,)
1. EUpeon akunig e oTa apIoTEPG TNG V; OTTO TNV NiOTA aPISTEPWY OKHWY
2. BEioaywyn diaywviou até v v, pog v helper(e))
3. helper(e)) = v;
4. Eicaywyn aKPAS €, aTnv ANioTa apIoTEPWY OKHWY
Kal opIopog TG Kopu@rg helper(e;) wg v;
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AlaxeipionKopuprigZuyxwveuong (v;)

1. Av helper(e, ,) eival Kopugpn cuyxwveuong

2. Tore Eicaywyn Siaywviou atmoé tnv v, Tpog Tnv helper(e,_,)

3. Alaypagn TG aKUAG &, atrd TNV AioTa apIoTEPWV AKPWV

4. EOpean akpng e oTa apioTepd TNG V; OO TNV NigTa ApICTEPWY OKHWV
5. Av helper(g)) eival kopugr guyxwveuong

6. Tore Eiloaywyn diaywviou ammod Tnv v; TTpog TNV helper(e))

AiaxeipionKavovikrigKopu®rig (v.)
1. Av T0 E0WTEPIKO TOU TTOAUYWVOU BpiokeTal Beia TNG v,
Tote av n kopu@r| helper(e,_,) gival kopu@r) GuyxwveEUONG
Tore Eioaywyr| diaywviou ato tnv v, Tpog Tnv helper(e, ;)
Alaypa@r TnG akpig e, ammd TNV AioTa apIoTEPWY AKHWY
Eioaywyn akpng e, oTnv AioTa apIoTEPWV CKHUWV
Kal opIopog NG kopugng helper(e;) wg v,
6. ANAIwg EUpean akpnig g 0Ta aploTEPA TNG Vv, atrd TNV AioTa OpIOTEPUIV AKHWY
7 Av n kopu@n helper(e;) eival KOPUPH CUYXWVEUONG
8. Tote Eicaywyr) diaywviou atmo Tnv v, TTpog TNy
9 helper(e) = v,

aopwN

ZxNMa 5.38:  Weudokwdikeg dlaxeipiong yia KaBe €idog KopuPng

STOoUG  TIaPATAvw  Weudokwdikeg emonuaiverar  o6m € =V.IncidentEdge()  ka

eH:ei.Prev() . EmimrAéov avagépeTal ouxva n Asitoupyia €l00ywyng piog diaywviou.

210 oxfua 5.39 mapoucidfovTal Ol VEEG NUI-OKPESG Kal oI AAAAYEG TTOU TTPETTEl va Yivouv
oToug O¢eikTeG TNG OITTAG cUVOEPEVNG AIOTAG KWWY YIa TNV 0pBn elcaywyn Hiag diaywviou.

Mpoo@nkn Alaywviou amrd TNV KOPUPN Vv, TTPOG TNV Vg

AMAayég SeIKTWV PE TN OEIpA TTOU QUTEG EQapuolovTal
40-0rigin = vy
€40-TWin = e,
e,q-Prev = vg.IncidentEdge.Prev
€4,.0rigin = v,

e, Twin = e,

e,,.Next = vz.IncidentEdge
e,o-Next = vq.IncidentEdge
e,.Prev = vg.IncidentEdge.Prev
vg.IncidentEdge.Prev.Next = e,,

V7 vg.IncidentEdge.Prev = e,
vs.IncidentEdge.Prev.Next = e,
v.IncidentEdge.Prev = e,
vg.IncidentEdge = e,

ZxNMa 5.39:  Mpoobrkn diaywviou Kal atrapaitnTeg aAAayEG SEIKTWY

ZnuelveTal 6T N TEAeuTaia aAAayr} OTO TTAPATTAVW TTAPAdEIYUA, AAAGLElI TNV TTPOCKEIEVN
akpry IncidentEdge(v;) Tng kopueng Tou dkpou apxnig TG diaywviou. H aAAayr| auTh ¢-
Zao@ahiCel Tnv opbnA cicaywyr MEANOVTIKWY dlaywviwy oTo TTOAUYywvo. H TTpocBrkn piag
dlaywviou pe aAAayEg DEIKTWV OTTWG AUTEG TTapouaiddovTal 0To OXfpa 5.56, cival cwoTr)
yla TNV TTAEIOWPN@Ia TV TTEPITITWOEWV. YTTAPXEl OPWG Kal pia 101K TTEPITITWON TTPOCcOn-
Kng Slaywviou, 61Tou o1 aAAayEg dEIKTWY TTapouaidlouv KATtroleg dla@opoTroifoelg. H Tre-
PITITWON auTh agopd TNV TTPOCoBNKN diaywviou atrd Wia oTToIadNTTIOTE KOPUPH TTPOG Hia
Kopu@r dlaxwpiouou, evw To Akpo apxng tng diaywviou Bpioketal 6e§id atrd 10 AKPO Té-
Aoug. 210 oxnua 5.40 tTapouacialetal éva TTapddelyua piag TéTolag mepimTwong. Me KOKkI-
VO ONUEIVOVTAI 01 DIAPOPOTTOINCEIG OEIKTWY ATTO Jia KAACOIKN TTpocBrkn diaywviou.
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Mpootnikn Alaywviou aTroé TNV KOpUQn v, TTPOG TV V,
AM\ayég SeIKTWV PE TN CEIPA TTOU AUTEG e@apuolovTal
e4,-0rigin = v,

€,5-Twin = e,

e,3.Prev = vg.IncidentEdge.Prev
e4,-0rigin = v,

€4-TWin =g 4

e,,-Next = v..IncidentEdge

€,5-Next = v,.IncidentEdge. Twin.Next
e,,.Prev = v,.IncidentEdge.Twin
v,.IncidentEdge. Twin.Next.Prev = e,
v,.IncidentEdge.Twin.Next = e,,
vg.IncidentEdge.Prev.Next = e, ,
vg.IncidentEdge.Prev = ¢,,
vg.IncidentEdge = e,

ZxNMa 5.40:  EIBIKA TrepiTTTwon TTpooBnkng diaywviou Kal atrapaitnTeg aAAayEg OEIKTWV

210 TTAPATTAVW TTOPAdEIYHa €xel ON TTPooTeDEl pia diaywviog GTo TTOAUYWVO KOl OUYKE-
KPIMEVO QUTH TTOU EVWVEI TIG aKPEG V, Kal V. EgaiTiag auTrg, yia Tnv Kopu®r V, Ba 1oxUel

on IncidentEdge(v,) =€, ka1 ox1 IncidentEdge(v,) =€, 6mwg avapéveral. Tuvetwg n

TTpocBnkn dlaywviou O6TTwG auth avagépetal oto oxAua 5.39, Ba éxel w¢g atmmoTéAeoua
AavBaopuévn avaBeon JEIKTWV.

Mia TeAeuTaia Asitoupyia TTou TTPETTEI va €€nynOei ival o TpOTTOC eUpeang TNG BEong Wiag
KAVOVIKAG KOPUPNG 0 axE0N UE TO EOWTEPIKO Tou TTOAUyWvou. H Asiroupyia auth xpn-
CIJOTTOIEITalI OTN ouVAPTNON BIAXEIPIONG Piag KAVOVIKNG KOPUPRG, OTTWG aVaQEPETAl OTOV
avTioToIX0 WeudOKWAIKA Tou gxNuaTog 5.38. OTTwg £xel avapepBei vwpiTepa, TO TTOAUYW-
vo diveTal PE APIOTEPOCTPOPN POPA TWV OKPWY TOU KAl CUVETTWG TWV KOPUPwWV Tou. lMa
TNV €0PECN TNG BE£0NG TOU ECWTEPIKOU TOU TTOAUYWVOU OXETIKA PE Wia KOpu@r), YiveTal eK-
METAAAEUON TNG BEONG AUTAG KOl TWV YEITOVIKWY KOPUPWY TNG OTOV TTIVOKA KOPUPWY. ZU-
YKEKPIUEVA apPXIKA TTPETTEI VO TTPOCOIOPIOTEN TTOIO OTTO TIG YEITOVIKEG KOPUPES TNG £E€TACO-
MEVNG KOpUPNG BpiokeTal xaunAdtepa oTov y-agova kal Troia uwnAoTepa. H mTAnpogopia
auTh TTpoadiopileTal EUKOAQ PE ia atTAr] oUYKPION TWV Y-CUVTETAYUEVWV TWV YEITOVIKWV
KOPUQWV. H gEeTadOpevn KOpuPr KaBWGS Kal Ol YEITOVIKEG KOPUPEG £XOUV TOTTOBETNBEI o€
O1ad0XIKEG BECEIG OTOV TTIVAKO KOPUPWYV TNG DITTAG ouvdepévng NioTag akpwy. ETTouévwg
OUYKpivovTag TIG BECEIG TOU TTivaKa TNG XaPNASTEPNG Kal TNG uwnAdTEPNG YEITOVIKAG KOPU-
PG, TTPOCdIOPICETAI AV TO E0WTEPIKG TOU TTOAUYWVOU PPICKETAI apIoTEPA N BeCI TNG &g~
TadOMEVNS KOPUPAS. Suykekpiyéva, av POSLOW kai posHigh eivar avrioToixa ol Béoeig NG

XAUNAOTEPNG KAl UPNASTEPNG YEITOVIKAG KOPUPAG OTOV TTIVOKO KOPUPWYV TOTE I0XUEI OTI:

Ecotepicd [Modvymvov Ackid: posLow > posHigh
Ecotepuco [Todvyadvov Apiotepd: posLow < posHigh

O1 TrapatTdvw oxE€0E€Ig I0XUOUV Yia OAEG TIG KAVOVIKEG Kopu®ég. Movadikr e€aipeon artroTe-
AoUv 01 KavoVIKEG KOPUPEG TTOU BpiokovTal oTnv TTpWTN i oTnv TeAeuTaia B€on Tou TTivaka
KOPUQWV. TNV TTEPITITWON AUTA N QOPA YIA TIG TTAPATTAVW AVIOOTNTEG AVTIOTPEPETA.

210 oxAua 5.41 mapouaciadertal éva TTapddelypa TTpoadiopiopoU TG B€0NG TOU E0WTEPIKOU
TOU TTOAUYWVOU. ZT0 TTapddelyua auto Bewpeital 6T Ol BEIKTEG TWV KOPUPWYV, AVTICTOIXOUV
Kal 0Tn B£0n TOUG OTOV AVTIOTOIXO TTIVAKG KOPUPWY 0T OITTAG GUVOENEVN AICTA OKUWV.
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ZxAua 5.41:

EgeTtaldpevn Kopugn: v,
posLow =4 posHigh = 2
posLow > posHigh — Ecgwrtepikod MoAuywvou ota Ae€id

EgeTtalopevn Kopuen: v,
posLow =6 posHigh =8
posLow < posHigh — EowTepiké MoAuywvou ata ApioTepd

Eidikn Mepitrrwon Egetalopevng Kopupig: v,
posLow =2 posHigh =10
posLow < posHigh — Ecwtepikod MoAuywvou oTa Aggid
Mapdadeiypa TTPOOdIOPICPOU BE0NG TOU €0WTEPIKOU TOU TTOAUYWVOU O€
OXEON ME Mia KaVOVIKA KOPU®H

2710 onueio autd n eTe€riynon tou aAyopibuou £xel oAokANpwOEei. ZTn ouvéxeia Ba atmodel-
X0¢i 611 0 aAyOpIBpog utTodIaIpEi CWOTA TO APXIKG TTOAUYWVO OFE Y-UOovOTOVA UTTOTTOAUYW-

va.

ATodeIgn:

O aAy6piBuog siodyel diaywvioug yia KABe kopu@r] diaxwpiouoU 1 ouyxw-
veuong. Emopévwg, Ta uttoTToAUywva 1Tou Ba dnuioupynBouv dev Ba Tre-
PIEXOUV TETOIEC KOPUPEG, OTTOTE Kal Ba gival y-povoTova OTTwG EXEl ATTOOEI-
X0¢i otnVv evotnTa 5.7. Mével va atrodeixBei 611 o1 diaywvieg TTou dnuioup-
youvTtal dev £XOUvV OnuEia TOPNG PETOEU TOUG, A HE TIC OKPEG TOU apyIKoU
ToAuywvou. Na 1o okotd autd Ba atrodeixBei OTI KaTd TNV €I0aywyn Miag
dlaywviou, n dlaywvIiog auTr dev £Xel ONUEIa TOUAG JE KATTOIA QKUK TOU TTO-
Auywvou aAAd ouTe pe KATToIa ATTO TIG dIAYWVIOUG TTOU £XOUV 1 dN TTPOOoTE-
B¢ei. H amodeign Ba yivel yia Tnv TTpooBikn diaywviou yia pia kopuer] dia-
Xwplopou, dnAadn yia Tn cuvdptnon AlaxeipionKopu@ricAiaxwpiopou. lNa
TPOCOAKES piag diaywviou atod TIG UTTOAOITTEG CUVOPTACEIG N aTTddEIEN €i-
val TTapouola.

‘Eotw V,V, n diaywviog TTou TTpooTiBeTal armd 1n ouvdapTtnon dlaxeEipiong
KOpU®Ng diaxwpiopou étav n ypaupn odpwaong BpiokeTal oTnv Kopu®n o1-
axwpiopou V;, 0TTwg @aivetal 1o oxnua 5.42.

2xAua 5.42:  Amodeign aAyopiBuou uttodiaipeong TTOAUYWVOU

‘Eotw €; n akpn akpiBwg apioTepd atmo Tnv V; Kal €, n akpr akpiBwg degia
amo v ;. Téte 61av n ypauun odpwaong @Tavel aTnv Kopuen V; Ba IoxVEl

o helper(e;) = v, . Eotw Q n TeTPATTAEUPN ETIPAVEID TTOU OPIZETAI ATTS TIC
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aKpég €, € Kal dUo OpICOVTIEG YPAUEG TTOU DIEPXOVTAI OTTO TIG KOPUPEG V,
Kal V. ZT0 EOWTEPIKO TNG ETTIPAVEING Q OEV UTTAPXOUV KOPUPES, yiaTi dia-
@opeTika n TpdTaon helper(e;) =v, dev Ba Arav aAnbrg. Eotw Twpa 6

UTTAPXElI Mia aKPR TOUu TTOAUYWVOU TTOU SI0CTOUPWVETAl PE TNV SIaywVIO
TTou TTPpooTEBNKE. EQOGOV N akuni autr dev pTTopEi va €xel KATToI0 GKPOo TNG
Méoa oTnv em@dveia Q kal €TTEION 01 AKPEG TOU TTOAUYWVOU eV €XOUV ON-
MEia TOPNG WETAEU TOUG, TOTE N aKun Ba TTPETTEl va £XEI KATTOI0 onuEio TOUAS
ME TNV OPICOVTIO YPOUUN) TTOU EVWVEI TNV V. HE TNV e, f ME TNV OPICOVTIO

YPapur| TTou evwvel TNV V; Pe TV €;. MBavég TéToleg akpEg eival ol €, Kal €,

. Opwg o1 akpég auTég gival aduvaTtov va UTTApYXoUV KaBwG yIa TIG KOPUPEG
Vi Kai Vi, noakpn e, BpiokeTal akpIBWS apioTePd Toug. ETTopévwg, Kapia

OKMI TOU TTOAUYWVOU OEV UTTOPEI VO DIACTAUPWVETAI JE TNV TTPOCTIBEUEVN
dlaywvio.

‘EoTw pia diaywviog TTou TTpooTEBNKE TTpIv atrd Tn diaywvio V\V, . Epooov
SEV UTTAPXOUV KOpUQEG péoa otnv em@dveia Q kal kGBe diaywviog TTou
TIPOOTEBNKE TTPIV TNV VYV, TIPETTEl va £XEl Kal Ta dUO AKpa TNG uwnAdTepa
aTro TNV KopuPn V;, TOTE Kapia dlaywviog dev YTTOPEI va dIAOTAUPWVETAI JE

TNV diaywvio V,V,, .

2710 onueio autd €xel atrodeIxOei 0TI 0 aAyopIBuog douAeuel cwaTd. Mia TeAeuTaia AgiIToup-
yia PeTA TNV ekTéAEON TOU aAyopiBuou gival n TTpdofacn o€ KABE y-UOVOTOVO UTTOTTOAU-
ywvo. Auté yivetal ge Tn Xprion tng ueTapBAnTAg hasBeenTraversed Trou Trepiéxel K&Oe
NUI-okpn. Ta va dIooXIoTEl €va TuXaio y-JovOTOVO TTOAUYWVO TToU dnUIOUPYRHONKE, ako-
AouBouvTal o1 deikTeg Next() piag Tuxaiag NUI-0KWAS oTn SITTAG ouvdepévn ANiOTO OKHWV.
Ortav kdtrolog deiktng Next() deixvel 0TV ApXIKN TUXAiIA NUI-OKUE, TOTE TO UTTOTTOAUYWVO
EXEl OIOOXIOTEN ETTITUXWG.

Katd 1n didpkeia TTPOCTTEAAONG TWV NMI-OKPWY TOU UTTOTTOAUYWVOU, Ol HETABANTEG
hasBeenTraversed opifovtal wg true. ETToéVWG WG apxn yia éva €TTOPEVO TUXAIO UTTO-
TTOAUYWVO aKOAouBEiTal pia Tuxaia nuI-akur TTou dev exel dlaoxIoTel, OnAadr n PETABANTA
hasBeenTraversed yia Tnv nuI-akun €xel Tiun false.

ZnuelveTal 0TI 0 aAyopiBuog doulelel CwaoTd Kal yia TTOAUywva TTOU TTEPIEXOUV OTTEG.
2UYKEKPIMEVA o1 OTTEG BivovTal PE BeEIBOTPOPN POPA TWV KOPUPWYV Toug. ETTONEVWG TO
EOWTEPIKO TOU TTOAUYWVOU Bewpeital 0TI BpiokeTal €GWTEPIKA TOU TTOAUYWVOU TTOU AVATTO-
pI0Ta pia otrr. ETimtAéov n de€idéoTpopn popd eCuttnpeTei TN Acitoupyia elpeong Tng B€ong
TOU E0WTEPIKOU TOU TTOAUYWVOU O€ OXEON UE Hia Kavovikr Kopu®r. O1 uttOAoITTeG AsiToup-
yieg Tou aAyopiBuou douAguouv pe Tov idI0 TPOTTO Kal Oev XPEIAdeTal va Yivouv diagpopo-
TTOIRCEIG. ZT0 oxAua 5.43 TTapoucidadeTal Yia epapuoyr Tou aAyopiBuou o€ £va TToAUYwvo
ME Mia OTTh.
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ZxNMa 5.43:  TMapddeyua epapuoyng Tou aAyopiBuou o€ éva TTOAUYwWVO PE Wia o

2710 oxAua 5.44 TrapoucidleTal €va aTTOTEAEOHA EQAPUOYNG Tou aAyopiBuou aTo TTEPIRAA-
Aov NG Unity. Me d1a@opeTikd XpWHO CNPEIWVOVTAl TA Y-JOVOTOVA UTTOTTOAUYWVA TTOU
onuioupyRBnkav.

ZxNHa 5.44:  AtrotéAecpa epapupoynig Tou alyopiBuou ato TrepIBaAAov TnG Unity

5.8 O AAy6p18uog TpiywvoTroinong evog y-Movétovou MNMoAuywvou

O aAyopIBuOG TNG TTPONYOUNEVNG EVOTNTAG £XEI UTTODIAIPETEI ETTITUXWG Ta TTOAUYywva padi
ME TIG OTTEG TTOU ONUIOUPYOUVTAI ETTAVW OTO ETTITTEDO TOUAG, OE Y-HOVOTOVA UTTOTTOAUYWVA.
To TeAeuTaio BAua yia Tnv oAokAnpwaon TG diadikaoiag ToPNG gival n TplywvoTroinon Twv
UTTOTTOAUYWVWY QUTWYV. ZTNV evoTnTa auth Ba Tepiypagei €vag AmmAnoTog aAyopiBuog Tpi-
YWVOoTToinong evog y-pJovoTovVoU TTOAUYWVOU.

H BaoikA 16éa Tou aAyopiBuou 6TTwG Kal aTov aAyépiBuo Tng evotnTag 5.7, ival n odpwaon
TOU Y-HOVOTOVOU TTOAUYWYVOU HE Hia @avTaoTIK opIfOvTIa YPAPUr, N OTroia oTapatd o€
KGBe Kopu®r Tou. AuTd TToU emMOIWKETAI €ival N UTTOdIAIPECN TOU TTOAUYWVOU O€ Tpiywva,
ME TNV TTPOCONKn dlaywviwv PETAtU Twv Kopuewyv. O aAyépiBuog diatnpei pia oToifa,
OoTnNV oTToia TOTTOBETOUVTAI KOPUPES ATTO TIG OTTOIEG £XEI TTEPATEI N OPICOVTIA YPOUUF, OAAG
MTTOPE va XpelaoTeEl va TTpooTeBolv o€ auTéG KATTOIEG DIAYWVIOI GTNV TTOPEia Tou aAyopio-
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pou. Otav n op1fOvTia YPAPUr OTAPOTACEl O€ Pia KOpu@r), 0 aAyopiBuog TpocBETel 600 To
duvaTtov TTePITOOTEPES BIAYWVIOUG OTIG KOPUPEG TTOU UTTAPXOUV OTN CToIiRa.

MNa TN ouvéxela TNG eTEEAYNONG TOU aAyopiBuou, TTPETTEI APXIKA VA OPIOTOUV Ol £VVOIEG TNG
0e€Id¢ kal apioTepg aAuaidag evog TToAuywvou. Me Tov 6po aAuaida opiletal To EEIO N
apIoTEPO TUANA TOU TTEPIYPANKOTOG TOU TTOAUYWVOU, TOU OTTOIOU T AKpaA gival N uywnAoTe-
pN KAl XauNAGTEPN KOPU®H TOUu TTOAUYWVOU. XT0 oxNpa 5.45 trapouciddetal éva Trapd-
Oclypa €vOG TuXaioU y-HOVOTOVOU TTOAUYWVOU, OTO OTTOI0 CnuelwvovTal ol U0 aAuaideg

TOU.
B ApioTepr) AAugida \

B Acid AAuoida Ywnhotepn Kopuen

XaunAdtepn Kopuon

-

Zxnua 5.45:  Aeggid kal apiotepnr aAucida evog TTOAUYywvouU

O aAyopiBuog pooBETel dlaywvioug TTPOG TIG KOPUPESG TNG OToiRag, avaAdywg o€ Troia
aAucida Bpioketal n kopun TTou €€eTdlEl. ZT0 OXAUA 5.46 TTAPOUCIAZETAI CUVOTITIKA N
AeiToupyia Tou aAyopiBuou.

AAyépi8uog Tpiywvortroinong evég Y-Movétovou MoAuvywvou

Eicobog ’ YmoAoyiopoi - Aladikagia >

ATAG guvdepévn AioTa ®Bivouoa Tagivopion Twy ) .

L, GKHWV TTOU TTEIEXE! TO | L kopuguv Tg iTAG ouvSepévng AntAd ouvdepévn Aiota
TTOAUYWVO TTPOg NoTag akpwv e Bdon v GV IOUSITEIONE O
TPIywvoTToinan Y GUVTETAYHEVN TOUG TTOAUYWVO IJE'Td 11\%
DCEL polygon R — TPlywvorroinan

Alayeipian kGBe KOPUPKG Kal DCEL polygonOut
£Aeyxog o€ Trola aAucida avikel

4

‘EAgyxog kopu@uwyv oToifag kai
s TpoaBnkn diaywviwv améd Tnv
eCeTAlOUEVN KOPUPT) TTPOG QUTEG
o6TToU auTd gival duvaTov

(

% KatdAAnAn e€aywyn kai

TTPoaBrkn Kopu@wy aTn aToifa

ZxNMa 5.46:  Aidypapua aAyopiBuou TpIywvoTroinong evog y-HovOTOVOU TTOAUYWVOU

O aAyopiBpog TTpooBETEl apXIKA TIG OUO UWNASTEPES KOopUPES 0Tn aToifa. ‘Etreita Tig €e-
Talel pe pBivouoa oeIpd WG TTPOG TNV Y-CUVTETAYMEVN TOUG. YTTAPXOUV OUO TTEPITITWOEIG
OTIG OTTOIEG PTTOPET VO aVAKEI KABE £CeTAlOPEVN KOPUPH.
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TNV TTEPITITWON TTou N €&eTaddpeVn KopuQr) BpiokeTal o€ avtiBeTn aAucida atd TNV aAu-
oida TNG KopuPrg TTou BpIioKETal GTNV KOPUPN TNG OToiRag, TOTE Ba TTPETTEl va OTTOTEAEN TO
AKpo TEAOUG Miag akuAG e TTou BpiokeTal oTnv avTiBeTn aAucida arrd auThiv TTOU aVAKOUV
0l KOPUYEG TNG OToifag. 1o oxnua 5.47 mrapouciadovtal dUo Trapadeiypara authg Tng
mepimTwong. ‘Eva yia mv mpwn e€eTalduevn Kopu@r Tou alyopiBuou, kaBwg Kai £va TTa-
padelyua yia pia Tuxaia e¢eTalopevn Kopu®n Katd Tn dIApKEIa EKTEAEONG TOU aAyopiBuou.

(a) Npwtn EgeTalopevn Kopugn (b) Evdidueon Egetalopevn Kopuen

\

Kopugég ot otoifpa ——

e . / \\\\‘\— e
1‘73.
/
\\\
! E€eralopevn Kopupg —— -

@ Kopugr ato TEAog TNG aToiag i

® Kopugr otnv Kopu@r Tng oToifag
— [pooTiBéueveg Alaywviol

Zxnua 5.47: Mapadeiyuata TpwTNG TTEPITITWONG ££ETAlOUEVNG KOPUPNAG

2€ TETOIEG TTEPITITWOEIG YivETAI TTPOOONKN dlaywviwv attd Tnv eEeTAlOUEVN KOPUPT], TTPOG
OAeC TIG KOPUPEG TNG OTOoIRAG €KTOG aTTd aUTAV TTou BpiokeTal oTo TEAOG TNG. H Kopuon
TTOU BpiokeTal aTo TEAOG TNG OTOIRAG aTroTeAEl TO Avw AKPO TNG OKMNG €, OTTOTE gival AdN
ouvdepévn he TNV egeTadOPEVN KOPUPH. 2TN CUVEXEIQ YiveTal €Eaywyr OAWV TwWV KOPUPWV
atoé 1 oToifa. H mpwTn dilaywviog TTou TTPOCTIBETAl, vWvel TNV £EeTAlOUEVN KOPUPK] HE
TNV KOPU®H TTOU BPICKOTAV OTNV KOPU®H TNG OToiRag. To YEPOG TOU TTOAUYWVOU TTou PBpi-
OKETAl TTAVW aT1To TNV dlaywvio auTh, €xel TTAéov TpiywvoTroinBei. O1 KopupéS TNG diaywvi-
OU QUTAG, aTToTeAOUV TAUTOXPOVA PEPOG TOU TTOAUYWVOU TTOU &eV £XEI OKOUA TPIYWVOTTOI-
nBei kal BpiokeTal KATW atmd TNV diaywvio. INa Tov Adyo auTd yiveTal TTPOCcONKN Kal Twv
OUO KOPUPWV OTN OTOIBA. ZUVETTWG N KOPUPH TTOU apXIKA BPIOCKOTAV OTAV KOPUQr TNG
oToifag, Ba BpiokeTal aTo TEAOG TNG OTOIRAG PETA TNV TTPOCONKN dlaywviwv. H diaudpow-
On TNG OTOIRAG TTPIV KAl JETA TRV TTPOCBNKN dlaywViwy TTapouciadeTal oTo oxnua 5.48.

Zroia tpiv TNV TTPooBnkn diaywviwy Z10iBa peTd TNV TTPOCORKn dlaywviwy

E&etalouevn Kopuon

ZxNMa 5.48:  Alauépewon oToifag Tpiv Kal HETA TNV TTPooBnkn diaywviwy yia TV TTpw-
TN TTEPITITWON

21n &euTePN TTEPITITWON N €€ETAlOPEVN KOPUPH KAl N KOPUPA OTNV KOPUQr TnG OToiRag
Bpiokovtal otnv idia aAucida. TéTe n eiIcaywyr diaywviwv atrd TNV €CeTaldPeEVn KOPUPH
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TTPOG KABE KopuPn TNG oToifag ptropei va unv eival eQIkTA. O1 KOPUPES TNG OTOIRAG OTIG
oTToieG €ival €@IKTA N TTPOCOAKN Miag diaywviou Ba eival dIadoXIKEG, OTTWG @aiveTal
oTo oxAua 5.49 (a).

(a) E@ikTR sicaywyn Siaywviwy ot (b) Mn @ikt e1I0aywyn Siaywviwy
S1ad0xIKEG KOPUPES

s -

Kopugég otn aToifa

— @

T E€eragopevn Kopug /

® Kopuon oto TéAog TnG oToifag
©® Kopuer otnv Kopu@r Tng aTtoifag
— [MpocTiBéueveS Alaywviol

2xnMa 5.49: Mapadeiyuata deUTEPNS TTEPITITWONG EEETACOUEVNG KOPUPNG

EmmmA£ov n Kopur TTou BpiokeTal GTNV KOpUYr] TNG aToiag evwvetal OGN YE TNV €E€TALO-
Mevn Kopuen, eTONEVWG oiyoupa dev gival duvarr) n TTPooOAkn Slaywviou TTPOG QUTHV.
Etmmopévwg apxIka €€ayeTal N Kopur TTou BPICKETAI TNV KOPUQK TNG OTOIBAG Kal OTn Ou-
véxela gpeuvaTal n duvaréTnta TTPooBnikng diaywviwy TTPog TIG UTTOAOITTEG Kopupég. H
TTPocOAKn Slaywviwyv oTtapatd PoéAIS Bpebei pia kopuen otnv otroia &ev gival duvaTA n
TTPOCOAKN piag dlaywviou €TTEId N dlaywVvIoG Ba £xel KATTOIO ONUEI0 TOUAG YE KATTOIO OK-
M) Tou TToAUyWvou 1 &ev Ba BpiokeTal 6To eOWTEPIKG ToU. Mo 6OEG KOPUPES £XEI TTPOOTE-
B¢i pia diaywviog e€dyovtal amd Tn oToifa. EEaipeital n kopuer TnG TeAeuTaiag diaywviou
TTOU TTPOCTEBNKE, N oTToia TTPETTEI va TTPoCaTEBEl Eavd oTn oToiRa KABwWG atroTeAEl TUAPA
TOU [N TPIYWVOTTOINKEVOU TTOAUYWVOU OTTWG paiveTal 0To oxNpa 5.49 (a).

2nuelvetal 6T uTTopEi va gival aduvarn n TpooBrikn otrolacdATToTE dlaywviou, 6TTwg OTO
oxAua 5.49 (b). ZTnv TepiTITWON AUTH N TTPWTN KOPUPH TTOU £EAYETAI EICAYETAI KOl TTAAI
oTtn oToifa. Avegdptnta €dv Ba TTpooTeBEi KATTOIa dlAyWVIOG, N EEETALOMEVN KOPUYN TTPO-
oTiBeTal TTAVTA OTN OTOIBA APOU ATTOTEAEI TUNAKA TOU YN TPIYWVOTTOINUEVOU TTOAUYWVOU.
OmoTe aTo TENOG €€€Taang TnG, Ba PpiokeTal TTAvTa OTN KOPUYPR TNG oToifag. 210 oxAua
5.50 trapoucialetal n dlapdpPWaon TNG OToiBAg o€ TTEPITITWON TTOU Eival EQIKTH N TTPO-
o6nkn dlaywviwv. AIGQOPETIKA, N OToiBa PETA TNV €6£TAON TNG KOPUPNAGS Ba TTapauEivel
idla pe TNV €€eTalduevn KOpuPn ETTITTAEOV OTNV KOPUPH TNG.
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MpooBnkn diaywviwyv OTIG KOPUPEG V4V,
210iBa TrpIv TNV TTPOCORKN dlaywviwy 2T0iBa PETA TNV TTPOCBNKN dlaywviwv

E¢etaléuevn Kopuon

Vg @l
v, v

V3 V3
v, v,
vy vy

ZxNMa 5.50:  Alauépewaon oToifag TTpIv Kal JETA TNV TTpoaBrikn diaywviwy yia Tn deUTe-
pn TTEPITITWON

5.8.1 YAomroinon otn Unity

H uAotroinon Tou TTapaTTévw aAyopiBuou yivetal oTnv ouvapTtnon
PartitionIntoMonotonePieces n otroia Bpioketal oTnv KAdon Triangulator. To TTOAUyw-
VO TTPOG TPIYWVOTToinon divetal wg pia dITTAG cuvdepévn AioTa akpwy, n oTToia KaTa-
okeudadetal dlaoxi¢oviag TIG NUI-aKPEG Tou TToAuywvou autol. H didoxion evdg Tuxaiou
TTOAUYWVOU TTEPIYPAPETal OTnV evoTnTa 5.7.1. H dITAG cuvdepuévn AioTa QKPWY TTEPIEXEI
HOVO TIG NUI-OKPEG TTOU BpioKovTal OTO €0WTEPIKG TOU TTOAUYWVOU, KaBWG pévo auTég ei-
VaI AaTTaPaiTNTEG YIA TNV TPIYWVOTIOINOT. ZNHEIWVETAI, OTI Ol NPI-OKPEG TOU TTOAUYWVOU €-
XOUV apioTepOaTpoPn KatelBuvon. O weudokwdIKag Tou aAyopiBuou TrapouaidleTal
oTo oxAua 5.51.

TpiywvotroinonMovoéTtovoulloAuywvou (P)

1. ®Bivouoa Tagivouian TwY KOPUPUV TOU TTOAUYWVOU WG TTPOG TNV Y-GUVTETAYUEVN.
lMa 300 KOPUPEG PE iBIA y-OUVTETAYUEVH N KOPUPK TIOU BPICKETAI TTIO APIOTEPD EXEI
peyoAUTEPN TTpOTEPAIOTNTA. ‘EOTW V4,V5,...V, N KOAOUBIO TWV TAGIVOUNUEVWY KOPUPWY

2. Apxikotroinon oToiBag Kal El0aywyr] TwV KOPUPWY V,,V, O auTr

3. MNa i amwoé 3 péxpl n-1

4. Av n Kopu@n v; Kai n Kopur oTnv Kopu@r) TN aTtoifag Bpiokovial oe SIaQOPETIKEG QAUTIOES
5 Tore E€aywyr 6Awv Twv KOpu@wyv amo Tn oToifa
6. Eicaywyn diaywviou atmé Tnv v; TTpog KABe kopur] TTou Bpiokotav
oTn oToiBa EKTOG ATTO TNV TEAEUTAIQ
e Elcaywyr Kopu@uwy Vv, , Kal v; TN aToifa
8. ANwg (O1 kopupég BpiokovTtal oTnv idia aAugida)
9. Tore E€aywyn piag Kopurg atd Tng oToifa
10. EmimAéov e€aywyn KGBe kopuPrig 6TTOU N SIAYWVIOG ATTO TNV V; TTPOG
auTrv BpiokeTal oTo ECWTEPIKO TOU TToAUywvou. Eilgaywyn autrg g diaywviou
1. Eicaywyn otn oToifa tng TEAEUTAIAG KOPUPNG TTOU £YIVE EEaywyn
12 Eloaywyr) kopugng v, oTn aTtoifa

13. Eicaywyr} diaywviwy atméd TNV Kopu@r v, TTPog OAEG TIG KOPUPEG TIG OTOIRAG EKTOG
TNV TTPWTN Kal TNV TeAgUTaia

ZxAMa 5.51:  Weudokwdikag alyopiBuou TpiywvoTtoinong

21N ouvéxela Ba eEnynbouv PepIKEG BACIKES AEITOUPYIEG TTOU avaPEPOVTAI OTOV WEUDOKW-
oIka. ApXIK&, n AioTa KOPUQWV TALIVOUEITAI KAl OTN OUVEXEIQ Ol OUO TTPWITEG KOPUPES TO-
ToBeToUvVTaI 0TN OToiRa. KaBopioTiKAG onuaciag gival o TTpoadiopiouog TG aAucidag Tou
TTOAUYWVOU OTNnVv OTToia avAKEl KABe KopuPr. Ze KABe kopun diatnpeital pia emTTAéov
METABANTA TTOU TTPOCdlopidel TNV aAkuaida oTnv otroia avAkel. Na TRV eUpeon TNG AAucidag
KGBe kKopueng akolouBeital N aploTep AAUCida TOU TTOAUYWVOU, EEKIVWOVTAG aTTO TNV U-
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WwnAOTEPN KOpUPr Kal akoAouBwvTtag Toug OeikTeg Next KaBe nui-akung, PEXPIS OTOu va
Bpebei N xaunASGTEPN Kopu®r) Tou TToOAuywvou. YTTevBupileTal OTI Ol NUI-OKUES OTO ECWTE-
PIKO TOU TTOAUYWVOU €XOUV ApIOTEPOCTPOPN POPd, OTTOTE E ApXN TNV UYPNASTEPN KOopu®n
o1 &¢ikTeg Next Twv NUI-OKPWY TTApaTTEUTTOUV OTNV aploTep aAucida. H diadikacia TTpoo-
dlopiopoU TnG aAuaidag KABe KOpUPAG TTapouaidleTal oTov KwdIKa Tou Trivaka 5.15. Katd
TN OIGPKEIQ aUTHG TNG dIAdIKACIOG YiVETAI TAUTOXPOVA EAEYXOG AV TO TTOAUYWVO gival y-
MOVOTOVO, EAEYXOVTOG TIG Y OUVTETAYMEVEG OUO OKUWYV TNG aAuaidag. O idlog éAeyXog yive-
Tal 0T OUvEXela Kai yia Tn 6€€id aAuaida.

do {
if (currentVertex.GetPosition().y < currentVertex.GetIncidentEdge ().GetNext ().
GetOrigin ().GetPosition().y){

Debug.LogError( B

return;
¥
currentVertex = currentVertex.GetIncidentEdge ().GetNext ().GetOrigin ();
currentVertex.SetIsOnRightChain (false);

} while(currentVertex.GetPosition () != bottomVertexPosition);

Mivakag 5.15: Kwdikag Tpoadiopiopol aAuaidag yia KABe kopuen

MNa TNV TpooBnikn diaywviwy OTTwWG Kal 6Tov aAyopiBuo Tng evoTtnTag 5.7, gival atrapaitn-
N N owoTA aAAayr] JEIKTWV TwV NUI-aKPWVY. H aAAayr S€IKTwY OToV TTapovTa aAyopiOuo
akoAouBei TTapdpoia Aoyikr OTTwWG auTr Tou OXAMATOG 5.39 oTnv evéTNTa 5.7. ZUYKEKPIUE-
va, £€0TW Mia véa dlaywVIog TTOU dNUIOUPYEITAI KAl EVWOVEI TIG KOPUPEG Vgart KOI Veng KAl €1
Kal e, €ival Ol avTioToIXeEG NUI-AKUES TNG. H nui-akul e1 €xel wg Akpo apxng TNV Kopuen
Vstart- 10TE Ol AANQYEG OTOUG DEIKTEG TWV NUI-AKUWY TTapouciddovtal oTo oxnua 5.52.
MNpoobnkn véag diaywviou

AMAayEg SEIKTWV PE TN OEIPA TTOU QUTEG EQApUOlovTal

e,.0rigin = v 4

e, Twin=g,

e,.Prev = v, ..IncidentEdge.Prev

e,.0rigin = v, 4

e,.Twin = e,

e,.Next = v__..IncidentEdge
e,.Next = v, ,.IncidentEdge
e,.Prev =v__,.IncidentEdge.Prev

Vene-INCidentEdge.Prev.Next = e,
Vnq-IncidentEdge.Prev = e,
V- INCidentEdge.Prev.Next = e,
V- INCidentEdge.Prev = e,

ZxAMa 5.52:  AAAayn SEIKTWY NUI-OKPWY KaTd TNV TTpocBikn piag diaywviou
AuTO TTOU dlagopoTIoIEiTal OTIG OUO TTEPITITWOEIG £EETACOMEVNG KOPUPNG, €ival N KATGAANAN
avdaBeon Twv deikTwy IncidentEdge yia é1roieg Kopu@ég auTd gival atrapaitnTo, HETA TNV

oAokAnpwaon TPoaBnikng Twv dlaywviwv. O1 KOpUPESG auTéG apopolv Ta dUo dkpa KABE
dlaywviou TTou TTpocoTiBeTal. O ouykekpipévog BeikTNG TTailel KaBopIoTIKG pOAo OTnv €loa-
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ywyn diaywviwy, KaBwg XpnoIJoTIoIEiTal apKETA OTTWG QaiveTal oTo oxua 5.52. ETTopé-
VWG, gival amrapaitnto va dgixvel 0T CWOoTA NUI-aKUN yia TNV opbn eilcaywyn diaywviwv
KATé TNV €6£TAON TWV UTTOAOITTWY KOPUPWV.

MNa Tnv TTepiTTwon TTou n €€eTalduevn KOpu@r] avikel o€ dIAQOPETIKY aAucida atrd Tnv
KOPU®A O0TNV Kopuen Tng oToifag, dlakpivovtal dUo TTEPITITWOEIS. Eite va BpiokeTal otnv
aploTepn €ite otn OegId aAuoida. YTrevBupiCeTal 11 o1 dlaywviol loayovTal avamoda. An-
Aadn, TpwTa €iI0GyeTal N SlIAYWVIOS YIA TNV KOPUQPR TTOU BPIioKETaI GTNV KOPUPHA TNG OTOI-
BaG Kal 0TN OUVEXEID YIA TIG UTTOAOITTEG.

210 oxAua 5.53 mmapoucidleTtal n oeIpd el0aywyng dlaywviwy otav n £¢eTalduevn KOpuPn
Bpioketal otn &e€id aAuaida. Oi deikTeg IncidentEdge degixvouv OTIG CWOTEG OKUEG OTTOTE
ol aAAay€g BeEIKTWVY KaTd Tnv TTpoadrkn diaywviwv Ba yivouv ocwoTa.

Eicaywyn Alaywviwy yia Tnv £§eTaddPevn KOPUQPn v,

IncidentEdge(v,) HETA TNV TEAEUTAIT
IE(v) = IncidentEdge(v) eloaywyn dlaywviou

OAokAnpwon Eicaywyng Alaywviwyv -V

1P d A 4,-IncidentEdge = v(4_1).lncidentEdge.Prev
AMAayn deikTn £§eTAlOPEV KOPUPRG

Zxnua 5.53: Elocaywyn diaywviwv Kal ahAayég SEIKTWY yia Kopu®r] otn de€id aluoida

Ortav n egeTadduevn Kopuer BpiokeTal aTnv apioTepr aAuaida Kai oI KOPUPES TNG OToIRAG
oTtn 0¢&1d, o deiktng IncidentEdge Tng €€eTalduevng Kopupng TPETTEl va aAAdlel oe KABe
eloaywyn d1aywviou Kal CUYKEKPIPEVA VA DEIXVEI TNV TTPWTN NUI-OKUR TS dlaywviou TTou
elodyetal. MOAIG oAoKANPpwBOOUV OAEG 01 elI0aywyEG, 0 OeikTNG Ba TTPETTEI KAl TTAAI va aAAG-
&el otV nUI-aku TTou £€9¢gIxve TIPIV TAV €loaywyr] dlaywviwy yia Tnv opBry cuvéxeia Tou
aAyopiBuou. EmimrAéov TTpéTTel va yivel aAhayry oTo &€iKTn TNG KOPUPNG TTOU BPIioKETAI O-
HEoWG uYnAGTEPA aTTd TNV £€€TACOUEVN KOPUPA. Ta To Adyo autd atroBnkeUsTal £5apxnis
n &eUTEPN NUI-aKUA TNG TTPWTNG dlaywviou TTou TTpocTiBetal. H diadikacia TTapoucidleTal
o710 oxnua 5.54. ¢ k&b BAua TTapouaidlovTal o OEIKTEG TWV KOPUPWYV KATA TNV TTPOCOI-
Kn TNG EKAOTOTE SIOYWVIOU OTO CUYKEKPIMEVO Briua.
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Eicaywyn Alaywviwv yia Tnv g§eTalépevn Kopugn v,

\ IE(v,)

IE(v) = IncidentEdge(v)
ATofnkeupévn NUI-AKPA KATd - c
TNV g1caywyn Tng 1n diaywviou d

OMAokAfpwan Eicaywyng Alaywviwv V4-'”°ide_'”tEd99 = e4.Next
AANayR SEIKTWV Kopupwv Via.q)-IncidentEdge = e

2xnua 5.54: Eicaywyn diaywviwy Kal aAAayEG OEIKTWV YIO KOPUQr OTNV apIoTEPH aAu-
oida

MNa TNV TTepITTITwon 1Tou n egeTadduevn KOPUPr avAkel aTny idia aAugida atrd TRV Kopuer)
oTnv Kopu®r TnNG oToifag, dlakpivovtal 1Tiong dUo TTePITITWOoEIS. Eite kal o1 800 Kopugég
Bpiokovtal oTn €A aAuaida €ite oTNV apIoTEPA. Z€ KABE TTEPITITWON N €lo0aywyn dlayw-
viwv dev TTapouciddel SuoKoAieg Kal oI aAAayEG BEIKTWYV yivovTal OTTwG akpIBWS avapépo-
vTal oTo oxAua 5.52. Metd v oAokAfpwaon €iIcaywyAs OAwv Twv dlaywviwv Ba TTpETTEl
va yivelr ahAayr] Tou deiktn IncidentEdge Tng e€eTtalduevng KopuPrg A TNG ETTOMEVNG KOPU-
PG 0TN OTOIRA, OTTWG TTAPOUCIAeTal OTO OXNUa 5.55.

Eicaywyn Alaywviwy yia Tnv e§eTalépevn Kopugn v,

Mepimrwon 5&§1ag ahuoidag MNepimTwon apioTepng aAuoidag

AMAayn deikTn e§eTaldopevng KOopuPng AMAayn &eiktn 2™ kopu@rg oTn oToifa
HETA TNV OAOKARpWON E1I0aYWYAS Siaywviwv HETA TNV OAOKANpWO E1I00YWYNG Slaywviwv

vg.IncidentEdge = e v,.IncidentEdge = e

= 11 el0aywyn diaywviou
== 21 el0aywyn diaywviou

ZxAMa 5.55:  Elocaywyn diaywviwv Kal aAAayEG SEIKTWVY OTIG TTEPITITWOEIS id1ag aAuaidag

Mia TeAeuTaia onuavTikn Asitoupyia katd Tn didpKeIa Tou aAyopiBuou gival o €Aeyxog eav
Mia dlaywviog BPIoKETAI OTO ECWTEPIKO TOU TTOAUYWVOU Kal ETTOPEVWG WTTOPEN va TTPOOTE-
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B¢i. MNa Tov éAeyXo auTd XPNOIPOTTOIEITAI Kal TTAAI N OXETIKN) B€0n Piag KOpUQng YE pia gu-
Beia. Zuykekpigéva eCetdleTal n BEon TNG TEAEUTAIOG KOPUYNG TTOU a@aipébnke atrd Tn
oToifa, oe oxéon pe Tnv eubeia TTou diEpxeTal atrd Ta dUo dkpa TG dlaywviou eloaywyng.
H kopuen autr) TTpéTTel va BpiokeTal TTavia Oe€Id N apIoTeEPA atrd TNV €uBeia auTr), avaAo-
ywg TNV aAucida TTou TTpoaTiBeTal n diaywviog. ‘EoTw viug N TEAEUTAIQ KOPUYNR TTOU agal-
péBnke atrd Tn oTtoifa. ToTe IoYUEL:

ApioTep aAuoida
- Vjast OTO O€EIG TNG DlaywViou EI0QYWYNG : H dlaywviog atroppiTrTeTal

- Vijgst OTQ APIOTEPA TNG DIAYWVIOU EI0AYWYNG : H dlaywviog eykpiveTal

Ag€1a aAuoida

- Vjast OTO O€EIG TNG BlaywViou EI0QYWYNG : H dlaywviog eykpiveTal
- Vijast OTO APIOTEPA TNG BlAywWViou €I0AYWYAG : H d&iaywviog atroppi-
TITETAN

210 oxAjua 5.56 Trapoucidletal £va TTapddelypa OTTou N dlAaywVIOS EI0AYWYAGS EYKPIveTal A
ATTOPPITITETAL.
‘EAgyxog av n eicaywyn Siaywviou givarl opln yia Tnv e§eTalopevn KOpuyn v,

Eigaywyr diaywviou Tpog TNV KOPUPR v, Eicaywyn diaywviou Tpog TNV KOPUPn v,

/ ”
'H diaywviog eykpiveTal KOBWG N KOPUPN Vg 'H d1aywvIog atroppiTITETAl KABWS N KOPUPH Ve
Bpioketal de€1d TNG TTPOCTIBEPEVNG BlaywViou BpiokeTal apioTepd TNG TTPOCTIBEPEVNG SlayWwViou

ZxNMa 5.56: Mapddeiypa €ykpiong A amoppiyng TTPOoTIBEPEVNG diaywviou oTnv OegId
aAuaida

2710 onueio autd n emregrynon Tou aAyopiBuou €xel oAokAnpwOei. 10 oxnua 5.57 mapou-
oldZeTal éva atmoTEAEOUA Tou aAyopiBuou péoa ato TTepIBAAAov TNG Unity.

ZxNMa 5.57:  AmotéAeopa epapuoyng alyopibuou ato repiBaAAov Tng Unity
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H diadikaoia TouRg oAoKAnpwveTal £QOCOV 01 TTiVAKEG TOU OIKTUOU YEWMETPIAG TOU POVTE-
Aou avavewBouv. Ta véa Tpiywva Ba gival autd TTou TTPOKUTITOUV aTrd Tov aAyopiBuo Tpi-
YWVOTTOINONG KAl O VEEG KOPUPEG Ol AVTIOTOIXEG KOPUPEG TOUG. ZNUEIWVETAI OTI OTOV VEO
TVaKO KOPUQWYV TOTTOBEVTOUVTAI O BE0EIC KOPUPWYV OTOV TPICOIACTATO XWPEO TTOU €ixav
atroBnkeuTei aTn SITTAG cuvdepévn AiOTa OKPWYVY Kal OXI O HETAOXNUATIONOG TOUG OTO £TTi-
TTE00 Xy. TO TEAIKO OTTOTEAETUA OUVEPYQTiag OAWV TwV TTapaTTavw aAyopiBuwy TTou avao-
@épBnKkav gixe avei oto oxnua 5.3 oTnv apxn Tou TTapoOvTog KEQYaAaiou Kal TTapoucidle-
Tal éva avTioTolxo oto axAua 5.58.

ZxNua 5.58: AmotéAeapa epapuoyng alyopiBuou oTto TTepIBaAAov TnG Unity
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6. O EAEIXOX THZ KAMEPAZ

H diaxeipion Tou TpI00IGCTATOU POVTEAOU EVTOG TNG €QAPPOYAG YivETAl PE TN XPHon aeng.
O1 Baagikég uttooTnPICOMEVES ASITOUPYIEC aPOPOUV TNV TTEPIOTPOYN, MeEyEBuvon R PETOKI-
vNon TOU PJOVTEAOU. Z& OAEG QUTEG ONUAVTIKO POAO KATEXEI N KAYEPA, TNG OTTOIOG N KATAA-
ANAn ueTakivnon gival ouciaoTiKA uTTeUBuvn yia TNV UAOTToiNON TOUG. ZTO KEPAAQIO auTd
Ba €€nynBei avaAuTIKG 0 TPOTTOG PETAKIVNONG TG KAMEPAS MECW APAG YIa TNV UAOTTOINON
Baolkwv AeIroupylwv peTakivnong kal B€aong Tou povtéAou. OAeg o1 Aeiroupyieg Bpioko-
vtal 010 script CameraController To o1T0i0 TOTTOBETEITAI OTO AVTIKEIUEVO TNG KAPEPAG OTO
mepIBaAAov Tng Unity.

6.1 TomoBéTnon Tng KApEPAG Kal o TPOTTOg TTPOROARG

MNa TNV ammoTeAeoUaTIKA UAOTTOINON KATTOIWY BACIKWY AEITOUPYIWY, QTTAPAITATN TTPOUTTO-
Beon atroTeAei N owoTr TOTTOBETNON TNG KAPEPAG OTN OKNVH). TNV TTapoloa EQapUoynA N
Kauepa artroteAeital ammd éva aAvTIKENEVO-00NYyd, O OTTOIOG TOTTOBETEITAI OTO KEVTPO TOU
oTePEOU POVTEAOU Kal atrd To BACIKO QVTIKEINEVO TNG KAUEPAG, TO OTToI0 opileTal wg TTaIdi
ToU 0dnyou auToU. YTrevBupideTal OTI TO OTEPES POVTEAO BPIOKETAI £TTIONG OTO KEVTPO TNG
oKnvAg atnv TrpokaBopiouévn Béon Tou, dNAAdH XwpPIc va €xel yivel KATTOoIO TTEPICTPOYN)
o€ auté. Z10 oxAua 6.1 TTapouciadeTal n B€on TNG KAPEPAG Kal TOU 0dnyou TG O0Tn oKV
TNV Unity.

0dnyog Kduepag

©¢oon Kapepag

N o

Kévipo oknvrig (0,0,0)

ZxNMa 6.1:  TomoB£Tnon TG KAWEPOAG OTN OKNVA

H tmapatmdvw T1o1T00€TNON BIEUKOAUVEI ONUAVTIKA TNV UAOTTOINGN KATTOIWY AEITOUPYIWV
OTTWG Ba €¢nynBei oTn ouvéxeia.

O T1pdéTOC¢ TTPOPOAAG TNG KaApepag utrooTnpifel dUo PBacikég AciToupyieg. Tn Asitoupyia
perspective kai Tn Aeitoupyia orthographic. Otav n kauepa Bpioketal o€ perspective Acl-
Toupyia, TOTE o€ KABE Oyn TNG UTTAPXEI Kal n aioBnon Tou BABoug TNG €IKOVAG TTOU TTPO-
BAAAeTal, OTTWG Kal OTNV TTPAYMATIKOTNTA. H AciToupyia auTh xpnoIYOTToIEiTOI CUXVA O€
EQOPUOYEG TTOU ATTAITEITAI TTPOCOUOIWGCN TNG TTPAYHATIKOTNTAG (TPIodIdoTATA TTaIXVidIA,
TIPOCOMOIWTEG TITAONG, K.ATT.). AvTiBeTa, n Asitoupyia orthographic pdkeital yia Tnv ava-
TTapdoTacn TPICOIACTATWY QVTIKEINEVWY O OUO UOVO BIAoTACEIG. ZUVETTWG, OTTOUCIAlE!l N
aiobnon Tou BaBoug kal 6Aa Ta avTikeiyeva TTapouaiddovtal etTireda. H Aeitoupyia autn
XPNOIYOTIOIEITAI oUXVA O¢ dIoBIGoTATA TTAIXVIOIA ] €QAPHOYEG WovTEAOTTOINONG, KABWG
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TTPOCQPEPEl akpIBEaTePn oxediaon. 10 oxnua 6.2 TTapoucialovTal Ta POVTEAQ yia TPEIG
KUBoug O6TTwg autd gaivovTal atmd Jia Kauepa oTig U0 auTéG AEIToupyiEg.

Aeitoupyia Orthographic Aermoupyia Perspective

2xnua 6.2;:  Mapddeyua Twv Asitoupylwy perspective kai orthographic

H aioBnon tou BaBoug cival opatr) oTn Acitoupyia perspective o€ avtiBeon pe Tn Aimoup-
yia orthographic. Zuykekpiyéva gival Trpo@avég 0TI 0 évag KUBog BpiokeTal TTiocw Kal TTIo
MOKpId aTTd TOV TTPONYOUMEVO Tou, OTTWG Kal OTNV TTpayuanikétnTa. H mrpokabopiouévn
AeIToupyia TG TTapoUcag eQapuoyng sival n Asitoupyia orthographic evw Tautdyxpova
TTPOC@EPETAI KAl N AeIToupyia perspective €av auTr] XPEIOOTEI.

6.2 Ailaxeipion apng oto mwepIfdAAov Tng Unity

O1wg Adn avaeépbnke n heTakivnon TnG KAPEPAS yiveTal HEOwW a@ng. ZUVETTWG, Eival a-
TTapaiTNTN N avayvwpeion autig Kal n KatdAAnAn diaxeipion tng. H avayvwpion kai diaxei-
pion aeng oto TepIBdANov Tng Unity yivetal péow Twv kAdoewv Touch, Input kai
TouchPhase.

H kAdon Touch avatrapioTd éva avTikeipevo agng, dnAadr) Tnv Katdotaon yia KAtrolo dd-
KTUAO TTOU ayyilel Tnv 08o6vn. Méow auTig atrokTdral TpéoBacn o€ PACIKES TTAPAE-
Tpoug, OTTWG n Béon aeng ) To oTddlo oTo oTToio PBpiokeTal. ETriong utopei va avayvwpl-
oTei €Av N aer atroteAsital atrd pia ) TTEPICOOTEPES DIABOXIKEG £TTAPES oTNV 006vn. KdBe
avTIKEIEVO a@ng éxel éva povadikd avayvwplioTikd fingerlD, To oTroio €guTTnpETel OTNV
avayvwplion TOU OUYKEKPIMEVOU QVTIKEIMEVOU a@nG METagUu Olo@opeTikwy frames Tng €-

(PappOYNG.

H kAdon Input cival n Baociki kKAdon mou TTapéxel TTpooPacn ae dedopéva €106dou aTTd
TTEPIPEPEIAKEG OUOKEUEG. MeTaEU auTwv TTEPIEXEI Mia BaoiKA PETABANTA, N OTToia TTPOCdIo-
piCel KGBe oTiyun Tov apiBud ayylyudTwy oTnv 086vn TNG ouokeung. H petaBAnTh auth €i-
val n touchCount. Edv n pyetaBAnTh auTh cival BeTIKA, TOTE KABE AVTIKEIUEVO QPG UTTOPEI
va avakTtnBei fexwplotd péow TG ouvdapTtnong Input.GetTouch(int index). H mapdpe-
Tpog index TTpocdlopicel ToV ApIBUO TOU AVTIKEIMEVOU QQAG UE TN CEIPA TTOU aUTO EU@AVi-
oTnKe(1° ayylyua, 2° ayylyua, K.AT).

TéNog n kKAAon TouchPhase 1Tpoodiopilel TNV KatdoTaon TTou BpioKeTal éva AVTIKEIPEVO
apng. O1 karaoTdoelig auTég dnAwvouv €dv n aen €xel JOAIG Eekiviioel (Began), edv €xel
petakivnOei (Moved), edv Tapapével oTaBepry (Stationary), edv  €éxel akupwBei
(Canceled), 1 €dv €xel ohokAnpwOei (Ended). O1 BaoikEG KATAOTACEIG EVOG AVTIKEINEVOU

agA¢ TTapoucidlovTtal oTo gxnua 6.3.
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TouchPhase.Began TouchPhase.Moved TouchPhase.Ended

A

\'h
\S - S
Evaptn agrig Merakivnon utrdpxouoag aQrg TéAog agng

Ayyiypa 08o6vng

2xNua 6.3:  BaAOIKEG KATAOTACEIG EVOG QVTIKEINEVOU QPAG

6.3 O1 BaolikéG AEITOUPYiEG TNG KAPEPOG

H o onpavtik iowg Asimtoupyia katd Tn didpkela diaxeipiong vog JovTéAou, gival n pe-
yéBuvon A opikpuvon autou (Zoom in — Zoom out). MNa gicodo agng n Asiroupyia auth
ekTEAEITOI oUVNBWG PE TN Xprion dUo dakTUAwV, dnNAadr U0 AVTIKEINEVWY APAG, KAl TNV
KAat@dAANAn tpotrotroinon Tng Béong TnG Kapepag. OTav Ta dU0 SAKTUAA ATTOPOKPUVOVTAI
TO POVTENO peyeBUveETal, SIOPOPETIKA TTPaYMATOTIOIEITAI OPikpuvon o€ auTtd. H uAotroinon
NG Aeiroupyiag auTtAg Je Tn xprion OUo avTIKEINEVWY a@ng, TTAPOUCIAleTal OTOV KWOIKO
ToU TTivaka 6.1.

if (Input.touchCount == 2) {
Touch touch® = Input.GetTouch (9);
Touch touchl = Input.GetTouch (1);

Vector2 touch@PrevPos = touch@.position - touch@.deltaPosition;

Vector2 touchlPrevPos = touchl.position - touchl.deltaPosition;

float prevTouchDeltaMag = (touch@PrevPos - touchlPrevPos).magnitude;
float touchDeltaMag = (touch@.position - touchl.position).magnitude;

float deltaMagnitudeDiff = prevTouchDeltaMag - touchDeltaMag;
if (cameraComponent.orthographic) {
cameraComponent.orthographicSize += deltaMagnitudeDiff * zoomSensitivity;

} else {

this.transform.localPosition -= new Vector3 (0, 0, deltaMagnitudeDiff * zoomSensitivity);

Mivakag 6.1: Kwdikag peyéBuvong | opikpuvong JoviéAou PEow agng
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ApxIKG Ba TTpétrel va Ppedei n Béon Twv daKTUAWV Katd Tn OIAPKEIQ TOU TTPONYOUUEVOU
frame. Auté yivetal ge Tn xpnon tng PeTaBAnTAg deltaPosition mou mmapéxel Tn diagopd
NG TWPIVAG B€0aNG evog avTIKEINEVOU APAG Kal TG B€ong Tou OTo TTponyouuevo frame. 21N
OUVEXEIO a@AIPOUVTAI Ol ATTOOTACEIG TWV AVTIKEIUEVWY APG (OTTOOTACEIG BOKTUAWY), WE-
TagU TOoUu TWPIVOU Kal Tou TTponyouuevou frame. H diagopd autr) e@doov eival BeTIKN, dn-
AWvel OTI TTPETTEI VA EQAPUOCTEI OUiKpUVON, VW OTAV Eival ApVNTIKI TTPETTEI VA EQAPUOOCTEI
peyéBuvon. TMa tn Asitoupyia orthographic sgpdoov dev uttdpyel aioBnon Tou BAaBoug, n
MeyEBUVON YIVETAI E TOV TTEPIOPICHO TWV Opiwv TNG KAPepag (orthographic size). ‘ETol 10
idlo avTikeiyevo @aivetal NEYAAUTEPO O€ Mia KAPEPO ME MIKPOTEPA OpIa Kal PIKPOTEPO O€
Mia kauepa pe peyaAutepa Opla. AvTIBETWG yia Tn AsiToupyia perspective apkei n kKauepa
va TTANOI4oel TO QVTIKEIMEVO yia TN AgiToupyia pey€Buvong Kal va aTTopaKpuvOEi ammd auto
yia TN Agitoupyia opikpuvong. To TTo000TO PEYEBUVONG 1 OMiKpuvong EAEYXETAI HEOW Hiag
MeTaBANTAS (zoomSensitivity) TTou TToAAaTTAacidleTal ye T S10QOopPE ATTOCTACEWY TTOU
avaeépbnke TTapatmdvw. 21a oxjuata 6.4 kal 6.5 Tapoucidletal o TPOTTOG PeyéBuvong
edv n kAuepa BpiokeTal o€ Asitoupyia orthographic fy perspective.

Azitoupyia Orthographic
Orthographic Size = 45 Orthographic Size = 80

©¢on kai 6pia
KAauepag

©¢aon kdpepag . ‘

2xnua 6.4:  Xuikpuvon oe Asitoupyia orthographic

Asitoupyia Perspective

Camera Position (z Axis) = -300 Camera Position (z Axis) = -600

©éon kal opia
KAMEPOG

O¢aon Kapepag . .

2xNua 6.5:  Zpikpuvon o€ AsiToupyia perspective

H emépevn onuavtik AsiToupyia gival autr] Tng tepioTpoPris (Rotation) Tou povtéAou.
O1wg kai otn peyéBuvon n Asiroupyia auTh uAoTrolgital pe KAaTAAANAN peTakivnon tng Ka-
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MEPOG. ZUYKEKPIYEVA YIA TNV TTEPIOTPOPNA TNG KAUEPAG OEV TTEPIOTPEPETAI N idIA N KAPEPA
aAAd 0 00NYy6¢ TTou £Xel we yovéa. ‘ETo1 n TepIoTpo®n yiveTal yUpw atrd To KEVTPO TOU HO-
vTéAou kal 6yl yUpw atrd To KEVTPO TNG KAUEPAGS. H TTEPIOTPO®N YiveTal Ye TN XpAON £vOg
HOvo dakKTUAOU TO OTT0iI0 OAIoBaivel 0TV 086VN GTNV KATEUBUVOTN TToU gival £TTIOUUNTY Wia
TTEPIOTPOPN KaI TTEPIOTPEPEI KATAAANAG Tov 00nyd TNG KApepag. ETTopévwg atraiteital n
XPAOoN €vog HOVo avTIKEINEVOU ARG VIO TV UAOTTOINON TNG. XTOV KWOIKA TOU TTivaka 6.2
TTOPOUCIAZETAI N UAOTTOINON TNG TTEPIOTPOPNG HECW VOGS AVTIKEINEVOU OPIG.

if (Input.touchCount == 1) {
Touch touch = Input.GetTouch (9);

if (touch.phase == TouchPhase.Began) {
initTouch = touch;

} else if (touch.phase == TouchPhase.Moved) {

float deltaX = initTouch.position.x - touch.position.x;

float deltaY = initTouch.position.y - touch.position.y;

rotationX += deltaY * Time.deltaTime * rotationSpeed;

rotationY -= deltaX * Time.deltaTime * rotationSpeed;
cameraPivot.eulerAngles = new Vector3 (rotationX, rotationy, )

} else if (touch.phase == TouchPhase.Ended) {

initTouch = new Touch ();

}
Mivakag 6.2:  KwdIKag TTEPICTPOPNG HOVTEAOU HECW APAS

2TO TTAPATTAVW TUAMA KWOIKA EAEYXETAI QPXIKA €AV UTTAPXEl a@r atrd To xproTn. Edv au-
16 10X UEI KOl TO QVTIKEIPEVO aPAGS BpiokeTal oTn @don peTakivnong, dnAadr edv 1o SAKTUAO
éxel oAiloBRoel otnv 086vn, utroAoyileTal n améoTaCn PETAKIVNONG OTOUG AEOVES X Kal Y
otnv 006vn. H kadBe atrdéoTacn TTOAAATTAACIAOUEVN PE Pia TTOPAUETPO €ualoBnaiag TTpoo-
Olopicel katd TO6o0 Ba TTEpIoTPpAPEi KGBE Agovag Tou odnyou Tng Kauepag. EmmTAéov n ka-
B¢ aréoTaon ToAAaTTAacidleTal ye Tnv PetaBAnTA Time.deltaTime, e€ao@aAifovtag OTI n
TTEPIOTPOP ToUu 0dnyoUu Ba yiveTal o€ PovAdeg avd deuTePOAETTITO Kal OxI avd frame.
2710 oxNua 6.6 TTapoucidleTal éva TTapddElyUa TTEPICTPOPNS TNG KANEPQG.

O1wg @aiveTal To HOVTEAO TTOPAUEVEI OTO KEVTPO TNG 006dvng OTnv idia TTEPIOTPOPN TTOU
BpiokdTav. lMNepioTpépovtag Tov 0dnyd TnG KAPEPAg dnuioupyeital n weudaioBnon Trepi-
OTPOYPNG Tou idlou Tou PovTéEAOU. ZnuelwveTal, 6Tl yia TN AsiToupyia perspective o TpOTTOG
TTEPIOTPOPNG TNG KAPEPOAG dEV TTAPOUCIALEl DIAPOPEG.
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MepioTpo@n os Asitoupyia Orthographic

MepioTpo@n 0dnyou X: 40° y: -40°, z: 0° x: 50°% y: -75° z: 0°

KAPEPQAGg
©¢on kal 6pla
KAUEPQG

©faon Kapepag

2xNua 6.6:  MNapdadeiypa TePIOTPOPAG o€ Asitoupyia orthographic

Ooov agopd Tn AeiItoupyia peTakivnong Tou povtéAou (pan), auth uAoTrolgital Kal TTAAI hE
TN YETAKiVNON Tou odnyou TnG KAuepag. H peTakivnon Tng idlag NG KAPEPAS aTToPEUYETal
yia va hnv xaBei n euBuypdupion autAg Ye Tov 0dnyo T¢. H petakivnon yiverar e tn Xph-
on 600 SaKTUAWY Kal OTn CUVEXEIa TNV oAioBNon autwy eTTavw oTnv 006vn, £T01 WOTE N
METOEU TOUG ATTOOTAON VA TTapapével oTaBepr). Av n améoTaon Toug dev TTAPAUEVEl OTA-
Bepr), exTeAciTal N AsiToupyia peyéBuvong  opikpuvong. H uAotroinon TTapoucidgeTal oTov
KWOIKa Tou TTivaka 6.3.

if (Input.touchCount == 2) {
if (Mathf.Abs (deltaMagnitudeDiff) < && Input.GetTouch (©).phase == TouchPhase.Moved && Inp
ut.GetTouch (1).phase == TouchPhase.Moved) {

Vector2 touchDelta = Input.GetTouch (©).deltaPosition;

cameraPivot.Translate (new Vector3 (-touchDelta.x * moveSpeed, -touchDelta.y * moveSpeed,

))s

}

Mivakag 6.3: Kwdikag PeTakivnong JovTEAOU HECW aQrg

21ov KWoIka Tou TTivaka 6.3 n petaBAnt) deltaMagnitudeDiff avrioToixei otn PeTaBOAN
NG amdéaTacNG TWV dUO AVTIKEINEVWY a@rg, OnAadr Twv U0 SakTUAwV. Av n WETAROAN
auTh eival pIKpdTePN atd éva TToad, Bewpeital 6T Ta dUO SAKTUAQ TTAPAUEVOUY OThV idIa
ammooTaon. To 600 PeTaBOAAG £XEl OPIOTEN WG 8 KAl AVTIOTOIXEI O€ QUTO TTOU TTEIPAUATIKA
Oivel Ta BEATIOTa atroTeAéopaTa. ETTopévwg yia peTaBOAR WIkpdTEPN Tou 8 0 0dNyog TNG
KAMEPAG METAKIVEITAI OTOUG AEOVEG X Kal Yy, O€ ATTOOTOCN TTou KaBopiletal amd Tnv oAi-
08non Twv dakTUAWV oTnv 086vn (ueTaBAnTr touchDelta), TToAAaTTAQCIQOUEVN PE Wia pE-
TaBANT evaiocbnoiag (moveSpeed). 210 oXAPA 6.7 TTAOPOUCIAZETAI £va TTOPAdEIYUA PETA-
Kivnong Tou 0dnyou Tng KAuepag yia orthographic Asitoupyia.

70



Metakivnon o€ Aeitoupyia orthographic

G)égd:]pcggggoﬂ x:0,y:0,z:0 X:-65,y:-36,z: 0
038nyog KApePOg

©éan kal 6pia
KAuepag

2xnua 6.7:  Mapdadeiypa petakivnong oe Asitoupyia orthographic

2710 TTapaTTévw TTapAdEIypa TTapaTnEEital, 0Tl JETA TNV WETAKIVAON 0 0dnydg TG KAUEPAG
Oev BpiokeTal TTAEOV OTO KEVTPO TOU POVTEAOU. ZUVETTWG, N EKTEAEON Miag TTEPIOTPOPRS Ba
€ixe WG aTTOTEAECUO TNV TTEPICTPOPN YUPW aTTd TO KEVTPO Tou 0dnyou, o otroiog dev Ppi-
OKETAI OTO KEVTPO TOU OTEPEOU HOVTEAOU. AuTO dlopBwveTal PE TRV TTPOOBNAKN Wiag Ael-
Toupyiag TTou Ba avagepBei oTn cuvéxela. H yetakivnon oe perspective Asitoupyia yiveTal
ME TOV id10 aKpPIBWG TPOTTO. ZTNV TTEPITITWON OPWS QUTH, €TeId OTTwWG AdN avagEpOnke
uttdpxel n aiocbnon Tou BdBoug o€ pia Béaon, T0TE N idla peTakivnon evog povtéAou Ba
EXEl WG atmoTEAEOUA Kal pia aAAayr oTnv own Tou. AuTtd TTapouaciddetal oTo TTapddelyua
METOKIVNONG TOU oXNUaTOC 6.8.

Ofaon kdpepag

MeTakivnon o€ Acitoupyia perspective

©¢an odnyod x:0,y: 0,20 x: -85, y: -36, z: 0
KGUEPQG

4 4
/ /
©éan kal 6pia
KAMEPOG
0dnyog KAPEPaAg

©faon KAPePaAg 0 0

2xnMa 6.8:  Mapddeyua petakivnong o€ Asitoupyia perspective

ZnMelveTal 0TI Ol KWOIKES YIa OAEG TIG TTAPATTAVW AgITOUpYieg ToTTOBETOUVTAI OTN CUVApP-
Tnon Update(), KaBwg yia TNV amoTeAeOUATIKN AEITOUPYia TOUG n eKTEAEON KABE KWOIKO
TpéTTEl va yivetal o€ KABe frame. ‘ETol eival d1abéaiueg kGBe aTiyuy 01O XPOTN TNG £€QApP-

MOYAG.

MNa TNV eTTava@opd TNG KAPEPAG Padi Pe Tov 0dNyo TNG oTnv TTpokaBopiouévn BEor, ulo-
Troinénke akéua n Asitoupyia Trpooappoyig (Fit). H Asitoupyia auTr) ouciaoTIKA eTTavagé-
pel To HOVTEAD OTa OpIa TNG 086vNnG €dv auTd BpiokeTal £Ew aTTd auTd Kal opilel Tov odnyo
TNG KAYEPAG OTO KEVTPO Tou povTéAou. MNa Tnv uAoTtroinon TngG AsiIToupyiag auTrg, aTTaiTEi-
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Tal yvworn Twy diaoTdoewyv Tou poviéhou. H petaBAnTi bounds.size Tmou BpiokeTal otnv
KAdon MeshFilter Tou povTéAou, TrepIExel TIG IOOTACEIG TOu O€ KABe agova. Ao Tig dia-
OTAOEIG QUTEG aTTOBNKEUETAI N HEYOAUTEPN DIAOTAON. 2T OUVEXEID AVOAOYWGS €AV N KAUE-
pa Bpioketal o€ Aeitoupyia perspective r} orthographic, yivetal avarmrpoocapuoyr Tou Peyé-
Boug Tn¢ (orthographic size) A Tng amdéoTaong TG atd 10 PovTEAO avTioToixa. To €mBu-
pNTO atroTéAeOa gival TO HOVTEAO va TTPOCAPPOLETAl 600 TO duvaTdv KaAUTEPA OTA OpIa
NG 086vng. Av maxBound cival n peyaAutepn didotacn Tou PovTéAou, TOTE yia Tn Ael-
Toupyia orthographic n avatmpocapuoyr] Tou PeyEBOUG TNG KAUEPAG YiveTal oUPQWVA UE
TNV OX€on:
OrthographicSize = maxBound /1.75 + distanceOffset

H mapatmavw oxéon £xel Bpebei Teipapatikd €101 WOTE va divel Ta PEATIOTA ATTOTEAECUOTA.
H petaBAnTt) distanceOffset amoteAei TTOPAUETPO MIKPOPUBUIONG Kal pubuidel TIG aTTo-
OTAOEIG TOU PJOVTEAOU aTTO Ta TTAVW Kal KATw 6pla TnG 086vnG.

lMNa TN Asitoupyia perspective Ta opia TIG KAPEPAS gival SIAPOPETIKA 0 KABe atrdéoTacn
ammdé auTAV Kal dnuioupyolv éva OXNAPO TTUPpAUidag OTTWG QaiveTal yia TTAPAdEIYUIA OTO
oxfua 6.8. Omrwg @aivetar 010 oxAua 6.5 diagopeTiKA ardéoTACn TNG KAPEPAG ATTO TO
MOVTEAO TTPOKAAEI eyéBuvon n opikpuvon autoU. ZuveTtwg Ba TTpéTTel va Bpebei n KaTdA-
AnAn amméotaon TG KApepag atrd 1o PHovTéNo. ZUupewva e TN BiBAIoypagia Tng Unity n
TTapPaKATW oxéan Bpiokel TN {nToluEVn ATTOGTAON:

Distance = frustrumHeight *0.5/ tan( fieldOfView*0.5* Math.Deg2Rad)

21nv mapamdvw oxéon n Math.Deg2Rad cival n otaBepd PHeTATPOTING OTTd POIPES O€ Q-
kTivia. H Trapdpuetpog frustrumHeight €ival To Uwog Twv opiwv TnG 086vng, evw n TTapd-
peTpog fieldOfView opilel To €0pog Twv Opiwv TNG TTUpapidag TG KAuepag. O1 TTapdue-
TpoI frustrumHeight kai fieldOfView tapouaidlovtal oTo oxrua 6.9.

O1 rapaperpol fieldOfView kai frustrumHeight

FieldOfView = 20 FieldOfView = 30

S

Ta 8iTTAd BEAN TTpoadiopifouv To UYOG OE KATTOIO TUYKEKPIPEVN BETN TwV opiwy TNG TTUpapidag.
To Uywog auTé atroteAel TV TTapdueTpo frustrumHeight.

2xnua 6.9:  O1 rapauetpol fieldOfView kai frustrumHeight
‘ETO1 yia TNV TEPITITWON TNG AEITOUpYiag TTpooappoyng, n mrapduetpog frustrumHeight
TauTifeTan pe TN PEyIoTn didoTaon Tou povrtéAou maxBound. H trapdauetpog fieldOfView

Tapapével aTabepn kal ion pe 60. 1o oxnua 6.10 TTapouaiddeTal Eva TTapadelyua TNG Agl-
Toupyiag TTPOCAPHUOYNG.
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EkTéAeon Tng AsiToupyiag Tpooapuoyng
ApxIki Ofaon Ofaon PETA TNV TTPOCAPHOYT

&

2xnua 6.10:  Mapddeiypa Asitoupyiag TTPOCAPUOYIS

O1wg gaiveral To povTéAo BpiokeTal akpIBWG OTa OpIa TNG 080vVNG PETA TNV EKTEAEON TNG
TIPOCAPUOYNG. ZNUEIWVETAl OTI yia DIAPOPETIKA PJOVTEAD Ol ATTOOTACEIG ATTd TA OpIa TNG
086vng evdéxeTal va dIa@EPouV, AOYW TNG YEWUETPIOG TWV JOVTEAWY Kal TTIBAVEG ATTOKAI-
o€ig TNG Tapauétpou distanceOffset. Ztov Trivaka 6.4 TTapouciadeTal 0 KWAIKAG TNG Ael-

Toupyiag TTPOCAPHOYNG.

if (cameraComponent.orthographic) {

cameraComponent.orthographicSize = maxBound / 1.75f + distanceOffset;

} else {

float distance = maxBound * ©.5f / Mathf.Tan (©.5f * cameraComponent.fieldOfView * Mathf.Deg2R
ad);

this.transform.localPosition = new Vector3 (this.transform.localPosition.x, this.transform.loc

alPosition.y, -distance * distanceOffset);

}
Mivakag 6.4: Kwdikag Asitoupyiag TTpocapuoynig

6.4 To cUoTnpa agévwyv

MNa TNV KaAlTePn avTiAnyn Tou XWpPou KaTd TNV TTPoROAR Twv TPICOIACTOTWY HOVTEAWY
aTnVv €@appoyr, oxedidoTnke éva oUOTNPA aEOVwWY TO OTToI0 TOTTOBETEITaI KATW O£gia TNG
086vng. To cuoTnua atdvwy atoTeAEiTal aTTd TOUG TPEIG AEOVES TOU POVTEAOU (X, Y Kal Z)
Kal gival atrapaitnTo va OgiXvel 0T CWOTH KATEUBUVON KOTA TNV TTEPIOTPOPN TNG KAWEPOS
TTOU ava@EPBnke TTponyouuévwg. To ouoTnua autd TTapoudidleTal oto oxnua 6.11.

MovTélo ZTepeoU

T

20oTnpa Agovwy

ZxNMa 6.11:  ©O£on Tou CUCTAPATOG AgOVWY OTNV 000V TNG EPAPHOYNAS
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MNa TNV opaAnR AsiIToupyia Tou CUOTAPOTOG AgOVWVY Katd Tn SIAPKEIA TTEPICTPOPWY, OnuI-
oupynonke pia eTTITTAéoV KAPEPO OTNV EQAPUOYN OTNV OTToia gival opatd Puévo To cuoThua
agovwyv atn oknvr. To oluoTnua agdévwy TTapapével TTAvia oTabepd Kal dev eQapuolovTal
TTEPIOTPOPEG OE AUTO, OTTWG KAl OTO POVTENO TToU BpiokeTal oTn oknvA. H TTEpICTpOQr €-
Qapuoletal atn 6eUTEPN KAPEPA TTOU dnuIoUPYRBNKeE Kal gival duola pe TNV KUpIa KAPEPa
TNG OKNVAG. OuolaoTIKA. N deUTEPN KAUEPA BpiokeTal TTAVTA 0TV idla B€0N KAl TTEPIOTPO-
®n JE TNV KUpIa KAuepa. ETreidn dev gival duvaTtov va uttdpxouv dU0 KAPEPES TAUTOXPOVA,
n d6euTtepn KApepa TTPoRAAAeTal HEOw €vog renderer oTo TTePIBAAAOV BIETTAPNG XPOTN TNG
epapuoyng (Ul Component). ETTopévwg yia otroiadAmmote Béacn TG KUPIAG KAPEPAS, TO
ouoTnua agdvwy Ba gival TTavra opatd oTnv 0846vn. H ToTToB£TNoN Tou CUCTANATOG Ago-
vwy Katw &eia Tng 086vng yivetal yia kKaBe BEaon Tng deUTEPNG KAWEPAG KAl JE TN XPAON
NG ouvdptnong ViewportToWorldPoint, 6TTwg @aiveTal oTov KWdIKa Tou TTivaka 6.5.

position = axisCamera.ViewportToWorldPoint (new Vector3 ( B , axisCamera.farClipPlane -

))s

axisObject.position = position;
Mivakag 6.5: Kwdikag ToTmoBéTNoNg CUCTAMATOG agOVWV

H ouvdptnon petaoyxnuartifel pia Béon (X,y) atmd 10 XWpo TG 086vng (Viewport Space),
o€ pPia B6€on oTov TPIodIAoTATO XWPEO (X, Y, Z) oTn oknvh TG Unity (World Space). Mia
B8éon oTa Opia TNG 086vNn¢ pTTopEi va TTapel TIPEG oTo [0,1] éTTwg TTapoucialeTal 6To oxAua
6.12. H 1piTn TTOPAUETPOG apopd TNV aTTéoTacn TToU Ba BPICKETAI TO AVTIKEIMEVO OTTO TNV
Kauepa, otn B€on TTou auTO OPICTNKE.

y (1,1)

©¢an ouoTHPaTog

abvwv
(0.81,0.22), /

0 X
ZxNMa 6.12:  ZuvreTayuéveg BEcewy 0TO XWPO TNG 006vng (Viewport Space)

6.5 A&iToupyigg PE HETAOXNMATIOHO TOU iB10U TOU HOVTEAOU

O1 AeiToupyieg TTou avagEpBnkav TTapatmdvw ATav, OTTWG gival TTPOPavES, TTOAU TTI0 UKO-
A0 va UAOTTOINBOUV HE TOV UETOOXNUATIONG TOU idIOU TOU POVTEAOU Kal OXI TNG KAPEPAG.
AnAadn, n TTEPIOTPOYA, METAKIVNON Kal n ueyéBuvon PITopoucay va £QappoaTolV OTo idIo
TO JOVTEAO ATTOQEUYOVTOG £TOI OTTOIOOATTIOTE Kivnon TNG KAPEPAG. ZTNV TTapoloa EQPAPUO-
yn Kam Tétoio dev Ba ATav 1daviko, Kabwg Teavwg Ba dnuioupyouoes TTPORAAUATA KATA TN
AeIToupyia TOuNG Tou PovTéAOU.

2tnv Unity n yewpeTpia evdg PoviéAou aTTOBNKEUETAI OTOV TOTTIKO XWPO TOU MOVTEAOU
(Local Space). H yetakivnon, TepioTpo®r i ueyEBUVON TOU PJOVTEAOU aQOPOUV PETAOKN-
HaTIohoUG oToV TTayKOOUIo XWpo TNG oknvig (World Space) kal 6x1 oTov TOTTIKO XWPOo

74



TOU POVTéEAOU. H e@appoyh TETOIWY PETAOXNUATIOPWY €XEl WG OTTOTEAEOUA TO HOVTEAO VO
TTPoBAAAeTal TNV €mMOUUNTH B£0n, aAAG Ta OedouEVa TNG YEWMETPIOG TOU VA TTAPAUEVOUV
OTIG OPXIKEG BECEIS TOUG GTOV TOTTIKO XWPO Tou PovtéAou. H Tautdxpovn PeTakivnon Twv
0edOoEVWV YEWMETPIOG TOU POVTEAOU OTn B€on Tou PovTéAou, Ba gixe wg atmmoTéAeoua
TpoBAANaTa aTTddoong OTIG EPAPHOYES. To TTPORANPa TTou dnuioupyeital oTnV TTapoUuca
epapuoyn, gival n €EETA0CN TWV KOPUPWY YEWMETPIAG KATA TNV EKTEAECH TOU aAyopiBuou
TOMNG. H €g€taon €dv ol KOpUuPES PPioKOVTal OTO BETIKO 1] apvNnTIKO NUIETTITTESO TOUNAG DiveEl
AavBaopuéva ammoteAéopata €dv TO POVTEAO £XEI HETAOXNMATIOTEN OTTWG avaPEPBNKe, Ka-
BWG oI KOPUYPEG YEWNETPIOG TTapauévouy TTavTa o oTaBepr) Béon. 'Eva TTapddelypa Aav-
Baouévou UTTOAOYIOUOU OTOV OAYOPIBUO TOUNG TTapoUsIadeTal oTo oxnua 6.13.

MpaypaTikég BECEIC KOPUPWV YEWHETPIAG MovTéAo PETA aTrd peETaTXNUATIONS oTn Béon
TOU pOVTEAOU (x,y,z)
® EmBuunTég Béoeig
KOpuGwY Znpeio (x,y,z) N

Znueio (0,0,0)
T |
”;/\X‘O

Emimedo TouAg T

\\ |

—

ZxNMa 6.13:  Mapdadeiyua Aavbaouévou UTTOAOYIOUOU GTOV OAYOPIOUO TOMNG

2710 TTAPAdEIYHa TOU OXAMATOG 6.13 01 KOPUQPEG ETTPETTE Va BpiokovTal OTIG €mMBUUNTEG BE-
O€IG KOPUPWYV, TTPOKEILEVOU O OAYOPIBUOG TOUNG va eKTEAEOTEI XWpig AavBaouéva aTToTe-
Aéoparta. MNa va cupPei autd Ba ETTPETTE va PETOOXNMATIOTOUV Ol KOPUPES ATTO TOV TOTTIKO
XWPO TOU POVTEAOU OTOV TTAYKOOUIO XWPO TNG OKNVAG. AuTO yiveTal eUKOAa PE TN Xprion
EToIpwV ouvapThoewyv TTou TTapéxel n Unity. MapdAa autd, autdg o JETAOXNHATIONOS KO-
PUOWYV 0dnyei g atrokAioeIg OeKadIKWwY Wneiwv TG B€ong KABE KOPUPNG, Ol OTToIEG dNUI-
OUPYOUV UIKPEG avOoKpPiBeIeg KaTd Tov aAyopiBuo Toung Kai Tlavd opdaAuara Tou. ETToué-
VWG O JETAOXNMUATIOPAG TOU iBIOU TOU HOVTEAOU ATTOPEUYETAL.
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7. TO KYPIO NEPIBAAAON THX EOAPMOI'HZ

H Siaxeipion Twv TpIodidoTatwy POVTEAWY YiveTal 0TO KUpPIo TTEPIBAAAOV TNG £QAPUOYAG.
210 TTEPIBAAAOV auTd péow piag ypagikng diemagng (User Interface), o xpotng £xel Tn
ouvaTéTnTa va AAANAETTIOPACEl e KATTOIO HOVTEAO KOl VA €QAPUOCElI OE AUTO OUYKEKPIME-
VEG AgIToupyieg, o1 oTroie¢ cupB&AAouv OTnV KAAUTEPN KaTAvONon Kal £TTOTITEIO TOU OTE-
peol. ZT0 KEQAAQIO auTd Ba TTeplypagolv avaAuTIKa ol duvaTdTNTEG TTOU TTPOCPEPOVTAI
Kal Ba €¢nynBei o TPOTTOG TTOU AUTEG UAOTTOIOUVTAI.

7.1 Alaxeipion MNMapaBupwv

Baoikr) mpoUtmobeon yia tnv opbry Asitoupyia NG e@appoyng, €ival n ouaAn diaxeipion
TTapabupwyv TNG yYPaPIKAG dIETTaPAg XproTn. H epappoyn atroteAeital amd éva KUpPIO Je-
voU oTa aploTepd TnNG 08dvng, To oTToio TTPooPEépel dIAPopes eTTIAOYEG. KaTtToleg atrd au-
TG, 00NyoUv oTNV gU@AVION €vOg deUTEPOU PEVOU eTTIAOYWY oTa Oe€Id TnG 086vng | aTO
dvoryha katrolou TrapaBupou. MNa TRV KATOOKEUN Twv TTapabupwyv Kal Twv Pevou ETTIAO-
Yywv xpnoiyotroinenke 1o avtikeipevo (Ul = Panel) Tou mpoo@épeTal aTo TTEPIBAAAOV TNG
Unity. KaBe avtikeipyevo Panel repiéxel éva n mepioodtepa kouutrid (Ul = Button) avdAo-
ya Pe TIG atraitiocls. MNa kadBe mapdBbupo 1} pevou diatnpeital pia PeTafAnTA TOU SNAWVEI
€AV auTo gival evepyd. To Avolyha Kal KAEIOIMO TOUG yiveTal Je pia aTTAr) ouvaptnon, 0TTwg
autn Tou Trivaka 7.1. KadBe @popd 1Tou auTh KaAeital, To TTapaBupo eupavifetal A e€agavi-
CeTal avaAOywe TNV TIUA TNG METARANTAG TTou dNAWVEI TV KATAoTOoN TOU.

public void togglePropertiesPanel(){
if (propertiesPanelActive) {
propertiesPanel.SetActive (false);
propertiesPanelActive = false;
} else {
propertiesPanel.SetActive (true);
propertiesPanelActive = true;

}

Mivakag 7.1:  KwdIkag evepyoTroinong Kal atmevepyoTroinang mapadupou

MepIkéG @OpEG gival emOUUNTO OTAV avoiyel KATTOIO VEO JeEVOU OAQ T UTTOAOITTO va QTTE-
vepyoTToloUvTal, £€T01 WOTE va BIEUKOAUVETAI N dlaxeipion TG epapuoyng. MNa tov Adyo au-
16 dnuIoupynRBnke pia ouvdpTnon TTou atrevepyoTroiei OAa Ta TapdBupa Kal PeEvou TG €-
PAPHOYAG VW TO KUPIO PEVOU OTA APIOTEPA TTAPAPEVEI TTAVTA evEPYO. ZT0 oxAua 7.1 tma-
poucIdgeTal To KUPIO PevoU Kal TO TTapdBupo save TnG EQapuUoyng.

MapaBupo

2xnua 7.1:  Kuplo pevou TnG EQAapPoynig
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7.2 Owyseig (Views)

Mia Baoikiy duvaTdTnTa TTOU TTPOCPEPETAI ATTO TNV £QAPUOYH, €ival n TTPOROAN Twv diago-
PETIKWV OYEWV TOU OTEPEOU aTTO TO PEVOU views. O1 SIaPOPETIKEG OWEIG UAOTTOIOUVTAI PE
atrAf TTEPIOTPOPA TOUu 0dnyoU TNG KAPEPAG OTTWG aUTH €XEl TTEPIYPAPEi OTO KEQAAAIO 6.
ZUVOAIKG TTpoc@épovTal 6 Owelg. Na KABe dIaQOoPETIKN) OWn TTOU TTPOCPEPETAI, N TTEPI-
oTpo®Pn Tou 0dnyou opideTal oTIG KATAAANAEG PoipeEg WOTE TO ATTOTEAEOUA BEaong va gival
n emBuunthy éyn. MNa mapddsiyua, n uhotroinon TnG Tiow OWng YiveTal OTTWG QaiveTal
oToV TTivaka 7.2.

rotationX 8

rotationy = H

cameraPivot.eulerAngles = new Vector3 (rotationX, rotationy, 0);
Mivakag 7.2:  Kwdikag uAoTToinong Tricw oyng

EkT6¢ at1d TIG OYEIg, To yevou TrepIAapBdavel Tnv TTpokaBopiouévn mmAoyr 8€aong Tou Yo-
VvTEAOU KOBWG Kal TNV AEIToupyia TTPOCAPUOYNG, N OTToIa £XEI ETTIONG TTEPIYPAPET OTO KEPA-
Aaio 6. Z10 oTIyIdTUTTO TOU OXAUATOG 7.2 TTAPOUCIAZETAl TO PEVOU TWV OYEWV PETA OTTd
EQapuoyn TNG TTPoOoOYNGS evw OTo oXNUa 7.3 TTapouaidleTal Jia epapuoyr TnG AsIToupyiag
TTPOCAPHOYNAG.

Views Front View

s
.[ |
<

E@appoyn mpoéowng

2xnua 7.3:  ATTOTEAEOUA €QAPPOYAG TNG AEITOUPYIAG TTPOCAPHOYNAG VIO TNV TTICW OWn

7.3 Topég (Sections)

H BaoikdTepn duvVOTOTNTA TTOU TTAPEXEI N EPAPUOYNA €ival N EKTEAECN TOPWV KATA WIAKOG
TWV TPIWV agOVWV X, Y Kal z. H diadikaaia TOuAG €xel TTEPIYpa®Ei avaAuTIKa OTO KEQAAAIO
5. O xpnotng éxel Tn duvatoTnTa va PETOKIVACEI To emTiTTedo o€ étrola Béon €mBuUEl, o€
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KATTOIOV aTTO TOUG TPEIG AEOVEG TOU povTEAOU. Mo KABE TTITTEd0 TOUAG ETTIAEYETAI N KOTEU-
Buvon Tou diaviopaTog TNG voppag Tou. To didvuapa autd TTpoadiopilel To HEPOG TOU HOo-
vTéAou TTou dlatnpeital JeTd TNV Tou. EoOcov o xprRoTng epapudoel yia Tour) 0To YOVTE-
Ao, €xel TNV duvaTOTNTA VA TNV AVAIPECEI TTATWVTAG TO AVTIOTOIXO KOUWTTI. TEAOG O€ TTEPI-
TITWon apkeTWV dladoxIkwv Topwy, To KouuTti Restore Original Model (eikovidio Home)
ETTAVAPEPEl TO MOVTEAO OTNV KATAOTOAON TIOU NTAV TIPIV ATTO OTTOIAdATIOTE TOWN.
210 oxAuUa 7.4 TTAPOUCIAZETAl TO JEVOU TOUWYV KOl [dia Tuxaia TOuA Tou POVTEAOU OTOV Y
acova.

@ »O UOUN < X

ZxNMa 7.4:  TMapdadelyua TOUAG oToV Y dgova

210 oxAua 7.5 mmapoucidleTal £va TTapadelypa duo S1adoxIKwy Touwyv. H TpwTtn oTov y
agova evw n delTePN OTOV Z Agova.

xAua 7.5:  Mapddeiyua 500 S1adOXIKWY TOPWY

To pevoU eu@Aviong TTPOCPEPEI OTO XPAOTN TN dUVATOTNTA EQPAPUOYNG ATTAWY aAAaywv
TTOU OXETICOVTAI PE TNV EMPAVION TOU JOVTEAOU, KOBWG Kal TNV TTPOROAN BaACIKwy TTANPo-
POPIWV TTOU OXETICOVTAI PE AUTO. ZUYKEKPIYEVA TTAPEXETAI N dUVATOTATA EUPAVIONG 1] OXI
TWV OKYWYV TOu POVTEAOU, N aAAayr) XPWHOTOG TOU POVTEAOU KOBWG KAl N EPQAvION TTAN-
POYOPIWV TG YNPIOKNG OOWNG TOU HOVTEAOU.
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H emAoyA ePeAviong akPwy UAOTTOIEI-
Tal yéow Tou script Edge Detection
TTOU TTEPIEXETAI OTA PaoIKd epyalcia
TUTTou Image Effects mou mrapéxer n
Unity. To oToixeio autd TotroBeteital
OTNV KAUEPA TNG EQAPHUOYNG Kal TOVICEl
TIG AKMEG TWV AVTIKEIMEVWY TTOU Ppi-
okovTal oTa 6pia Béaong TNG KAPEPAG.

- EmmAéov  TTapéxetar n  duvaroTnta
Zxnua 7.6:  PuBuioeig avayvwpiong akUwv PUBUIONG SIAPOPWY TTOPAPETPWY OXE-
TIKG pe TNV euaioBnoia BaBoug Twv akpwv (Depth Sensitivity), To Taxog Toug (Sample
Distance), i 10 €idog avayvwpiong akuwv (Mode). ‘Etreita amd TTEIpaPaTiopo o1 TIPEG
TTAPAPETPWY TTOU BewprBnkav wg IBAVIKESG TTapouaiddovTal OTo axnua 7.6.

H aAAayr] xpWHATOG TOU QVTIKEIYEVOU YIVETAI HECW Miag TTAAETAG TTOU TTEPIEXEI TA TTIO Ba-
OIKA xpwuata. H uhotroinon yiveralr amrAd he Tnv aAAayr XpwHUATOG TOU OTOIXEIOU TOU UAI-
Kou (Material) TTou UTTAPXEI OTO AVTIKEIPUEVO. 2TO OXAUA 7.7 TTAPOUCIAZETAI VA AVTIKEIE-
VO HE KAl XWPIG avayvwpion aKPWY KaBwg Kal N TTAAETO XPWHATWY Kal TO TTapdBupo
TTANPOPOPIWV.

ZXAMa 7.7:  Avayvwpion aKPwV Kal TTAAETA XPWHATWYV

2710 TTapdBupo TTANPOPOPIWY TOU AVTIKEIMEVOU EU@aviovTal TTANPOPOPIEG OXETIKA PE TOV
apIBuod TPIYWVWY TOU, TOV GpIBUS TWV KOPUPWYV TOU, TNV ETTIPAVEIG TOu o mm? Kabwg Kal
ol dlaoTdoelig Tou o€ mm. O apIBPOG KOPUPWYV Kal TRIYWVWY TTapEXOVTal aTreubeiag ammo
TNV KAAon Mesh, émwg avagépeTal Kal 0To Ke@aAaio 5. To idlo cuuBaivel kal e TIg dia-
OoTdOoEIg TOU PHEoW TnG KAAong Bounds. ZnueiwveTal 611 ol dIACTACEIG €ival TTPAYHATIKEG,
KaBwg n oxediaon Twv POVTEAWV €XEl Yivel uE akpifeia péow eEWTEPIKOU TTPOYPANUATOS
CAD. O utrohoyiouég em@aveiag Ogv TTapéxeTal amreudeiag Kar TPETTEl va uAoTToinBei. Au-
TO YiVETAI UE TOV UTTOAOYIGHO TNG £MQAVEIAS KABE TPIYWVOU TNG YEWHETPIOG EEXWPIOTA KAl
TN CUVEXEID TNV ABPOoIo AUTWY TWV ETTIPAVEIWV. 110 CUYKEKPIPEVA, £0TW £va QVTIKEINEVO
ME YewMETpia TTou aTroTeAciTal atrd n Tpiywva. ToTe yia katrolo Tpiywvo ABC Ba 1oy uel OTi:

CBxCA
Bl

|CB|tr|angIeHe|ght
2

triangleHeight =

triangleSurface =

79



ETTopéVwg n eTQAavela TOu avTikeluévou diveTal atrd Tn oxéon:

objectSurface = ZtriangleSurface(n)

O uTtoAoyIoPOG ETTIPAVEIAG EVOG TPIYWVOU TTAPOUCIAZETAI OTOV KWAIKA TOU TTivaka 7.3.

float triangleBase = Vector3.Distance(b,c);

Vector3 ca a - c;

Vector3 cb

b - c;

float triangleHeight = (Vector3.Cross (cb, ca).magnitude) / cb.magnitude;
float triangleSurface = (triangleBase * triangleHeight) / 2;

Mivakag 7.3:  KwdIkag UTTOAOYIOUOU ETTIQAVEIAG TPIYWVOU

O uttoAOYIOPOG TNG ETTIPAVEIAG TOU AVTIKEINEVOU PE TOV TTAPATTAVW TPOTTO TTPOCEYYIlEl I-
KQvOTTOINTIK& TNV TTPAYMOTIKN TIMF €MQAvEIQg Tou povtéAou. H akpifeia augdverar 600
MEYAAUTEPOG gival O APIBUOG TWV TPIVWVWY TNG YEWMETPIAG yia éva TTOAUTTAOKO HOVTEAO.
AUO eTITTAéOV ETTIAOYEG TTOU TTAPEXOVTAI OTO CUYKEKPIYEVO PEVOU, €ival O UTTOAOYIOHOG TOU
OYKOU TOU QVTIKEINEVOU KABWG KAl 0 UTTOAOYIOUOG TOU BAPOUG TOU PETA aTTO ETTIAOYK CU-
YKEKPIMEVOU UAIKOU.

Na Tov uttoAoyIoud Tou GyKou, TO OTEPED XWPIZeTal O N KOPMATIA KATA UrKOG Tou Z Ggo-
va Tou. MNa kaBe kKouudT uttohoyileTal 0 OTOIXEIWDNG OYKOG Tou. To TEAIKO aTTOTEAETUQ
gival To dBpoicua KaBe aToixelwdoug Oykou. INa Tov UTTOAOYIOUS TOU OTOIXEIWDOUG OYKOU
XPNOIUOTTOIOUVTAI BIABOXIKEG TOUEG KAl UTTOAOYIONOG TNG eTTIPAveIag KABe Toung. H diadi-
Kaoia TTapoucidletal o010 oXAUa 7.8.

. Emnigdveia Topng
------ OEoeIg TOPWY

ZToIXEIWdES urikog =L/ n
Z1oIXelWdNG OyKog = Em@dveia Toung * ZToixelwdeg Ykog

2xNua 7.8:  YTTOAOYIOPOG OTOIXEIWDOUG OYKOU

O1mwg aivetal oxnua 7.8, o1 BEoeig Touwy gival atn Péon KABE OTOIXEIWDOUG KOUMATIOU.
O OuVOAIKOG OYKOG TOU avTIKEINEVOU gival To dBpoioua KaBe aToixeiwdoug dykou. OTTwg
gival TTpo@avég 600 PEYOAUTEPOG Eival O apIBUOS N TWV KOPMPATIWY, TOCO TTIO aKpIRES Ba
gival To atroTéAeopa. Ao 1o Ke@AAaio 5, uttevBupileTal 0TI yia KATTOIA TOUN, KOTAOKEUAE-
Tal TO TMAMA TTOU OTTAITEITAI YIA VA KAEIOEI TOV AVOIKTO XWPEO TTOU dNUIOUPYEITAI META TNV
TouN. H em@aveia Tou THAPATOG autoU utToAoyileTal OTTwG TTponyoupévwg, dnAadn utro-
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AoyiCovtag Tnv em@daveia KABe Tpiywvou TTou TTepiExel. ‘Eva T€T010 TURua TTapoucidleTal
emiong oto oxAua 7.8 ue Tpdoivn okiacon. Meipauatikd oTnv TApouoa EQapuoyr] o apib-
MOG Twv oToIXEIWdWYV KoppaTiwv opidetal ae 100 yia Adyoug kaAuTepng amrédoong. O u-
TTOAOYIOPOG TOU OYKOU YIVETAI JE TN OAPWON TOU QVTIKEIMEVOU ATTO €va  ETTITTEDO TOWNG
otov Z &&ova. Na KABe OoTOIXEIWDEG OYKO TTOU UTTOAOYIETAI, EVNUEPWVETAI N TIMA TOU OU-
VOAIKOU OYKOU OTO KEVTPO TNG 080vng. To TEAIKO atroTéAeoua TTapouciddeTal otav n od-
pwon armd 1o eTiTTed0 oAoKANPwOEi. 210 oxAPa 7.9 TTapouciddeTal pia evoldueon Karta-
OTOON KATA TOV UTTOAOYICHO Tou GyKou.

Model Volume

11983 mm?

ZxAua 7.9:  Evdidueon kataoTaon Katd Tn SIAPKEIQ UTTOAOYITHOU TOU OYKOU

TéAog n dladikacia uttoAoylopoU Tou BApoug gival duola YE AUTA TOU UTTOAOYICHOU Tou
OyKou JE TN Povn Slagopd OTI KABe OTOIXEIWONG OYKOG TTPETTEI VA TTOANQTTAQCIOOTE! €TTI-
TTAéOV pPE TO €I0IKO BAPOG TOU UAIKOU. ZnMEIWVETAl OTI 0 XPAOTNG £Xel TN duvatoTnTa va
uTToAoyioel TO BAPOG TOU UAIKOU XpNOIUOTTOIWVTAG KATTOIO SIKO TOU €I0IKO BAPOG TTou diVel
wg €icodo emAéyovtag Tnv €mAoyr) Custom. 210 gxnua 7.10 mmapoucidlovtal Ta diaBai-
Ma UAIKG yia Tov UTTOAOYIOHO Tou BApoug.

I Custom v n

None

Aluminium
Silver
Brass
Lead
Nickel

Iron
Titanium
Copper
Steel

Gold
Chromium

Grey Iron
v Custom

EmiAoyn e181kou
Bdpoug

2xAMa 7.10:  AlaBéoiya uAIKé yia Tov utTToAoyIouo Tou Bdpoug

7.5 AtroBnkeuon ka1 Avaktnon (Save — Open)
270 KEQAAQIO 4 ava@épeTal OTI N elI0aywyr POVTEAWV yiveTal JETA aTTO €TTIAOYNA KaI PETA-
@opa Toug atrd 1o TEPIBAANOV eTTAUENPEVNG TTPAYHOTIKOTNTAG. Ta povTéAa autd atrobn-
KevovTal online, omdTe dev UTTAPXEI N dUVATOTNTA TTPOBOANG AUTWYV AV N CUOKEUN OeV €XEI
TTpdoBacn oto diadikTtuo. MNa Tov Adyo auTtd PETA TN AfWn Kal HETAPOPA evOG UOVTEAOU
OTO KUpIo TTEPIBAANOV TNG OKNVAG, UTTApXEl N duvaTtdTNTA ATTOBAKEUONG TOU TOTTIKA OTN
ouokeun. H atrobrkeuon PTTopei va yivel Kal HETd TNV €Qapuoyr KATTolag TOPAG OTO HO-
VvTéNO. ZTNV TTEPITITWON aUTA aTTOBNKEUETAI N YEWUETPIO TOU JOVTEAOU TTOU TTPOKUTITEI [E-
T& a11d TNV TOWN € auTd. H atrobrikeuon yivetal Jéow TnNG TTIAOYNG Save GTo KUPIO PJevoU
apIoTEPQ KAl TOV OPICHO VOGS OVOPATOG ATTOBRKEUONG.
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MNa TNV amoBbrikeuon evog HovTéAOU, TO JOVO TTOU ATTAITEITAI VO ATTOBNKEUTE €ival Ta dedo-
MéVa TNG YEWMETPIAG TOU. ZUYKEKPIUEVA QUTA gival o1 TTivakeg Kopupwy (vertices), diavu-
opaTwyv vopuag (normals), Tpiywvwy (triangles) kai 1o dvoua Tou povtéAou. H atmobrikeu-
on yiveral ge mn xprion g ueBddou oeiplotroinong (Serialization). Q¢ oeipiotroinon opice-
Tal n dladikacia PeTdppacong dopwy SedoUEVWY (TT.X. TTIVOKES) O€ Wi Jop@n TTOU UTTOpPEI
va atmoBnkeuTei (T1.X. €va apXeio) f va JeTa@epBEei (TT.X. HEow BIKTUOU), £TO1 LWWOTE APYOTE-
pa VO PTTOPEI VO avaKATAOKEUQOTEI N apXIKh dour atrd To atTobnKeUPEVO apxEio i TNV o-
AOKANpwON TNG METAPOPACS. ZTNV TTAPOUCa EQPAPHOYI N YEWHETPIO atroBnKeUeTal GE €va
apyeio Tou @Epel To dvopa atrobrkeuong. H oeipiotroinon kal ammoBrikeuon UAoTTolEiTal
Héow Twv KAGoewv BinaryFormatter kai Filestream kal Twv ocuvapTAcEwyY TTOU TTAPEXOUV,
OTTWG TTapoucIadeTal oTov TTivaka 7.4.

BinaryFormatter bf = new BinaryFormatter ();
FileStream file = File.Create (Application.persistentDataPath + +modelName) ;

ObjectMeshData data = new ObjectMeshData ();
data.vertices = objectMesh.vertices;
data.normals = objectMesh.normals;
data.triangles = objectMesh.triangles;

data.objectName = objectInCenter.name;
bf.Serialize (file, data);
Mivakag 7.4: Kwdikag amobrkeuong JOVTEAOU O€ apxEio

210 TTapaTdvw TURUa KwdIKa, N KAaon ObjectMeshData trepiéxel Jovo TIG PETABANTEG
TTOU ATTAITOUVTAI VIO TNV ATTOBrKEUGN TOU JOVTEAOU. ZNUAVTIKO yIa TNV ETTITUXT OEIPIOTTOI-
non €ival N KAdon autr va €xel oploTei wg Serializable katd 1n dRAwon TG.

Méow Tng emAoyng avaktnong (Open) oTo KUPIO PHEVOU TNG EQAPUOYNG, O XPAOTNG MTTOPEI
va €TTIAECEl éva JOVTEAO TTOU £XEI ATTOBNKEUOEI KAl OTN CUVEXEIQ VA TO AVOIEE! YIO TTEPAITE-
pw etregepyaaia. H avaktnon povréAwv akoAouBei Tnv akpiBwg avtioTpoen diadikaaia.
AnAadn, agou diaBacTolv Ta dedouéva Tou apxeiou epapuodletal n diadikaoia TG aTTo-
ociplotroinong (Deserialization) Tpokelyévou va avakTnBouv Ta dedOoUEVA YEWMNETPIAG TOU
MOVTEAOU. ZTn OUVEXEI €iTE dnuIoupyEiTal éva vEO PJOVTEAO PE TNV YEWMETPpIa TTou Siafd-
OTNKE, €iTe avTikaBioTaTal n yewMETpia Tou PHovTéAou TTou 1fdn BpiokeTal aTn okNvh, YE TN
VEQ YEWMETPIa.

TéNog utTdpyel kal n emAoyn diaypaPrig evog aTToBnKeUPEVOU apyEiou, avoiyovTag To TTa-

PABuPOo aTToBNKEUPEVWY HOVTEAWY Kal TTIAOYAG TNG AsiToupyiag diaypagng. H diadikaaia
atmoBrkeuong Kal avakTnong evog poviéAou TrapoucidlovTal oTo oxnua 7.11.
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Open Saved Model

Saved Models

Test
test2
testd
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ZxAMa 7.11:  AmoBrkeuon Kal Gvolyua PJovTEAOU

7.6 Avolypa pnxavoAoyikoU oxediou

H epapuoyn mpoo@épel emITTAéov TNG duvaTdTNTa €UPAvIoNS Tou MnxavoAoyikoU Zxediou
TOU QVTIKEIJEVOU O€ JopPn apxeiou png. AuTé yivetal atmmd Tnv avTioToixn €mAoyr oTo KU-
plo pevou TNG €@apuoyng. MNa ekTTadeUTIKOUG AOYOUG, T UNXAVOAOYIKA ox£DIa dev gival
OlaBéoipa yia 6Aa Ta avtikeipeva. OTTwg Kal Ta TpiocdidoTaTta JovTéAa, €101 Kal Ta apxeia
TWV PNXavoAoyikwyv oxediwv atrobnkeuovTtal online yia Adyoug £€0IKOVOUNONG XWPEOU OTN
@opnTA ouokeun. ‘ETol yia Tnv TTpoBoAR Tou pnxavoAoyikou oxediou, yivetalr Aqyn Tou o-
VTIOTOIXOU apXeiou EpOCOV auTd UTTAPXEI KOl OTN CUVEXEIQ TTPOBOAA auToU OTO KEVTPO TNG
ouokeung. MNa tnv TPoRoAr Tou apxeiou dev xpeidletal €181k diadikaoia eIcaywyAg Tou
oTo TePIBAGAAov TnN¢G Unity. Q¢ apxeio €ikovag, Ta dedopuéva Tou PTTOPOUV aTtreudeiog va
PopTWOOUV 0t éva avTikeipevo TUTTOU Sprite oto Ul Tng Unity. 210 oxnua 7.12 mrapoucid-
CeTan éva OTIYUIGTUTTO TTPOPBOARG VOGS UNXOVOAOYIKOU OXEDiOU EVTOG TNG EPAPHOYNG.

Open PNG

2xnua 7.12:  Avolyua pnxavoAoyikou oxediou

7.7 EmiAoyég (Main Options)

MNa Adyoug peyaAuTepng eueligiag, o XpRoTNG €xel TN duvaTOTNTA va TTPOCBIOPICEl TIG TTa-
POUETPOUG eualoBNaiag yia TIG AsiToupyieg ueyEBuUvoNg, TTEPIOTPOPNG KOl JETOKIVNONG TNG
Kauepag. H aAlayn Twv TTapapéTpwy auTwy KaBioTtatal 1Idiaitepa onuavTikg Kata mn didp-
KEI TNG EQAPMOYNG Kal diEUKOAUvel TR Asitoupyia TNG. H aAAayh piag TéTolag TTapauETpou
aTTOONKEVETAI AKOMA KAl €AV O XPrOTNG TEPUATIOEI TNV EQAPHOYT).

H ammobnikeuon piag TpoTiunong xproTn uAoTtrolgital e Tn xprion g kAdong PlayerPrefs
TTou TTapéxel n Unity. H kKAGon autr avTioToixei éva string pe pia eTafAnTr Kal ammodnkeuel
TNV TIMA TNG OTO PAKEAO dedOPEVWV TNG EQAPHOYAS. XPNOIUOTTOIWVTAG TO dvoua Tou string
N METARANTA UTTOPEI VO avaKkTnOEi OTTOI0ATTOTE OTIYMN. ETTOPévwg KABE TTOPAUETPOG EU-
aiobnoiag TTou pTropei va PHETABAAAEI 0 XproTNG ATTOBNKEUETAI HE QUTOV TOV TPOTTO. INa TN
METAROAN TwV TTOPATTAVW TTAPOUETPWY, O XPHOTNG XPNOIMOTIOIEI TO PEVOU ETTIAOYWV TO

83



OTT0i0 EMTPETTEI TNV AAAQYA TWV TIUWYV TOUG O€ YPAPIKO TTEPIBAAAOV PE TN Xprion KATToIWV
Slider. EmimmAéov mTpooépeTal n duvatdTnTa aAAayAg Xpwpatog Tou background Tng e-
@apuoyns, n aAlayp Tng Aeimoupyiag Ofaong NG Kauepag aTmod perspective o€
orthographic A avtioTpo@a, Kabwg kai N PETABOAR TNG guaiocBnaiag BABOUG TWV AKUWYV
TOU JovTéAOU. ZTouG TTivakeg 7.5 kai 7.6 TrapoucidlovTtal Trapadeiyuara ammobnikeuong Ji-
ag TTAPAPETPOU YETA TNV AAAAYT TNG KAl OTN CUVEXEID avAKTNOT QUTAG.

public void UpdateZoomSensitivity(){
zoomSensitivity = zoomSensitivitySlider.value;
zoomSliderValue.text = Math.Round (zoomSensitivity, 2).ToString();
PlayerPrefs.SetFloat ( , zoomSensitivity);

}

Mivakag 7.5: Kwdikag ammobrikeuong TTpoTiunong xpnoTn

zoomSensitivity = zoomSensitivitySlider.value = PlayerPrefs.GetFloat ( »1);

zoomSliderValue.text = Math.Round (zoomSensitivity, 2).ToString();
Mivakag 7.6:  Kwdikag avaktnong TrpoTiunong XpRoTn

2710 oXNua 7.13 TTapouCIACETAl TO HEVOU ETTIAOYWY TTOU TTPOCPEPEI N EQAPHOYH.

ZxAua 7.13:  Mevou emmAoywv

7.8 Mevou epapupoyng

O1 AeiToupyieg TTou ava@EPONKav OTIG TTPONYOUHEVEG EVOTNTEG, TTPOCPEPOVTAI HECW TOU
KUplou TTePIBAAAOVTOG TNG epapuoyng. MNa dieukdAuvon Tou XPAHOTN TTPIV TNV TTPOcRacn
TOU OTO KUpIO TTEPIBGAAOV, dnuioupynOnke eTTITTAéOV €éva HEVOU TO OTTOIO ep@avifeTal KOTA
TNV évapén TnNG epapuoyng. To pevou TTpoo@épel OUO POVo Asitoupyieg. Eite 1o dvolyua
(Open) katrolou AdN UTTAPXOVTOG MOVTEAOU OTTWG QUTO TTEPIYPAPETAl OTNV evoTnTa 7.4,
€iTe TNV e10aywyr €vog vEOU POVTEAOU PECW O0dpwaong autol oTo TTEPIBAANOV TTaUENUE-
VNG TTPAYHATIKOTATAG (Scan). TEAOG 0 XpNOTNG MTTOPEI va TEPUATIOEI OTTOIORATTIOTE OTIYUA
TNV eQappoyn péow Tng emAoyng Exit, TTou Bpioketal 0To PeEVoU KaBwg Kal 0TO KUPIO TTE-
pPIBAAAOV TNG EQapPoyAG. ZT0 oxNua 7.14 TTapouciadeTal To HEVOU auTo.
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ZxAua 7.14: To uyevou — apxikni 086vn TNG epapuoyng

Omrwg éxel NdN avagepdei, n eicaywyr kdmolou povtéAou oTo TrepIBAANoV eTTeEepyaaiag
TTOU TTEPIYPAPNKE O QUTO TO KEPAAQIO, YiveTal PEOw e€TTAUENUEVNG TTPAYUATIKOTNTAG Kal
OUYKEKPIPEVO PECW TG €mmAoyng Scan. Metd tnv €lpeon Miag €ikévag - oTtdXOU OTOV
TIPAYMOTIKO KOOHO TTOU QvTIOTOIXEI 0€ éva TPIOOIAOTATO UOVTEAO, O XPrOTNG ETTIAEYEI TO
MOVTEAO TTOU TTPORAAAETAI OTNV KAWEPQ TNG CUOKEUNG KAl OTN CUVEXEIQ €XEI TNV ETTIAOYA
€iTe va 1O €104yel oTO TTEPIBAANOV eTTEEEPYADiag, €iTe va avaipéoEl TNV €TTIAOYI TOU Kal va
TTPOXWPAOEI OTNV €UPEDN Hiag dIaPOPETIKAG eiIkdvag oToxou. ‘Eva oTiypidétutro 610U @ai-
VETAI N €TTIAOYI VOGS HOVTENOU TTOPOUCIAZeTal OTO oXNua 7.15.

ZxAMa 7.15:  EmAoyn evog povTéAou aTrd To XpNoThn PEow eTTaUEnUEVNG TTPAYUATIKOTN-
TOG
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7.10 AgioAoynoeig Xpnotwyv

To TeAeuTaio oTddio yia TNV eTTaARBeucn TNG KAANG AsIToupyiag TG eQapuoyng ATav n agl-
oAdynon Tou TTEPIBAAAOVTOG Kal TwV OUVOTOTATWY TTOU TTPOCQEPE], ATTO BIAPOPETIKOUG
xpnoTtes. O1 TTapatnpProeig Toug ouvéBaAav oTnv TEAIKF) JOP@OTTOINON TNG €QAPUOYNG, W-
OTE Va €xel éva Mo e0XpnoTo TTEPIBANAOV eTTeEepyaciag. Ol TTIo onNUAVTIKEG AAAAYEG PETA
atrd agloAOyNOEIG XPNOTWVY aVAPEPOVTAI GTN CUVEXEIQ.

ApPXIKG pia onuavTikr] d10¢gopoTToincn ATav n €mMAoyr EMEAVIONG TOU UNXAVOAOYIKOU OXE-
Oiou Tou povTéhou. H emmiAoyr) autr] eu@AaviCe To pnxavoloyikd oxEdlo oe poper pdf, To
OTTOi0 KOBIOTOUCE aTTaPAiTNTN TNV UTTAPEN Miag eEWTEPIKNAG €QAPPOYAG OTN CUCKEUN YIO
TNV avayvwon apxeiwv pdf. Mia tétoia epapuoyn dev ATav mAvTa diaBEciun o€ OAEG TIG
OUOKEUEG. ZUVETTWG N EPJPAVION TOU PNXAVOAOYIKOU OXedioU evOWHATWONKE OE HopPYr
png oTo TEPIBAANOV TNG EQAPUOYNG, £TO1 WOTE VA gival duvartr) n avayvwaon TG atmo KAbe
OUOKEUN.

21NV apxf oxedioong TNG EQAPPOYAG KAl CUYKEKPIPEVA KATA TNV évapgn auTig, EUeavifo-
Tav atreuBeiag 1o KUpIo TTEPIBAAAOV TTOU TTEPIYPAPNKE OTO KEPAAaIO 7. To KUpIo TTEPIBAA-
Aov apxIka gp@aviCoTav xwpig Tnv UTTapén kdamoliou PoviéAou o€ autd. To yeyovog auto
ouxvda dnuioupyouce BUCKOAIEG KATATOTTIONG TOU XPAHOTN, KABWG dev ATAV TTPOPAVES OTI N
gloaywyn MovTEAoU yiveTal atmd Tnv €TMIAOYA scan, evw TautdXpova n €TTIAoYr avakTnong
MovTéAOU TTEPIEiXE atToBnNKeUpéEva povTéA. TMa To Adyo autd atropaacioTnke n dnuioupyia
EVOG KEVTPIKOU HEVOU, OTTWG aUTO TTEPIYPAQPETAI OTNV evoTNTA 7.8, TO OTTOIO €upavileTal
Katd TNV €vapén TG €QAapUoynS Kal TTPOCPEPEI OTO XPAOTN TIG U0 OUVATEG AEITOUPYIES
€I00YWYNAG HOVTEAOU OTO KUPIO TTEPIBAAAOV.

Ooov agopd Tn AciToupyia TOUNAS KOl CUYKEKPIYEVA Ta ETTITTEDA TOUAG TTOU TTPOCPEPOVTA,
auTtda gixav oxedlaoTei e OIAPOPETIKO TPOTTO. To Xpwua KABe emiTédou dev eixe KATTOIO
Olapdvela, PJe aTTOTEAEOUO KATA TN METAKIVNOT TOU va KaBIioTd adpaTto éva TUAWG TOU Jo-
vTéAou. AuTO €iXe w¢ OUVETTEIO N TOUNA TTOU €TTIBUPOUCE 0 XPAOTNG va yIvoTav TTOAAEG o-
pPEC o€ BIaPOPETIKG onueio, Adyw EAAEIYNG opaTdTNTAG OAGKANPOU TOu HovTéAou. Ta 1o
AGyo autd Ta emmiTreda TOUAG Eyivav dlagavr], TTPOCEEPOVTAG £TOT HEYAAUTEPN AKPIBEIO OTO
xpnotn. EmmA¢éov yia Tov TTpoodiopiopud TNG KaTelBuvong Tou eTITTEOOU TOUNG, EiXE XPN-
olgoTroinBei Povo éva BEAOG 0TO KEVTPO Tou emmITTéSOU. 'ETOI, KATA TNV PETAKIVNON TOU £TTI-
TéSOU TOUAG, TO BEAOG QUTO CUXVA ETTIKAAUTITOTAV ATTO TO JOVTEAO HE QTTOTEAECHA O Xph)-
oTNG va un yvwpiler Tnv kateuBuvon Topng. "ETol n TTapouciaon auth BEATILONKE Kal -
TTOQOCIOTNKE va TOTTOBEeTNBOUV Téooepa BEAN TTPOOBIOPICHOU KATEUBUVONG, éva Ot KABE
dakpn Tou eTTITTEDOU (BA. oxua 7.4).
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8. 2YNOWH KAI MEAAONTIKEZ ENEKTAZEIZ

21NV TTapouca epyacia UAOTTOINBNKE dia e@appoyn yio QopnTEG CUOKEUEG TToU Oivel Tn
ouvaTtoTNTA EQPOPHOYNG YEWHETPIKWY HETAOXNMATIOPNWY € HOVTEAD OoTEPEWV. Me Tn Xpron
NG €TTaAUENUEVNG TTPAYHOTIKOTNTAG YiVETAI E1I00YWYH TwV JOVTEAWV OTO TTEPIBAAAOV PETO-
OXNMOTIOPOU PETA aTTd €UPEDN TNG EIKOVOG-OTOXOU Tou £TTIBUNNTOU PovTéAou. H eicaywyn
MOVTEAWY PE auTdVv TOV TPOTTO aTTaITEl OUVOEDN TNG OUCKEUAGS 0TO BIadikTuo, KABWGS Ta o-
viéAa atroBnkevovTal online yia Adyoug e€oikovounong Xwpou Tng ouokeuns. Or Baoikoi
METOOXNMOTIONOI a@opoUlV TNV TTEPIOTPOPN, MEYEBUVON Kal PJETAKIVNON Tou PovTéAou. Me-
yoAUTEPN £ugpaacn 660NKe 0TV UAOTTIOINGN TNG TOMNG €VOG HOVTEAOU OE OXECN ME Eva ETTi-
1ed0, TO OTTOI0 YETAKIVEI O XPHOTNG OTNV £MIBUPNTA B€01N TOPNG 0€ £vav aTTd TOUG GEOVES
X, Y KQI Z TOU JOVTEAOU.

IMNa Adyoug KaAUTEPNG aTTdd00NG KAl OPICHEVWY TTEPIOPICUWY TWV aAYOpPiBUwWY TOUAG, Ol
Baoikoi peTaoxnuaTiopoi uhotroinOnkav e KatdAANAn dlaxeipion TG KAPEPAG TOU TTEPI-
BAAAovVTOC avaTITUENG TNG €QAPHOYAGS Kal OXI e avTioToixn diaxeipion Tou povtéAou. Emi-
TIAéOV AEITOUPYIEG TTOU UAOTTOINBNKAY aQOPOUV TNV atToBriKeuoT TOU POVTEAOU, TOV UTTO-
Aoyioud Tng em@dveiag, dykou Kal BApoug Tou, KaBwg Kal TNV TTPOROAN TOU HNXavOAOYI-
KoU oxediou Tou PJOVTEAOU.

MNa TN dnuIoupyia Wiag epapuoyrg TToU XPNOIYOTIOIEI AEITOUpPYiEG eTTAUENUEVNG TTPAYUATI-
KOTNTAG, Ba TTPETTEl va eTTIAEXOEi pia BIBAIOBNAKN eTTauénuévng TTpaypaTikéTnTag (AR SDK)
pe duvaTtdTNTa eVvowPdaTwong oto TrepIBaAAov Tng Unity. ETreidr n Unity éxel yiver 1diaitepa
YVWOTHA Ta TEAeUTaia Xpdvia, Ol TTEPICOOTEPES YVWOTEG BIBAIOBRKES eTTAUENUEVNG TTPAYUO-
TIKOTNTAG TTPOCPEPOUV TN duvaTOTNTA EVOWNATWONG GTo TTEPIBAAAOV TNG Unity. Mepikég
amdé TIC o yvwoTéG BIBAoBrkeg eival or Vuforia, Wikitude, Kudan, EasyAR «ai
ARCore. O1 BIBMOBAKEG QUTEG TTPOCPEPOUV ATTAEG KAl TTPOXWPENUEVES AciToupyieg. H e-
Qapuoyn TNG TTapoUCag £PYACiag XPEIAOTNKE POVO ATTAR avayvwpion EIKOVWV-OTOXWY,
Aeiroupyia TTou uttooTnpideTal atmmd OAeg TG BIBAIOOAKES. H Baoikn TTAPAUETPOG ETTIAOYNAG
NG BIBAIOBAKNG ATav n ddeia XpAong TnNG, MIA KAl N EQAPHOYI TTPOOPICTNKE YIA KOIVOTTOI-
non oto diadikTuo. ‘ETol, emAExOnke n BiIBAI0BrKN EasyAR, n otoia civai n pévn BiBAIodN-
Kn TToU UTTooTNPIZel KolvoTroinon oTo d1adikTuo akdéua kal otnv amAfl €ékdoon TnG. Znua-
vTIKI] OIEUKOAUVON yia Tnv €@apuoyr 6a ATav n amobrnkeuon Twv €KOVWV-OTOXWV
(Targets) o€ katrolo cloud yia TTepaitépw €E0IKOVOUNGN XWPEOU GTn opnTr ouokeun. H
Aeiroupyia auth diatiBeTal pévo o€ eTTayyeAPATIKA TTAKETA TWV BIBAIOONKWY TTAUENPEVNG
TTPAYMOTIKOTNTAG, OTTOTE KAl OEV UTTOPECE VO XPNOIUOTTOINOEI.

MeAAOVTIKEG €TTEKTAOEIG Ba PTTOPOUCAV Va €ival N eUPECN XAPOKTNPIOTIKWY CNPEIWV Kal
agovVWY TwWV POVTEAWY, WOTE N ETMAOYN TwV ETMITTEOWV TOUAG VA YIVETAI O€ XAPAKTNPIOTIKEG
Béoeig Toug. EmITTAéOV N epapuoyr UTTopEi va eTTegepyadeTal cuvapuoAoynuEVES BIOTAEEIG
Kal OxI aTTAG OTEPEA QVTIKEIMEVA, TTPOCPEPOVTAG EKTOG TWV AON TTEPIYPAPOUEVWY AEITOUP-
yiwv emITTAéoV AgIToupyieg OTTwG animation TNG ouvapuoAdynong, Bivieo Kal YEVIKA TTARPN
emmeepyaoia ouvapUOAOYHOEWV.
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APAPTHMA

210 TTapdpTNMGO auTtd, TTapatiBetal OAa Ta Scripts TTou dnuioupyrRBnkav aTnv £Qapuoyh.

KdaBe script atroteAei kKai pia véa kKAdon.

Doubly Connected Edge List

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using System;

// Doubly Connected Edge List Class
public class DCEL {

private List<Vertex> vertices;

private List<Vector3> vertex3Dpositions;
private List<Face> faces;

private List<HalfEdge> halfEdges;
private Face unboundedFace;

public DCEL(){
vertices = new List<Vertex> ();
vertex3Dpositions = new List<Vector3> ();
faces = new List<Face> ();
halfEdges = new List<HalfEdge> ();
unboundedFace = new Face ();

¥

public void SortVertices(){
VertexComparer vComparer = new VertexComparer ();

vertices.Sort (vComparer);
}
public void Clear(){

vertices.Clear ();
faces.Clear ();
halfEdges.Clear ();
unboundedFace = null;

}

public void AddHalfEdge(HalfEdge e){
halfEdges.Add (e);

public void AddVertex(Vertex v){
vertices.Add (v);

public void AddVertex3Dposition(Vector3 v){
vertex3Dpositions.Add (v);

public void AddFace(Face f){
faces.Add (f);
}

public Vertex GetVertex(int position){
return vertices[position];

public Vector3 GetVertex3dPosition(int position){
return vertex3Dpositions[position];
}

public HalfEdge GetHalfEdge(int position){
return halfEdges[position];

public Face GetFace(int position){
return faces[position];

public List<Vertex> GetVertices(){
return vertices;
}

public List<Face> GetFaces(){
return faces;
}

public List<HalfEdge> GetHalfEdges(){
return halfEdges;
}

public Face GetUnboundedFace(){
return unboundedFace;
}

// Comparer that sorts Vertex objects in descending order according t
o their y and z values

internal class VertexComparer : IComparer<Vertex>

{

public int Compare (Vertex verl, Vertex ver2)

Vector2 vl = verl.GetPosition ();
Vector2 v2 = ver2.GetPosition ();

if (Math.Round(vl.y,5) <Math.Round( v2.y,5) || (Mathf.Approxi
mately (vl.y, v2.y) && Math.Round(vl.x,5) > Math.Round(v2.x,5))) {
return 1;
} else if (Math.Round(vl.y,5) >Math.Round( v2.y,5) || (Mathf.
Approximately (vil.y, v2.y) & Math.Round(vl.x,5) < Math.Round(v2.x,5))) {

return -1;
} else {
return 0;

}

Face

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Face {

private HalfEdge outerComponent;
private List<HalfEdge> innerComponents;

public Face(){
outerComponent = null;
innerComponents = new List<HalfEdge> ();

¥

public void AddInnerComponent(HalfEdge innerComponent){
innerComponents.Add (innerComponent);
}

public HalfEdge GetOuterComponent(){
return outerComponent;
}

public List<HalfEdge> GetInnerComponents(){
return innerComponents;
}

public void SetOuterComponent(HalfEdge outerComponent){
‘this.outerComponent = outerComponent;
}

HalfEdge

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class HalfEdge {

private Vertex origin;

private HalfEdge twin;

private Face incidentFace;

private HalfEdge prev;

private HalfEdge next;

private Vertex helperVertex; // Helper Vertex of this edge

bool ishelperMerge; // True if helper Vertex is a Merge Vertex

bool hasBeenTraversed; // True if HalfEdge has been traversed duri
ng the seperation in monotoneParts phase

public HalfEdge(){
origin = null;
twin = null;
incidentFace = null;
next = null;
prev = null;
helperVertex = null;
ishelperMerge = false;
hasBeenTraversed = false;

}
public Vertex GetOrigin(){

return origin;
}

public Vertex GetHelper(){
return helperVertex;
}

public HalfEdge GetTwin(){
return twin;
}

public Face GetIncidentFace(){
return incidentFace;
}

public HalfEdge GetPrev(){
return prev;
}

public HalfEdge GetNext(){
return next;
¥

public bool IsHelperMerge(){
return ishelperMerge;
}

public bool HasBeenTraversed(){
return hasBeenTraversed;
¥

public void SetHasBeenTraversed(bool value){
this.hasBeenTraversed = value;
¥

public void SetIsHelperMerge(bool value){
this.ishelperMerge = value;

¥

public void SetOrigin(Vertex origin){
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this.origin = origin;

}

public void SetHelper(Vertex helperVertex){
this.helperVertex = helperVertex;

¥

public void SetTwin(HalfEdge twin){
this.twin = twin;

public void SetIncidentFace(Face incidentFace){
this.incidentFace = incidentFace;

}

public void SetPrev(HalfEdge prev){
this.prev = prev;

public void SetNext(HalfEdge next){
this.next = next;

}

Vertex

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Vertex {

private HalfEdge incidentEdge;

private Vector2 position;

pri-
vate int initialPositionInList; // Variable holding the position the vert
ex was stored in the list of vertices in the DCEL

pri-
vate bool isOnRightChain; // Variable indicating if the Vertex lies on
the right chain of a y-monotone polygon

pri-
vate int listIndex; // Variable holding the position of the vertex

in the list of Vertices in the triangulation phase. If the Vertex is not
in the list it is set to -1.

private int vertexType; // Indicates the type of this Vertex (-
>Regular Vertex, 1-> Start Vertex, 2-> End Vertex, 3-> Split Vertex, 4-
> Merge Vertex)

public Vertex(){
incidentEdge = null;
position = Vector2.positiveInfinity;
listIndex = -1;

}

public Vertex(Vector2 position){
incidentEdge = null;
this.position = position;
listIndex = -1;

¥

public bool IsOnRightChain(){
return isOnRightChain;

public Vector2 GetPosition(){
return position;

public HalfEdge GetIncidentEdge(){
return incidentEdge;

public int GetInitialPositionInList(){
return initialPositionInList;

public int GetListIndex(){
return listIndex;

public int GetVertexType(){
return vertexType;

¥

public void SetVertexType(int vertexType){
this.vertexType = vertexType;

}

public void SetIsOnRightChain(bool value){
this.isOnRightChain = value;

¥

public void SetPosition(Vector2 position){
this.position = position;

public void SetInitialPositionInList(int initialPositionInList){
this.initialPositionInList = initialPositionInList;

}

public void SetListIndex(int listIndex){
this.listIndex = listIndex;

}

public void SetIncidentEdge(HalfEdge incidentEdge){
this.incidentEdge = incidentEdge;

¥

IntersectionEdge

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class IntersectionEdge {

Vector3 startVertex;
Vector3 endVertex;

public IntersectionEdge(Vector3 startV, Vector3 endV){

this.startVertex=startVv;
this.endVertex = endV;

}

public Vector3 GetStartVertex(){
return startVertex;

¥

public Vector3 GetEndVertex(){
return endVertex;

}

public void SetStartVertex(Vector3 startVertex){
this.startVertex = startVertex;

¥

public void SetEndVertex(Vector3 endVertex){
this.endVertex = endVertex;

}

Loop

using System

.Collections;

using System.Collections.Generic;
using UnityEngine;

public class

Loop {

List<IntersectionEdge> edges;
List<Vector3> vertices;

bool isT

riangulated;

// Variable indicating that this Loop has

already been used in the triangulation algorithm

public void AddEdge(IntersectionEdge e){
edges.Add(e);
vertices.Add (e.GetStartVertex ());

¥

public void AddVertex(Vector3 v){
vertices.Add(v);

}

public Loop(){
edges = new List<IntersectionEdge> ();
vertices = new List<Vector3> ();

isTriangulated = false;

public void SetIsTriangulated(bool isTriangulated){
this.isTriangulated = isTriangulated;

}

public IntersectionEdge GetFirstEdge(){

retu

}

rn edges [0];

public List<IntersectionEdge> GetEdges(){

retu

¥

rn edges;

public List<Vector3> GetVertices(){

retu

¥

rn vertices;

public bool IsTriangulated(){

return isTriangulated;

¥

public Vector3 GetVertex(int position){
return vertices[position];

}

public IntersectionEdge GetEdge(int position){

return edges [position];

ImageTargetController

using System

.Collections;

using System.Collections.Generic;

using UnityEngine.Networking;

using UnityE
using UnityE
using System

ngine;
ngine.UI;
.10;

public class ImageTargetController : MonoBehaviour {

bool was

bool objectCreated= false;

Enabled= false;

public GameController gameControl;

void OnEl
wasE

}

void Upd.

nable(){
nabled = true;

ate(){

if (wasEnabled && !objectCreated && gameControl.CheckInternetAvai

lability() )

gameCon-

trol.DownloadRequest(“http://www.antoniadis.gr/models/"+this.name+".obj",

‘this.gameObj

ect,this.name);

objectCreated = true;

Destroy (this);
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}

MenuController

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.UI;

using UnityEngine.EventSystems;

using UnityEngine.SceneManagement;

using System.IO;

using System.Runtime.Serialization;

using System.Runtime.Serialization.Formatters.Binary;

public class MenuController : MonoBehaviour {
public GameObject openPanel;
public GameObject savedModelsPanel;
public GameObject modelButtonPrefab;
public GameObject confirmPanel;
public Material objectMaterial;
private string selectedModelName;

public void ScanModel(){

StartCoroutine (LoadARScene ());

}
IEnumerator LoadARScene()

AsyncOperation asyncLoad = SceneManager.LoadSceneAsync (2,
LoadSceneMode.Single);

while (lasyncLoad.isDone)
yield return null;
}
public void OpenSavedModellist(){
openPanel.SetActive (true);

DirectoryInfo dInfo = new DirectoryInfo (Application.
persistentDataPath);
FileInfo[] fInfo = dInfo.GetFiles ();

// Create as many buttons as the saved models
for (int i = @; i < fInfo.Length; i++){

// 1ignore png files as they dont correspond to saved models
if (fInfo [i].Name.Length>=4 && fInfo [i].Name.Substring (
fInfo [i].Name.Length - 4) == ".png") {
continue;
}

GameObject modelButton = Instantiate (modelButtonPrefab,
savedModelsPanel.GetComponent<RectTransform> ());

Button btn = modelButton.GetComponent<Button> ();
btn.onClick.AddListener (this.SelectSavedModel);
//set name
modelBut-

ton.GetComponentInChildren<Text> ().text = fInfo[i].Name;

¥
}

public void SelectSavedModel(){

GameObject selectedGO = EventSystem.current.
currentSelectedGameObject;

selectedModelName = selectedGO.GetComponentInChildren<Text> ().
text;

¥

public void CloseSavedModellList(){
foreach (Transform child in savedModelsPanel.transform) {
GameObject.Destroy(child.gameObject);

openPanel.SetActive (false);

public void Load(){

if (File.Exists (Application.persistentDataPath + "/"+
selectedModelName)) {
BinaryFormatter bf = new BinaryFormatter ();

SurrogateSelector ss = new SurrogateSelector ();
Vec-
tor3SerializationSurrogate v3ss = new Vector3SerializationSurrogate ();
ss.AddSurrogate (typeof(Vector3), new StreamingContext (
StreamingContextStates.All), v3ss);
bf.SurrogateSelector = ss;

FileStream file = File.Open (Application.persistentDataPath +
"/"+selectedModelName, FileMode.Open);

ObjectMeshData data = (ObjectMeshData)bf.Deserialize (file);

file.Close ();

GameOb-
ject objectInCenter = new GameObject (“"ObjectInCenter");
objectInCenter.tag = "ScreenCenter"”;

Material mat = objectInCenter.AddComponent<MeshRenderer> ().
material = objectMaterial;
mat.shader = Shader.Find ("Standard");

MeshFilter mf = objectInCenter.AddComponent<MeshFilter> ();
Mesh objectMesh = mf.mesh;

objectMesh.vertices = data.vertices;
objectMesh.normals = data.normals;
objectMesh.triangles = data.triangles;

objectInCenter.name = data.objectName;
StartCoroutine(LoadEditorAsync(objectInCenter));

}

IEnumerator LoadEditorAsync(GameObject objectToMove)

AsyncOperation asyncLoad = SceneManager.LoadSceneAsync (1,
LoadSceneMode.Additive);

while (!asyncLoad.isDone)

yield return null;

//objectToMove.SetActive (true);

SceneManager.MoveGameObjectToScene (objectToMove, SceneManager.
GetSceneByBuildIndex (1));

SceneManager.UnloadSceneAsync(SceneManager.GetActiveScene());

}

public void DeleteSavedModel(){
confirmPanel.SetActive (true);

}

public void RejectDeletion(){

confirmPanel.SetActive (false);

}
public void ConfirmDeletion(){

if (File.Exists (Application.persistentDataPath + "/" +
selectedModelName)) {

File.Delete (Application.persistentDataPath + "/" +
selectedModelName);

// Update Model Panel after deletion
foreach (Transform child in savedModelsPanel.transform) {
GameObject.Destroy(child.gameObject);

DirectoryInfo dInfo = new DirectoryInfo (Application.
persistentDataPath);
FileInfo[] fInfo = dInfo.GetFiles ();

// Create as many buttons as the saved models
for (int i = @; i < fInfo.Length; i++){

// ignore png files as they dont correspond to saved mode
Ls
if (fInfo [i].Name.Length>=4 && fInfo [i].Name.
Substring (fInfo [i].Name.Length - 4) .png") {
continue;
}

GameOb-
ject modelButton = Instantiate (modelButtonPrefab, savedModelsPanel.GetCo
mponent<RectTransform> ());
Button btn = modelButton.GetComponent<Button> ();
btn.onClick.AddListener (this.SelectSavedModel);
//set name
modelButton.GetComponentInChildren<Text> ().text =

fInfo[i].Name;
}
}
confirmPanel.SetActive (false);
}

public void ConfirmExit(){
Application.Quit ();

GameController (Augmented Reality
Controller)

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Networking;
using UnityEngine.UI;

using System.IO;

public class GameController : MonoBehaviour {
public GameObject openEditorButton;
GameObject arObject=null;
bool canRaycast = true;
public Material objectMaterial;
public RadialProgressBar progressBar;
public Text notificationText;
private Transform oldParent;
void Update () {
// On mouse Click or Touch cast a Ray and check if it intersects
with a projected 3D Object
if (Input.GetMouseButtonDown(0)) {
RaycastHit hit;

Ray ray = Camera.main.ScreenPointToRay (Input.mousePosition);
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Material mat;
Color outlineColor;

// If Raycast is possible (Not touching a UI Element)
if (!canRaycast) {

return;
}

if (Physics.Raycast(ray, out hit)) {

// Object Hit
if (hit.transform.tag == "ARObject") {

openEditorButton.SetActive (true);

// reset outline of previous selected model if there
is any
if (arObject != null) {

// Reset parent to old Parent

arObject.transform.parent.parent = oldParent;

arObject.transform.parent.localPosition =
new Vector3 (0, 1, 0);

arObject.transform.parent.localEulerAngles =
new Vector3 (9,0, 0);

mat = arObject.GetComponent<Renderer> ().material

outlineColor = mat.GetColor (" OutlineColor");
outlineColor.a = of;
mat.SetColor (" OutlineColor”, outlineColor);

}

//assign new selected Object
arObject = hit.transform.gameObject;

// Set Main Camera as the pivot's parent.
oldParent = arObject.transform.parent.parent;
arObject.transform.parent.parent = Camera.main.
transform;
arObject.transform.parent.localPosition =
new Vector3 (0, 0.1f, 2f);
arObject.transform.parent.localEulerAngles =
new Vector3 (-40f,40f, 0);

//set Outline of selected object as visible
mat = arObject.GetComponent<Renderer> ().material;
outlineColor = mat.GetColor (" _OutlineColor");
outlineColor.a = 255f;
mat.SetColor (" _OutlineColor”, outlineColor);
¥
}
else {
// Nothing hit
// reset outline of previous selected model
if (arObject != null) {

// Reset parent to old Parent

arObject.transform.parent.parent = oldParent;

arObject.transform.parent.localPosition =
new Vector3 (@, 1, 0);

arObject.transform.parent.localEulerAngles =
new Vector3 (0,0, 0);

mat = arObject.GetComponent<Renderer> ().materialj;
outlineColor = mat.GetColor (" OutlineColor");
outlineColor.a = of;

mat.SetColor (" _OutlineColor”, outlineColor);

}
openEditorButton.SetActive (false);

¥

// Functions used to enable or disable Raycasting depending on touch
position (UI elements should block raycasting)
public void RaycastOff(){

canRaycast = false;

public void RaycastoOn(){

canRaycast = true;

// Function that loads the selected the object to the editor scene
public void OpenEditorScene(){

string name = arObject.name;

// Create a duplicate of the selected object that will be Loaded
to the new scene

GameObject objectDuplicate = Instantiate (arObject);

objectDuplicate.name = name;

// disable meshRenderer as duplicate should not be visible in the
current scene

objectDuplicate.GetComponent<MeshRenderer>().enabled=false;

// Set properties

objectDuplicate.transform.tag = "ScreenCenter”;

objectDuplicate.transform.localPosition = Vector3.zero;

objectDuplicate.transform.localScale = Vector3.one;

Destroy (objectDuplicate.GetComponent<Rotator> ());

objectDuplicate.transform.localRotation = Quaternion.identity;

Material mat = arObject.GetComponent<Renderer> ().material;
mat.shader = Shader.Find ("Standard");
mat.color = new Color32 (255, 102, 0, 255);
StartCoroutine(LoadEditorAsync(objectDuplicate));
}
// Routine that Lloads the new scene asynchronously and moves the
duplicate object to that scene

IEnumerator LoadEditorAsync(GameObject objectToMove)

AsyncOperation asynclLoad = SceneManager.LoadSceneAsync (1,

LoadSceneMode.Additive);
while (l!asyncload.isDone)

yield return null;

SceneManager.MoveGameObjectToScene (objectToMove, SceneManager.
GetSceneByBuildIndex (1));
SceneManager.UnloadSceneAsync(SceneManager.GetActiveScene());

¥

// Function that returns to editor scene
public void BackToEditor(){

StartCoroutine(LoadEditorAsync());

IEnumerator LoadEditorAsync()

AsyncOperation asynclLoad = SceneManager.LoadSceneAsync (1,
LoadSceneMode.Additive);

while (lasyncLoad.isDone)

yield return null;

SceneManager.UnloadSceneAsync(SceneManager.GetActiveScene());

¥

public void DownloadRequest(string url, GameObject parent,
string name){

progressBar.Activate ();
StartCoroutine(GetFile(url,parent,name));

¥

// Routine that sends a download request to the specified url. If the
re-
quest 1s successfull the object is downloaded. After proper modification
the object is projected to the current scene

IEnumerator GetFile(string url, GameObject parent, string name )

// send request
using (UnityWebRequest www = UnityWebRequest.Get(url))

UnityWebRequestAsyncOperation asyncOperation =
www . SendWebRequest ();

float prevProgress = -1;

while (!asyncOperation.isDone) // wait until download 1is
complete. Track progress to the progress bar

if (asyncOperation.progress > prevProgress) {
prevProgress = asyncOperation.progress;
progressBar.UpdateProgress (asyncOperation.progress);

yield return null;

if (www.isNetworkError || www.isHttpError)

Debug.LogError (www.error); // Print error message if
there 1is one

else

{

progressBar.UpdateProgress (asyncOperation.progress);

// Create a file and copy downloaded information to it.

File.Create (Application.persistentDataPath + name+
".obj").Close ();

File.WriteAllText (Application.persistentDataPath + name+
".obj", www.downloadHandler.text);

// Using the ObjImporter class import the object's mesh
and store it to a Mesh class instance

Mesh importedMesh = new Mesh ();

ObjImporter importer = new ObjImporter ();

importedMesh = importer.ImportFile (Application.
persistentDataPath + name+".obj");

// Create a new object

GameObject targetModel = new GameObject (name);

MeshFilter meshFilter = targetModel.AddComponent<
MeshFilter> ();

MeshRenderer renderer = targetModel.AddComponent<
MeshRenderer> ();

//Set object's mesh as the imported mesh
meshFilter.mesh = importedMesh;

// Set material with an outline shader
Material mat = targetModel.GetComponent<Renderer> ().

material;

mat.shader = Shader.Find ("Outlined/Silhouetted Diffuse")
H

mat.color = new Color32 (143, 192, 255, 255);

mat.SetColor (" OutlineColor”, new Color32 (215, 255, 103
> 05

mat.SetFloat (" Outline"”, 0.0005f);

//Create a box collider for the object
targetModel.AddComponent<BoxCollider> ();

//Set tag of model
targetModel.tag = "ARObject"”;

//Create object pivot and set it to object center;
GameObject pivot = new GameObject ("Pivot");

pivot.transform.position = meshFilter.mesh.bounds.center;

targetModel.transform.parent = pivot.transform;
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// Rescale object to @.75 Unity units (by rescaling pivot

object which is its parent);

Vector3 boundsSize = meshFilter.
float maxDimension = Mathf.Max (boundsSize.x, boundsSize.

y, boundsSize.z);
float rescaleFactor = 0.75f / maxDimension;

ot.transform.localScale = new Vector3 (rescaleFactor, rescaleFactor, resc

aleFactor);

}

piv-

mesh.bounds.size;

// Set pivot 1 unit above the image target;

pivot.transform.localPosition =

new Vector3(e,1,0);

//Set parent of object pivot this image target

pivot.transform.parent = parent.

pivot.AddComponent<Rotator> ();

transform;

// Delete Created File in persistent Datapath

File.Delete(Application.persistentDataPath + name+".obj")

// Function that checks if internet connection is available
public bool CheckInternetAvailability(){

if (Application.internetReachability == NetworkReachability.

NotReachable){
notificationText.text = "Check Internet Connection!";
return false;

else{

¥

notificationText.text =

H

return true;

InterfaceController

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using System;
using UnityEngine.Networking;
using UnityEngine.SceneManagement;
using UnityEngine.EventSystems;
using System.Runtime.Serialization;
using System.Runtime.Serialization.Formatters.Binary;

using System.IO;

using System.Diagnostics;

public class InterfaceController :

public
public

public
public

public
public
public
public

Text
Text

Text
Text

Text
Text
Text
Text

sliderTitle;
planePosition;

inputText;
inputTextSpecificWeight;

saveOutput;
notificationText;
leftPanelInfoText;
rightPanelInfoText;

// Main Panels

GameObject mainPanel;
GameObject viewsPanel;
GameObject displayModePanel;
GameObject optionsPanel;
GameObject clipPanel;
GameObject exitPanel;

public
public
public
public
public
public

// Color palette
public GameObject colorPalette;
public GameObject selectedColorIndicator;

//Properties Panel and Model Weight Panel
GameObject propertiesPanel;

public
public
public
public
public
public
public
public
public

Text
Text
Text
Text

trianglesText;
verticesText;
surfaceText;
dimensionsText;

GameObject modelWeightPanel;
GameObject specificWeightInput;
Dropdown materialDropdown;

Text

// Planes
GameObject planeX;
GameObject planeY;
GameObject planeZ;
GameObject planeZNormalsOff;
GameObject planeSliderObj;

public
public
public
public
public

objectVolumeText;

// Open function gameobjects
GameObject openPanel;
GameObject savedModelsPanel;
GameObject modelButtonPrefab;

public
public
public

public

GameObject confirmPanel;

// Save Function
GameObject savePanel;

public
public
public

public
public

public

Material objectMaterial;

CameraController cameraControl;

Sprite leftArrow;
Sprite rightArrow;

Image mainPanelHideButton;

MonoBehaviour {

public GameObject pdfImageGameObject;

private
private

private

Slider slider;
String selectedModelName;

Image lastSelectedButton;

bool planeXinverted =false;
bool planeYinverted =false;
bool planeZinverted =false;

int activePlane; //

0-> X, 1-> Y, 2-> Z

private
private
private
private
private
private
private
private
private
private
private
private

private

private

bool viewsPanelActive=false;

bool displayModePanelActive=false;

bool clipOperationActive=false;
bool mainPanelHidden=false;

bool colorPaletteActive=false;
bool openPanelActive=false;

bool savePanelActive=false;

bool optionsPanelActive=false;
bool propertiesPanelActive=false;

bool modelWeightPanelActive=false;
bool modelVolumePanelActive=false;

bool pngPanelActive = false;
bool canCalculateVolume=true;

int messagesCount=0;

MeshClip clipMeshComponent;

SwitchButtonImage switchButtonImageController;

Calculator calculator;

GameObject objectInCenter;

float modelVolume;

float specificWeight=2712f;
Aluminium

private
private
private

Vector3[] modelVertices;
Vector3[] modelNormals;
int[] modelTriangles;

// Use this for initialization
void Start () {
activePlane = -1;
modelVolume = -1;

clipMeshComponent = GetComponent<MeshClip> ();

Indicates which plane 1is active for clipping.

// Default specific weight for

switchButtonImageController = GetComponent<SwitchButtonImage> ();

calculator = GetComponent<Calculator> ();

slider = planeSliderObj.GetComponent<Slider> ();

objectIn-

Center = GameObject.FindGameObjectWithTag (“ScreenCenter™);

if (objectInCenter != null) {

gine.Debug.Log("Object Found!

mesh;

}

UnityEn-

' + objectInCenter.name);
objectInCenter.GetComponent<MeshRenderer>().enabled=true;

Mesh objMesh = objectInCenter.GetComponent<MeshFilter> ().

modelVertices = objMesh.vertices;
modelNormals = objMesh.normals;

modelTriangles = objMesh.triangles;

ReadjustPlanes ();

public void OpenExitPanel(){
exitPanel.SetActive (true);

switchButtonImageController.SwitchExitButton ();

}

public void ConfirmExit(){
Application.Quit ();

}

public void RejectExit(){
exitPanel.SetActive (false);

switchButtonImageController.SwitchExitButton ();

}

public void togglePNGPanel(){

if (pngPanelActive) {

leftPanelInfoText.text = "";

pdfImageGameObject.SetActive (false);

pngPanelActive = false;

} else {

}

leftPanelInfoText.text = "Open PNG";

OpenPngFile ();
pngPanelActive = true;

public void ClosePNGPanel(){
leftPanelInfoText.text = "";
pdfImageGameObject.SetActive (false);
pngPanelActive = false;

switchButtonImageController.SwitchPNGImage();

}

public void OpenPngFile(){
StartCoroutine (OpenPng ());

}

private

if (string.IsNullOrEmpty(path)) return null;

Sprite LoadSprite(string path)

if (System.IO.File.Exists(path))
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byte[] bytes = System.IO.File.ReadAllBytes(path);

Texture2D texture = new Texture2D(1, 1);

texture.LoadImage(bytes);

Sprite sprite = Sprite.Create(texture, new Rect(9, o,
texture.width, texture.height), new Vector2(9.5f, 0.5f));

return sprite;

return null;

¥

IEnumerator OpenPng(){
if (objectInCenter == null) {
notificationText.text = "No Object is opened!";
yield return new WaitForSeconds (3);
ClosePNGPanel ();
notificationText.text = "";

else if (File.Exists (Application.persistentDataPath + /" +
objectInCenter.name +".png")) {

Sprite mainSprite = LoadSprite (Application.
persistentDataPath + "/" + objectInCenter.name +".png");

pdfImageGameOb-
ject.GetComponent<RectTransform> ().sizeDelta = new Vector2 (mainSprite.t
exture.width, mainSprite.texture.height);
pdfI Object.GetC t<Image>().sprite = mainSprite;
pdfImageGameObject.GetComponent<Image>().preserveAspect =

true;
pdfImageGameObject.SetActive (true);

else if (Application.internetReachability == NetworkReachability.
NotReachable) {
notificationText.text = "Check Internet Connection!";
yield return new WaitForSeconds (3);
ClosePNGPanel ();
notificationText.text = "";
} else {
notificationText.text = "";

UnityWebRequest www = UnityWebRequest.Get ("http://www.
antoniadis.gr/models/" + objectInCenter.name +".png");

UnityWebRequestAsyncOperation asyncOperation =
www.SendWebRequest ();
while (lasyncOperation.isDone) {
yield return null;
}

if (www.isNetworkError || www.isHttpError) {
UnityEngine.Debug.LogError (www.error);
} else {

File.Create (Application.persistentDataPath + "/" +
objectInCenter.name +".png").Close ();

File.WriteAllBytes (Application.persistentDataPath + "/"
+ objectInCenter.name +".png", www.downloadHandler.data);

Sprite mainSprite = LoadSprite (Application.
persistentDataPath + "/" + objectInCenter.name +".png");

pdfImageGameObject.GetComponent<RectTransform> ().
sizeDelta = new Vector2 (mainSprite.texture.width, mainSprite.texture.
height);

pdfImageGameObject.GetComponent<Image>().sprite =
mainSprite;

pdfImageGameOb-
ject.GetComponent<Image>().preserveAspect = true;

pdfImageGameObject.SetActive (true);

}

¥

void disableAllPanels(){
viewsPanel.SetActive (false);
viewsPanelActive = false;

displayModePanel.SetActive (false);
displayModePanelActive = false;

clipPanel.SetActive (false);
DisablePlanesAndSlider ();
clipOperationActive = false;

¥

void DisablePlanesAndSlider(){
planeX.SetActive (false);
planeY.SetActive (false);
planez.SetActive (false);
planeSliderObj.SetActive (false);
switchButtonImageController.SetDefaultClipButtons ();
activePlane = -1;

¥
public void ToggleMainPanel(){

if (mainPanelHidden) {
mainPanel.GetComponent<RectTransform> ().anchoredPosition =
new Vector2 (-0.5f, 0);
mainPanelHideButton.sprite = leftArrow;
mainPanelHidden = false;
} else {
mainPanel.GetComponent<RectTransform> ().anchoredPosition =
new Vector2 (-80, 0);
mainPanelHideButton.sprite = rightArrow;
mainPanelHidden = true;

public void toggleViewsPanel(){

if (viewsPanelActive) {
leftPanelInfoText.text = "";
viewsPanel.SetActive (false);

viewsPanelActive = false;

} else {

}

disableAllPanels ();
leftPanelInfoText.text = "Views";
viewsPanel.SetActive (true);
viewsPanelActive = true;

public void toggleDisplayModePanel(){

if (displayModePanelActive) {

leftPanelInfoText.text = "";
this.ShowMessagePermanent ("");
displayModePanel.SetActive (false);
displayModePanelActive = false;
switchButtonImageController.CloseModelVolumeImage ();
planezNormalsOff.SetActive (false);

} else {

}

disableAllPanels ();
leftPanelInfoText.text = "Display"”;
displayModePanel.SetActive (true);
displayModePanelActive = true;

public void toggleOptionsPanel(){

if (optionsPanelActive) {

leftPanelInfoText.text = "";
optionsPanel.SetActive (false);
optionsPanelActive = false;

} else {

}

leftPanelInfoText.text = "Settings";
optionsPanel.SetActive (true);
optionsPanelActive = true;

public void CloseOptionsPanel(){
leftPanelInfoText.text = "";
optionsPanel.SetActive (false);
optionsPanelActive = false;
switchButtonImageController.SwitchSettingsImage();

}

public void toggleClipOperation(){

if (clipOperationActive) {

leftPanelInfoText.text = "";

clipPanel.SetActive (false);

DisablePlanesAndSlider ();
switchButtonImageController.SetDefaultClipButtons ();
clipOperationActive = false;

} else {

¥

disableAllPanels ();
leftPanelInfoText.text = "Sections”;
clipPanel.SetActive (true);
clipOperationActive = true;

public void toggleColorPalette(){

if (colorPaletteActive) {

colorPalette.SetActive (false);
colorPaletteActive = false;

} else {

}

colorPalette.SetActive (true);
colorPaletteActive = true;

public void CloseColorPalette(){
colorPalette.SetActive (false);
colorPaletteActive = false;
switchButtonImageController.SwitchColorImage ();

}

public void togglePropertiesPanel(){

if (propertiesPanelActive) {

propertiesPanel.SetActive (false);
propertiesPanelActive = false;

} else {

}

propertiesPanel.SetActive (true);
propertiesPanelActive = true;
UpdateProperties ();

public void toggleModelVolumePanel(){

if (modelVolumePanelActive) {

‘this.ShowMessagePermanent ("");
modelVolumePanelActive = false;
objectVolumeText.enabled = false;

} else {

false, 0);

this.ShowMessagePermanent (“Model Volume™);
if (modelWeightPanelActive) {

modelWeightPanelActive = false;

modelWeightPanel.SetActive (false);
switchButtonImageController.SwitchModelWeightImage ();

objectVolumeText.enabled = true;
modelVolumePanelActive = true;

if (canCalculateVolume) {
calculator.CalculateVolumeAnimate (objectInCenter, 100,
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}

public void SetCanCalculateVolume(bool value){
canCalculateVolume = value;

}
public void toggleModelWeightPanel(){

if (modelWeightPanelActive) {
modelWeightPanel.SetActive (false);
modelWeightPanelActive = false;
objectVolumeText.enabled = false;
} else {
if (modelVolumePanelActive) {
modelVolumePanelActive = false;
switchButtonImageController.SwitchModelVolumeImage ();
objectVolumeText.enabled = false;
}
modelWeightPanel.SetActive (true);
modelWeightPanelActive = true;

}

public void ClosePropertiesPanel(){
propertiesPanel.SetActive (false);
propertiesPanelActive = false;
switchButtonImageController.SwitchPropertiesImage ();

}

void UpdateProperties(){
if (objectInCenter != null){
Vec-
‘tor3 boundsSize = objectInCenter.GetComponent<MeshFilter> ().mesh.bounds.
size;

trianglesT-
ext.text = objectInCenter.GetComponent<MeshFilter> ().mesh.triangles.Leng
th.ToString ();

verticesText.text = objectInCenter.GetComponent<MeshFilter>
().mesh.vertices.Length.ToString ();

surfaceT-
ext.text = CalculateSurface ().ToString () + " mm\uoeB2";

dimensionsText.text = Math.Round(boundsSize.x,1) + " x " +
Math.Round(boundsSize.y,1) + " x " + Math.Round(boundsSize.z,1) + " mn";

}

public void ChangeMaterial (){
string selectedOption = materialDropdown.captionText.text;
switch (selectedOption) {

case "Aluminium":
specificWeight = 2712f;
specificWeightInput.SetActive (false);
CalculateWeight ();
break;

case "Silver":
specificWeight = 10490f;
specificWeightInput.SetActive (false);
CalculateWeight ();
break;

case "Brass":
specificWeight = 8746f;
specificWeightInput.SetActive (false);
CalculateWeight ();
break;

case "Lead":
specificWeight = 11340f;
specificWeightInput.SetActive (false);
CalculateWeight ();
break;

case "Nickel":
specificWeight = 8800f;
specificWeightInput.SetActive (false);
CalculateWeight ();
break;

case "Iron":
specificWeight = 7856f;
specificWeightInput.SetActive (false);
CalculateWeight ();
break;

case "Titanium":
specificWeight = 4560f;
specificWeightInput.SetActive (false);
CalculateWeight ();
break;

case "Copper":
specificWeight = 8936f;
specificWeightInput.SetActive (false);
CalculateWeight ();
break;

case "Steel":
specificWeight = 7850f;
specificWeightInput.SetActive (false);
CalculateWeight ();
break;

case "Gold":
specificWeight = 19320f;
specificWeightInput.SetActive (false);
CalculateWeight ();
break;

case "Chromium":
specificWeight = 71906f;
specificWeightInput.SetActive (false);

¥

CalculateWeight ();
break;

case "Grey Iron":
specificWeight = 7300f;

specificWeightInput.SetActive (false);

CalculateWeight ();
break;

case "Custom":

specificWeightInput.SetActive (true);

break;

public void CalculateWeight(){

text;

if (objectInCenter != null) {

objectVolumeText.enabled = true;
// Calculate weight of selected Material
if (materialDropdown.captionText.text != "Custom") {

if (canCalculateVolume) {

calculator.CalculateVolumeAnimate (objectInCenter,
100, true, specificWeight);

// Calculate weight of custom Material

else {

string specificWeightString = inputTextSpecificWeight.

float specificWeightFloat = float.Parse (

specificWeightString);

}

if (canCalculateVolume) {

calculator.CalculateVolumeAnimate (objectInCenter,
100, true, specificWeightFloat);
}

¥

public void CloseModelWeightPanel(){

}

modelWeightPanel.SetActive (false);
modelWeightPanelActive = false;
objectVolumeText.enabled = false;

switchButtonImageController.SwitchModelWeightImage ();

public float CalculateSurface(){

¥

return calculator.CalculateSurface (objectInCenter);

public float CalculateVolume(){

}

return calculator.CalculateVolume (objectInCenter,100);

public void ScanModel(){

StartCoroutine (LoadARScene ());

IEnumerator LoadARScene()

AsyncOperation asynclLoad = SceneManager.LoadSceneAsync (2,

LoadSceneMode.Single);

¥

while (l!asyncLoad.isDone)

yield return null;

public void ClipX(){

StartCoroutine(ShowInfoMessageTemp (“Section X"));

if (activePlane==0) {
DisablePlanesAndSlider ();

} else {
DisablePlanesAndSlider ();

planeSliderObj.SetActive (true);

Bounds objectMeshBounds = objectInCenter.GetComponent<

MeshFilter> ().mesh.bounds;

slider.minValue = objectMeshBounds.center.x -

objectMeshBounds.extents.x - 1;

slider.maxValue = objectMeshBounds.center.x +

objectMeshBounds.extents.x + 1;

tion.text = Math.Round (slider.value, 2).ToString ();

}

slider.value = planeX.transform.position.x;

sliderTitle.text = "X
planePosi-
planeX.SetActive (true);

//X plane Active (@)
activePlane = 0;

public void ClipY(){

StartCoroutine(ShowInfoMessageTemp (“Section Y"));

if (activePlane==1) {
DisablePlanesAndSlider ();

} else {
DisablePlanesAndSlider ();

planeSliderObj.SetActive (true);

Bounds objectMeshBounds = objectInCenter.GetComponent<
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MeshFilter> ().mesh.bounds;

slider.minValue = objectMeshBounds.center.y -
objectMeshBounds.extents.y - 1;

slider.maxValue = objectMeshBounds.center.y +
objectMeshBounds.extents.y + 1;

slider.value = planeY.transform.position.y;
sliderTitle.text = "V :

planePosition.text = Math.Round (slider.value, 2).ToString();
planeY.SetActive (true);

//Y plane Active (1)

activePlane = 1;

¥

public void Clipz(){
StartCoroutine(ShowInfoMessageTemp (“Section Z"));
if (activePlane==2) {
DisablePlanesAndSlider ();
} else {
DisablePlanesAndSlider ();
planeSliderObj.SetActive (true);

Bounds objectMeshBounds = objectInCenter.GetComponent<
MeshFilter> ().mesh.bounds;

slider.minValue = objectMeshBounds.center.z -
objectMeshBounds.extents.z - 1;

slider.maxValue = objectMeshBounds.center.z +
objectMeshBounds.extents.z + 1;

slider.value = planeZ.transform.position.z;
sliderTitle.text = "Z :";

planePosition.text = Math.Round (
-slider.value, 2).ToString();

planeZ.SetActive (true);

//X plane Active (2)

activePlane = 2;

}

public void Clip(){
StartCoroutine(ShowInfoMessageTemp (“Perform Section"));
if (activePlane == 0) {
switchButtonImageController.SwitchClipX ();
if (planeXinverted) {
clipMeshComponent.ClipMesh (Vector3.left, planeX.
transform.position);
} else {
clipMeshComponent.ClipMesh (Vector3.right, planeX.
transform.position);

else if (activePlane == 1)
switchButtonImageController.SwitchClipY ();
if (planeYinverted) {
clipMeshComponent.ClipMesh (Vector3.down, planeY.
transform.position);
} else {
clipMeshComponent.ClipMesh (Vector3.up, planeY.
transform.position);

else if (activePlane == 2) {
switchButtonImageController.SwitchClipz ();
if (planeZinverted) {
clipMeshComponent.ClipMesh (Vector3.forward, planeZ.
transform.position);
} else {
clipMeshComponent.ClipMesh (Vector3.back, planeZ.
transform.position);

modelVolume = -1;
UpdateProperties ();
DisablePlanesAndSlider ();

¥

public void InvertPlane(){
StartCoroutine(ShowInfoMessageTemp (“Invert Axis"));
if (activePlane == 9) {
planeXinverted = !planeXinverted;
planeX.transform.eulerAngles = new Vector3 (@, planeX.
transform.eulerAngles.y - 180, 0);

else if (activePlane ==
planeYinverted = !planeYinverted;
planeY.transform.rotation = Quaternion.Inverse (planeY.
transform.rotation);

else if (activePlane == 2) {
planezZinverted = !planeZinverted;
planeZ.transform.rotation = Quaternion.Inverse (planeZ.
transform.rotation);

¥
}

public void UpdatePlanePosition(){

if (activePlane == 0
Vector3 position = planeX.transform.position;
position.x = slider.value;
planeX.transform.position = position;

planePosition.text = Math.Round (slider.value, 2).ToString();

else if (activePlane == 1) {
Vector3 position = planeY.transform.position;
position.y = slider.value;
planeY.transform.position = position;

planePosition.text = Math.Round (slider.value, 2).ToString();

else if (activePlane == 2) {
Vector3 position = planeZ.transform.position;
position.z = slider.value;
planeZ.transform.position = position;

planePosition.text = Math.Round (-
slider.value, 2).ToString();

}
}

// Function that adjusts the clipping plane positions and scales in t
he respect to the ObjectInCenter scale and position
void ReadjustPlanes(){

Vector3 boundsSize = objectInCenter.GetComponent<MeshFilter> ().
mesh.bounds.size;

float maxDimension = Mathf.Max (boundsSize.x, boundsSize.y,
boundsSize.z);

int planeSize = Mathf.RoundToInt (maxDimension) + 1;

planeX.transform.position = objectInCenter.GetComponent<
MeshFilter> ().mesh.bounds.center;

planeY.transform.position = objectInCenter.GetComponent<
MeshFilter> ().mesh.bounds.center;

planeZ.transform.position = objectInCenter.GetComponent<
MeshFilter> ().mesh.bounds.center;

planeX.transform.localScale = new Vector3 (planeSize/ 166f,
planeSize, planeSize);

planeY.transform.localScale = new Vector3 (planeSize/ 166f,
planeSize, planeSize);

planez.transform.localScale = new Vector3 (planeSize/ 160f,
planeSize, planeSize);

¥

public void ChangeObjectColor(){
GameObject selectedGO = EventSystem.current.
currentSelectedGameObject;
Color selectedColor = selectedGO.GetComponent<Image> ().color;
Material mat = objectInCenter.GetComponent<Renderer> ().material;
mat.color = selectedColor;

selectedColorIndicator.GetComponent<RectTransform> ().
anchoredPosition = selectedGO.GetComponent<RectTransform> ().
anchoredPosition;

¥

public void ChangeTextColor(Color32 color){
notificationText.color = color;
leftPanelInfoText.color = color;
rightPanelInfoText.color = color;
sliderTitle.color = color;
planePosition.color = color;
objectVolumeText.color = color;

public void toggleSavePanel(){

if (savePanelActive) {
leftPanelInfoText.text = "";
savePanel.SetActive (false);
savePanelActive = false;

} else {
leftPanellInfoText.text = "Save Model";
if (openPanelActive) {

foreach (Transform child in savedModelsPanel.transform)
GameObject.Destroy(child.gameObject);

~

openPanel.SetActive (false);
openPanelActive = false;
switchButtonImageController.SwitchOpenImage ();

}

savePanel.SetActive (true);
savePanelActive = true;

saveOutput.text
inputText.text = H

}

public void CloseSavePanel(){
leftPanelInfoText.text = "";
savePanel.SetActive (false);
savePanelActive = false;
switchButtonImageController.SwitchSaveImage ();

}

public void RestoreOriginalModel(){
StartCoroutine (ShowInfoMessageTemp (“Restore Original Model"));
if (objectInCenter != null) {

Mesh objectMesh = objectInCenter.GetComponent<MeshFilter> ().

mesh;
objectMesh.Clear ();
objectMesh.vertices = modelVertices;
objectMesh.normals = modelNormals;
objectMesh.triangles = modelTriangles;
UpdateProperties ();
clipMeshComponent.InitializePlanePositions ();

}
}

public void Save(){
String modelName = inputText.text;

if (File.Exists (Application.persistentDataPath + "/" +
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modelName)) { selectedModelName) ;
saveOutput.text = "Name already Exists!";

} else if (objectInCenter == null) { // Update Model Panel after deletion
saveOutput.text = "There is no model in editor!"; foreach (Transform child in savedModelsPanel.transform) {
GameObject.Destroy(child.gameObject);
else {
BinaryFormatter bf = new BinaryFormatter (); DirectoryInfo dInfo = new DirectoryInfo (Application.
persistentDataPath);
SurrogateSelector ss = new SurrogateSelector (); FileInfo[] fInfo = dInfo.GetFiles ();
Vector3SerializationSurrogate v3ss = new
Vector3SerializationSurrogate (); // Create as many buttons as the saved models
ss.AddSurrogate (typeof(Vector3), new StreamingContext ( for (int i = @; i < fInfo.Length; i++){
StreamingContextStates.All), v3ss);
bf.SurrogateSelector = ss; // 1ignore png files as they dont correspond to saved
models
FileStream file = File.Create (Application. if (fInfo [i].Name.Length>=4 && fInfo [i].Name.Substring
persistentDataPath + "/"+modelName); (fInfo [i].Name.Length - 4) == ".png") {
continue;
MeshFilter objectMeshFilter = objectInCenter.
GetComponent<MeshFilter> ();
Mesh objectMesh = objectMeshFilter.mesh; GameOb-
ject modelButton = Instantiate (modelButtonPrefab, savedModelsPanel.GetCo
ObjectMeshData data = new ObjectMeshData (); mponent<RectTransform> ());
data.vertices = objectMesh.vertices; Button btn = modelButton.GetComponent<Button> ();
data.normals = objectMesh.normals; btn.onClick.AddListener (this.SelectSavedModel);
data.triangles = objectMesh.triangles; //set name
data.objectName = objectInCenter.name; modelButton.GetComponentInChildren<Text> ().text =
fInfo[i].Name;
saveOutput.text = "Save Successfull";
}
bf.Serialize (file, data);
file.Close (); }
}
} confirmPanel.SetActive (false);
public void OpenSavedModellist(){ }
if (openPanelActive) { public void RejectDeletion(){
leftPanelInfoText.text = "";
foreach (Transform child in savedModelsPanel.transform) { confirmPanel.SetActive (false);
GameObject.Destroy(child.gameObject); }
openPanel.SetActive (false); public void Load(){
openPanelActive = false;
} else { if (File.Exists (Application.persistentDataPath + "/"+
selectedModelName)) {
leftPanelInfoText.text = "Open Saved Model"; BinaryFormatter bf = new BinaryFormatter ();
if (savePanelActive) { SurrogateSelector ss = new SurrogateSelector ();
savePanel.SetActive (false); Vec-
savePanelActive = false; tor3SerializationSurrogate v3ss = new Vector3SerializationSurrogate ();
switchButtonImageController.SwitchSaveImage (); ss.AddSurrogate (typeof(Vector3), new StreamingContext (
} StreamingContextStates.All), v3ss);

bf.SurrogateSelector = ss;
openPanel.SetActive (true);
openPanelActive = true; FileStream file = File.Open (Application.persistentDataPath +
"/"+selectedModelName, FileMode.Open);
DirectoryInfo dInfo = new DirectoryInfo (Application.
persistentDataPath); ObjectMeshData data = (ObjectMeshData)bf.Deserialize (file);
FileInfo[] fInfo = dInfo.GetFiles ();
modelVertices = data.vertices;

// Create as many buttons as the saved models modelNormals = data.normals;
for (int i = @; i < fInfo.Length; i++){ modelTriangles = data.triangles;
// ignore png files as they dont correspond to saved file.Close ();
models
if (fInfo [i].Name.Length>=4 && fInfo [i].Name. if (objectInCenter != null) {
Substring (fInfo [i].Name.Length - 4) == ".png") { MeshFilter objectMeshFilter = objectInCenter.
continue; GetComponent<MeshFilter> ();
} Mesh objectMesh = objectMeshFilter.mesh;
GameOb- objectMesh.Clear ();
ject modelButton = Instantiate (modelButtonPrefab, savedModelsPanel.GetCo
mponent<RectTransform> ()); objectMesh.vertices = data.vertices;
objectMesh.normals = data.normals;
Button btn = modelButton.GetComponent<Button> (); objectMesh.triangles = data.triangles;
btn.onClick.AddListener (this.SelectSavedModel); objectInCenter.name = data.objectName;
//set name } else {
modelButton.GetComponentInChildren<Text> ().text =
fInfo[i].Name; objectInCenter = new GameObject ("ObjectInCenter");
objectInCenter.tag = "ScreenCenter”;
} Materi-
al mat = objectInCenter.AddComponent<MeshRenderer> ().material = objectMa
} terial;
mat.shader = Shader.Find ("Standard");
}
MeshFilter mf = objectInCenter.AddComponent<MeshFilter>
public void CloseSavedModellList(){ [OH
leftPanelInfoText.text = ""; Mesh objectMesh = mf.mesh;
foreach (Transform child in savedModelsPanel.transform) {
GameObject.Destroy(child.gameObject); objectMesh.vertices = data.vertices;
objectMesh.normals = data.normals;
openPanel.SetActive (false); objectMesh.triangles = data.triangles;
openPanelActive = false; objectInCenter.name = data.objectName;
switchButtonImageController.SwitchOpenImage ();
}
}

ReadjustPlanes ();
cameraControl.UpdateObjectInCenter (objectInCenter);
public void SelectSavedModel(){
foreach (Transform child in savedModelsPanel.transform) {
GameObject selectedGO = EventSystem.current. GameObject.Destroy(child.gameObject);
currentSelectedGameObject; }
selectedModelName = selectedGO.GetComponentInChildren<Text> ().
text; openPanel.SetActive (false);

openPanelActive = false;
}
switchButtonImageController.SwitchOpenImage ();
public void DeleteSavedModel(){ UpdateProperties ();
modelVolume = -1;
confirmPanel.SetActive (true);

}
¥
¥
public void ConfirmDeletion(){
public void ShowMessagePermanent(string msg){
if (File.Exists (Application.persistentDataPath + "/" + rightPanelInfoText.text = msg;
selectedModelName)) { }
File.Delete (Application.persistentDataPath + "/" + public void CallShowMessage(string msg){

StartCoroutine(ShowInfoMessageTemp (msg));
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} public Button clipXButton;
public Sprite clipXOn;

IEnumerator ShowInfoMessageTemp(string msg){ public Sprite clipXOff;
messagesCount++; public Button clipYButton;
rightPanelInfoText.text = msg; public Sprite clipYOn;
yield return new WaitForSeconds (2f); public Sprite clipYOff;

messagesCount--;
public Button clipZButton;

if (messagesCount == 0) { public Sprite clipZOn;
rightPanelInfoText.text = ""; public Sprite clipZOff;
}
void SetDefaultImages(){
[Serializable] scanButton.image.sprite = scanOff;
class ObjectMeshData displayButton.image.sprite = displayOff;
{ viewsButton.image.sprite = viewsOff;
public Vector3[] vertices; clipButton.image.sprite = clipOff;
public Vector3[] normals; }
public int[] triangles;
public string objectName; public void SwitchScanImage(){

}
if (scanButton.image.sprite == scanOn) {
sealed class Vector3SerializationSurrogate : ISerializationSurrogate {
scanButton.image.sprite = scanOff;

// Method called to serialize a Vector3 object } else {
public void GetObjectData(System.Object obj, SetDefaultImages ();
SerializationInfo info, StreamingContext context) { scanButton.image.sprite = scanOn;

Vector3 v3 = (Vector3) obj;

info.Addvalue("x", v3.x); }

info.Addvalue("y", v3.y);

info.Addvalue("z", v3.z); public void SwitchSaveImage(){
} if (saveButton.image.sprite == saveOn) {

saveButton.image.sprite = saveOff;

// Method called to deserialize a Vector3 object } else {
public System.Object SetObjectData(System.Object obj,

SerializationInfo info, StreamingContext context, saveButton.image.sprite = saveOn;

ISurrogateSelector selector) {

Vector3 v3 = (Vector3) obj; }
v3.x = (float)info.GetSingle ("x");
v3.y = (float)info.GetSingle ("y");

v3.z = (float)info.GetSingle ("z"); public void SwitchOpenImage(){
obj = v3;
return obj; if (openButton.image.sprite == openOn) {
} openButton.image.sprite = openOff;
} } else {
S tCh B ttO n Im a e openButton.image.sprite = openOn;
Wi u g }
using System.Collections; }
using System.Collections.Generic;
using UnityEngine; public void SwitchPNGImage(){

using UnityEngine.UI;
if (pngButton.image.sprite == pngOn) {
pngButton.image.sprite = pngOff;
public class SwitchButtonImage : MonoBehaviour { } else {

public Button scanButton; pngButton.image.sprite = pngOn;
public Sprite scanOn;
public Sprite scanOff; }
public Button saveButton;
public Sprite saveOn; public void SwitchDisplayImage(){
public Sprite saveOff;
if (displayButton.image.sprite == displayOn)
public Button openButton;

public Sprite openOn; displayButton.image.sprite = displayOff;
public Sprite openOff; } else {

SetDefaultImages ();
public Button pngButton; displayButton.image.sprite = displayOn;
public Sprite pngOn; }

public Sprite pngOff;
}
public Button displayButton;
public Sprite displayOn; public void SwitchViewsImage(){
public Sprite displayOff;

if (viewsButton.image.sprite == viewsOn) {
public Button viewsButton;
public Sprite viewsOn; viewsButton.image.sprite = viewsOff;
public Sprite viewsOff; } else {
SetDefaultImages ();
public Button clipButton; viewsButton.image.sprite = viewsOn;

public Sprite clipOn;
public Sprite clipOff;
}
public Button settingButton;
public Sprite settingOn; public void SwitchClipImage(){
public Sprite settingOff;
if (clipButton.image.sprite == clipOn) {

public Button exitButton; clipButton.image.sprite = clipOff;
public Sprite exitOn; } else {
public Sprite exitOff; SetDefaultImages ();

clipButton.image.sprite = clipOn;
public Button colorButton;
public Sprite colorOn;

public Sprite colorOff; }

public Button propertiesButton; public void SwitchSettingsImage(){

public Sprite propertiesOn;

public Sprite propertiesOff; if (settingButton.image.sprite == settingOn)
settingButton.image.sprite = settingOff;

public Button modelWeightButton; } else {

public Sprite modelWeightOn; settingButton.image.sprite = settingOn;

public Sprite modelWeightOff; }

public Button modelVolumeButton; }

public Sprite modelVolumeOn;

public Sprite modelVolumeOff; public void SwitchColorImage(){

public Button normalModeButton; if (colorButton.image.sprite coloron) {

public Sprite normalModeOn; colorButton.image.sprite = colorOff;

public Sprite normalModeOff; } else {

colorButton.image.sprite = colorOn;
public Button highlightModeButton;
public Sprite highlightModeOn;
public Sprite highlightModeOff; }

-~
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public void SwitchPropertiesImage(){ using UnityStandardAssets.ImageEffects;
using UnityEngine.UI;
if (propertiesButton.image.sprite == propertiesOn) {

propertiesButton.image.sprite = propertiesOff; public class CameraController : MonoBehaviour {
} else {
propertiesButton.image.sprite = propertiesOn; public float minFieldOfview;

public float maxFieldOfView;
public float zoomSensitivity;

} public float distanceOffset;
public void SwitchModelVolumeImage(){ public float moveSpeed;
if (modelVolumeButton.image.sprite == modelVolumeOn) { private Touch initTouch = new Touch ();
modelVolumeButton.image.sprite = modelVolumeOff;
} else { private float rotationX = of;
modelVolumeButton.image.sprite = modelVolumeOn; private float rotationYy = of;

private Vector3 originalRotation;

} public float rotationSpeed;
public float direction = -1;
public void CloseModelVolumeImage(){
Camera cameraComponent;
modelVolumeButton.image.sprite = modelVolumeOff; Transform cameraPivot;
public Transform axisCameraPivot;
public Camera axisCamera;

public void SwitchModelWeightImage(){ public Transform axisObject;
if (modelWeightButton.image.sprite == modelWeightOn) { public GameObject axisRenderer;
modelWeightButton.image.sprite = modelWeightOff;
} else { private bool swipePossible =true;
modelWeightButton.image.sprite = modelWeightOn; private bool infoMessageOn = false;
}
GameObject objectInCenter;
}
public Slider zoomSensitivitySlider;
void DisableDisplayModes(){ public Text zoomSliderValue;
normalModeButton.image.sprite = normalModeOff; public Slider moveSensitivitySlider;
highlightModeButton.image.sprite = highlightModeOff; public Text moveSliderValue;
public Slider rotateSensitivitySlider;
} public Text rotateSliderValue;

public Slider edgeSensitivitySlider;
public Text edgeSliderValue;
public void SwitchNormalMode(){
public Dropdown backgroundDropdown;
if (normalModeButton.image.sprite == normalModeOff) {

DisableDisplayModes (); public Toggle perspectiveToggle;

normalModeButton.image.sprite = normalModeOn;
public InterfaceController interfaceController;

¥

public void SwitchHighlightMode(){

void Start () {

cameraComponent = GetComponent<Camera> ();

if (highlightModeButton.image.sprite == highlightModeOff) { cameraPivot = this.transform.parent;
DisableDisplayModes ();
highlightModeButton.image.sprite = highlightModeOn; originalRotation = cameraPivot.eulerAngles;
rotationX = originalRotation.x;
} rotationY = originalRotation.y;
void DisableAxisImages(){ objectIn-
clipXButton.image.sprite = clipXOff; Center = GameObject.FindGameObjectWithTag (“ScreenCenter™);
clipYButton.image.sprite = clipYOff;
clipzButton.image.sprite = clipZOff; LoadPlayerPrefs ();
¥
FitObjectInCameraView ();
public void SwitchClipX(){ DrawAxisObject ();
if (clipXButton.image.sprite == clipXOn) { }
clipXButton.image.sprite = clipXOff;
} else { // Update 1is called once per frame
DisableAxisImages (); void Update () {
clipXButton.image.sprite = clipXOn;
if (swipePossible) {
// Camera Rotation
} if (Input.touchCount == 1) {
public void SwitchClipY(){ Touch touch = Input.GetTouch (9);
if (clipYButton.image.sprite == clipYOn) { if (touch.phase == TouchPhase.Began) {
clipYButton.image.sprite = clipYOff;
} else { initTouch = touch;
DisableAxisImages (); } else if (touch.phase == TouchPhase.Moved) {
clipYButton.image.sprite = clipYOn;
if (infoMessageOn) {
} interfaceController.ShowMessagePermanent ("");

}
public void SwitchClipz(){
float deltaX = initTouch.position.x -

if (clipzButton.image.sprite == clipzOn) { touch.position.x;
clipzButton.image.sprite = clipZOff; float deltaY = initTouch.position.y -
} else { touch.position.y;
DisableAxisImages ();
clipzButton.image.sprite = clipZOn; rotationX -
} = deltay * Time.deltaTime * rotationSpeed * direction;
rota-
} tionY += deltaX * Time.deltaTime * rotationSpeed * direction;
public void SwitchExitButton(){ cameraPivot.eulerAngles = new Vector3 (rotationX,
rotationy, of);
if (exitButton.image.sprite == exitOn) {
exitButton.image.sprite = exitOff; } else if (touch.phase == TouchPhase.Ended) {
} else {
exitButton.image.sprite = exitOn; initTouch = new Touch ();
}
}
public void SetDefaultClipButtons(){
clipXButton.image.sprite = clipXOff; // Camera Zoom
clipYButton.image.sprite = clipYOff; if (Input.touchCount == 2) {
clipzButton.image.sprite = clipzZOff;
} Touch touch® = Input.GetTouch (0);
} Touch touchl = Input.GetTouch (1);

Vector2 touch@PrevPos = touch@.position -
touch@.deltaPosition;
CameraController Vector2 touchiprevpos = touchl.position -

touchl.deltaPosition;

using System.Collections; . float prevTouchDeltaMag = (touch@PrevPos -
using System.Collections.Generic; touchlPrevPos).magnitude;

us%ng Syftem; X float touchDeltaMag = (touch®@.position -
using Un}tyEng}ne; touchl.position).magnitude;

using UnityEngine.EventSystems;
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float deltaMagnitudeDiff = prevTouchDeltaMag - perspectiveToggle.isOn = false;
touchDeltaMag; PlayerPrefs.SetInt (“CameraProjection”, 1);

// Object's max Bound used to find zoom and move
sensitivity; }
Vector3 boundsSize = objectInCenter.GetComponent<
MeshFilter> ().mesh.bounds.size;
float maxBound = Mathf.Max (boundsSize.x, boundsSize.y, public void ChangeBackgroundColor(){
boundsSize.z);
string selectedOption = backgroundDropdown.captionText.text;
// Move Camera

if (Mathf.Abs (deltaMagnitudeDiff) < 8f && Input. switch (selectedOption) {
GetTouch (@).phase == TouchPhase.Moved & Input.GetTouch (1).phase ==
TouchPhase.Moved) { case "Skybox":
Vec- cameraCompo-
‘tor2 touchDelta = Input.GetTouch (@).deltaPosition; nent.backgroundColor = new Color32 (182, 188, 195, 255);
interfaceController.ChangeTextColor (Color.black);
cameraPivot.Translate (new Vector3 (- PlayerPrefs.SetInt ("BackgroundColor”, 0);
touchDelta.x * maxBound * 0.005f * moveSpeed, - break;

touchDelta.y * maxBound * ©.005f * moveSpeed, 0));
case "White":
cameraComponent.backgroundColor = Color.white;

} else { interfaceController.ChangeTextColor (Color.black);
PlayerPrefs.SetInt ("BackgroundColor”, 1);
if (cameraComponent.orthographic) { break;
cameraComponent.orthographicSize += case "Black":
deltaMagnitudeDiff * maxBound * ©.005f * zoomSensitivity;
cameraComponent.orthographicSize = Mathf.Clamp ( cameraComponent.backgroundColor = new Color32 (38, 38, 38,
cameraComponent.orthographicSize, 0.1f, float.PositiveInfinity); 255);
} else { interfaceController.ChangeTextColor (Color.white);
this.transform.localPosition - PlayerPrefs.SetInt ("BackgroundColor", 2);
= new Vector3 (0, 0, deltaMagnitudeDiff * maxBound * ©.005f * break;
zoomSensitivity);
¥
} }
}
} public void ChangeCameraProjection(){

}
if (perspectiveToggle.isOn) {
DrawAxisObject (); cameraComponent.orthographic = false;
this.GetComponent<EdgeDetection> ().sensitivityDepth = 1f;
FitObjectInCameraView ();
PlayerPrefs.SetInt ("CameraProjection”, @);

public void LoadPlayerPrefs(){ } else {
cameraComponent.orthographic = true;
zoomSensitivity = zoomSensitivitySlider.value = PlayerPrefs. this.GetComponent<EdgeDetection> ().sensitivityDepth = 36f;
GetFloat ("ZoomSensitivity",1); this.transform.localPosition = new Vector3 (0, 0, -900);
zoomSliderval- FitObjectInCameraView ();
ue.text = Math.Round (zoomSensitivity, 2).ToString(); PlayerPrefs.SetInt ("CameraProjection”, 1);
}

moveSpeed = moveSensitivitySlider.value = PlayerPrefs.GetFloat
("MoveSpeed",1); }
moveSliderValue.text = Math.Round (moveSpeed, 2).ToString();
public void UpdateZoomSensitivity(){

rotationSpeed = rotateSensitivitySlider.value = PlayerPrefs. zoomSensitivity = zoomSensitivitySlider.value;
GetFloat ("RotateSpeed”, 2); zoomSliderval-
rotateSliderval- ue.text = Math.Round (zoomSensitivity, 2).ToString();

ue.text = Math.Round (rotationSpeed, 2).ToString();
PlayerPrefs.SetFloat ("ZoomSensitivity", zoomSensitivity);

this.GetComponent<EdgeDetection> ().sensitivityDepth = }
edgeSensitivitySlid-
er.value = PlayerPrefs.GetFloat ("EdgesSensitivity"”, 30); public void UpdateMoveSensitivity(){
edgeSliderval- moveSpeed = moveSensitivitySlider.value;
ue.text = Math.Round (rotateSensitivitySlider.value, 2).ToString(); moveSliderValue.text = Math.Round (moveSpeed, 2).ToString();
background- PlayerPrefs.SetFloat (“MoveSpeed”, moveSpeed);
Dropdown.value = PlayerPrefs.GetInt ("BackgroundColor",0); }
if (backgroundDropdown.value == 9) {
cameraCompo- public void UpdateRotateSensitivity(){
nent.backgroundColor = new Color32 (182, 188, 195, 255); rotationSpeed = rotateSensitivitySlider.value;
interfaceController.ChangeTextColor (Color.black); rotateSliderval-
} else if (backgroundDropdown.value == 1) { ue.text = Math.Round (rotationSpeed, 2).ToString();
cameraComponent.backgroundColor = Color.white;
interfaceController.ChangeTextColor (Color.black); PlayerPrefs.SetFloat ("RotateSpeed”, rotationSpeed);
} else { }
cameraComponent.backgroundColor = new Color32 (38, 38, 38,
255); public void UpdateEdgesSensitivity(){
interfaceController.ChangeTextColor (Color.white); this.GetComponent<EdgeDetection> ().sensitivityDepth =

edgeSensitivitySlider.value;

if (PlayerPrefs.GetInt (“CameraProjection”, 1) == @) { edgeSliderValue.text = Math.Round (edgeSensitivitySlider.value,
cameraComponent.orthographic = false; 2).ToString();
perspectiveToggle.isOn = true;
} else { PlayerPrefs.SetFloat ("EdgesSensitivity", edgeSensitivitySlider.
cameraComponent.orthographic = true; value);
this.transform.localPosition = new Vector3 (0, 0, -900);
perspectiveToggle.isOn = false; }
} public void SwipeOn(){
} swipePossible = true;
public void RestoreDefaultOptions(){ public void SwipeOff(){
zoomSensitivity = zoomSensitivitySlider.value = 1;
zoomSliderValue.text = zoomSensitivity.ToString (); swipePossible = false;

PlayerPrefs.SetFloat ("ZoomSensitivity", zoomSensitivity);

moveSpeed = moveSensitivitySlider.value = 1; public void NormalShadedMode(){
moveSliderValue.text = moveSpeed.ToString ();
PlayerPrefs.SetFloat ("MoveSpeed”, moveSpeed); this.GetComponent<EdgeDetection> ().enabled = false;
interfaceController.CallShowMessage (“Normal Shaded Mode");
rotationSpeed = rotateSensitivitySlider.value = 2; }
rotateSliderValue.text = rotationSpeed.ToString();
PlayerPrefs.SetFloat ("RotateSpeed”, rotationSpeed); public void HighlightEdgesMode(){
this.GetComponent<EdgeDetection> ().sensitivityDepth = ‘this.GetComponent<EdgeDetection> ().enabled = true;
edgeSensitivitySlider.value = 30; interfaceController.CallShowMessage (“"Highlight Edges Mode");
edgeSliderval-
ue.text = Math.Round (rotateSensitivitySlider.value, 2).ToString(); }

PlayerPrefs.SetFloat ("EdgesSensitivity", rotationSpeed);
public void PerspectiveView(){

cameraCompo- infoMessageOn = true;
nent.backgroundColor = new Color32 (182, 188, 195, 255); interfaceController.ShowMessagePermanent (“Perspective View");
interfaceController.ChangeTextColor (Color.black); rotationX = 40;
backgroundDropdown.value = 0; rotationy = -40;
PlayerPrefs.SetInt ("BackgroundColor", @); cameraPivot.eulerAngles = new Vector3 (rotationX, rotationy, 0);

DrawAxisObject ();
cameraComponent.orthographic = true;
this.transform.localPosition = new Vector3 (9, 0, -900); }
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public void TopView(){
infoMessageOn = true;
interfaceController.ShowMessagePermanent (“Top View");
rotationX = 90;
rotationy = 0;

cameraPivot.eulerAngles = new Vector3 (rotationX, rotationy, 0);

DrawAxisObject ();
}

public void BottomView(){
infoMessageOn = true;
interfaceController.ShowMessagePermanent (“Bottom View");
rotationX = -90;
rotationy = 9;

cameraPivot.eulerAngles = new Vector3 (rotationX, rotationy, 0);

DrawAxisObject ();
}

public void LeftView(){
infoMessageOn = true;
interfaceController.ShowMessagePermanent (“Left View");
rotationX = 0;
rotationy = 90;

cameraPivot.eulerAngles = new Vector3 (rotationX, rotationY, 0);

DrawAxisObject ();
}

public void RightView(){
infoMessageOn = true;
interfaceController.ShowMessagePermanent (“Right View");
rotationX = 0;
rotationy = -90;

cameraPivot.eulerAngles = new Vector3 (rotationX, rotationy, 0);

DrawAxisObject ();
¥

public void FrontView(){
infoMessageOn = true;
interfaceController.ShowMessagePermanent (“Front View");
rotationX = 0;
rotationy = 9;

cameraPivot.eulerAngles = new Vector3 (rotationX, rotationy, 0);

DrawAxisObject ();
¥

public void BackView(){
infoMessageOn = true;
interfaceController.ShowMessagePermanent (“Rear View");
rotationX = 0;
rotationy = 180;

cameraPivot.eulerAngles = new Vector3 (rotationX, rotationy, 0);

DrawAxisObject ();

i
void DrawAxisObject(){

axisCameraPivot.eulerAngles = cameraPivot.eulerAngles;
axisCameraPivot.position = cameraPivot.position;

Vector3 position;
if (cameraComponent.orthographic) {
axisCamera.orthographic = true;
axisCamera.orthographicSize = cameraComponent.
orthographicSize;
axisObject.localScale = new Vector3 (axisCamera.
orthographicSize * ©.25f, axisCamera.orthographicSize * 0.25f,
axisCamera.orthographicSize * 0.25f);

position = axisCamera.ViewportToWorldPoint (new Vector3 (

0.81f, 0.22f, axisCamera.farClipPlane - 100));

SetRect (axisRenderer.GetComponent<RectTransform> (), 0,0,0,0

)5
}
else{
axisCamera.orthographic = false;
axisCamera.transform.localPosition = cameraComponent.
transform.localPosition;
axisObject.localScale = new Vector3 (25, 25, 25);

position = axisCamera.ViewportToWorldPoint (new Vector3 (

0.6f, 0.4f, axisCamera.farClipPlane - 1800));

SetRect (axisRenderer.GetComponent<RectTransform> (), 265,

125, -265, -125);
}

axisObject.position = position;

pub-

lic static void SetRect(RectTransform trs, float left, float top, float r

ight, float bottom)

{
trs.offsetMin = new Vector2(left, bottom);
trs.offsetMax = new Vector2(-right, -top);

public void FitObjectInCameraView(){
if (objectInCenter != null) {

cameraPivot.transform.position = objectInCenter.
GetComponent<MeshFilter> ().mesh.bounds.center;

Vec-
tor3 boundsSize = objectInCenter.GetComponent<MeshFilter> ().mesh.bounds.
size;

float maxBound = Mathf.Max (boundsSize.x, boundsSize.y,
boundsSize.z);

if (cameraComponent.orthographic) {

cameraComponent.orthographicSize = maxBound / 1.75f +

distanceOffset;

} else {

float distance = maxBound * ©.5f / Mathf.Tan (0.5f *

cameraComponent.fieldOfview * Mathf.Deg2Rad);

this.transform.localPosition = new Vector3 (this.
transform.localPosition.x, this.transform.localPosition.y, -
distance * distanceOffset);
}
}
}

public void UpdateObjectInCenter(GameObject newObject){
objectInCenter = newObject;
FitObjectInCameraView ();
DrawAxisObject ();

MeshClip

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using System;

public class MeshClip : MonoBehaviour {
private GameObject objectToClip;

public GameObject instGO;
public GameObject instGO2;

private Plane clipPlane;

private MeshFilter objectMeshFilter;
private Mesh objectMesh;

// Neccesary for Undo Option
private Vector3[] oldVertices;
private Vector3[] oldNormals;
private int[] oldTriangles;

private List<Vector3> newVertices;
private int[,] vertexInfo;
private List<int> newTriangles;
private List<Vector3> newNormals;
private List<Vector2> newUVs;

private Vector3[] oldPlanePositions;
private int listIndex;

List<IntersectionEdge> intersectionEdges;
List<Loop> loops;

void Start () {
newVertices = new List<Vector3>();
newTriangles = new List<int> ();
newNormals = new List<Vector3> ();
//newlVs = new List<Vector2> ();
intersectionEdges = new List<IntersectionEdge> ();
loops = new List<Loop> ();

// Initialize old positions of clipping planes

oldPlanePositions = new Vector3[6]; // Array storing 6 plane
positions as: X plane, X plane inverted, Y plane, Y plane inverted,

Z plane, Z plane inverted

InitializePlanePositions ();

¥

public void UndoClip(){
objectMesh.Clear ();
objectMesh.vertices = oldVertices;
objectMesh.normals = oldNormals;
//objectMesh.uv = newUVs.ToArray ();

objectMesh.triangles = oldTriangles;

// Initialize old positions of clipping planes
InitializePlanePositions();

}
public void InitializePlanePositions() {

for (int i = @; i < oldPlanePositions.Length; i++) {
oldPlanePositions[i] = Vector3.positiveInfinity;
}

void InitializeMeshData(Vector3 planeNormal, Vector3 planePosition){

// Get Object to CLip Mesh

objectToClip = GameObject.FindGameObjectWithTag ("ScreenCenter™);
objectMeshFilter = objectToClip.GetComponent<MeshFilter> ();

if (objectMeshFilter == null) {
objectMeshFil-
ter = objectToClip.GetComponentInChildren<MeshFilter>();

}

objectMesh = objectMeshFilter.mesh;
// Get Mesh info

oldVertices = objectMesh.vertices;

oldTriangles = objectMesh.triangles;
oldNormals = objectMesh.normals;

//Clear Lists that will store the final Mesh Info after Clipping

newVertices.Clear ();
newTriangles.Clear ();
newNormals.Clear ();

if (intersectionEdges != null) {
intersectionEdges.Clear ();
} else {

intersectionEdges = new List<IntersectionEdge> ();



¥
loops.Clear ();

// Initialize Array
// First Row -
int Array storing info about which Vertex has already
// been added to the new Vertex List, thus avoiding Doubles (-
1 -> not added , 1-> added);
// Second row -
specifies the position of the Vertex in the new Vertex List
vertexInfo = new int[oldVertices.Length, 2];

for (int i = 0; ic<vertexInfo.GetLength (0); i++) {
vertexInfo [i,0] = -1;
vertexInfo [i,1] = 0;
// new Vertice Llist index
listIndex = 9;

// Initialize the Clipping Plane
clipPlane = new Plane(planeNormal,planePosition);

}
public float ClipMesh (Vector3 planeNormal,Vector3 planePosition){

// Check if planePosition is the same as the previous clipping op
eration. If so, no clipping is necessary.
if (planeNormal == Vector3.left && (oldPlanePositions [0] ==
Vector3.positiveInfinity || oldPlanePositions [0] != planePosition)) {
oldPlanePositions [0©] = planePosition;
} else if (planeNormal == Vector3.right &% (oldPlanePositions [1]
== Vector3.positiveInfinity || oldPlanePositions [1] != planePosition))

oldPlanePositions [1] = planePosition;
} else if (planeNormal == Vector3.down && (oldPlanePositions [2]
== Vector3.positiveInfinity || oldPlanePositions [2] != planePosition)) {
oldPlanePositions [2] = planePosition;
} else if (planeNormal == Vector3.up && (oldPlanePositions [3] ==
Vector3.positiveInfinity || oldPlanePositions [3] != planePosition)) {
oldPlanePositions [3] = planePosition;
} else if (planeNormal == Vector3.back && (oldPlanePositions [4]
== Vector3.positiveInfinity || oldPlanePositions [4] != planePosition)) {
oldPlanePositions [4] = planePosition;
} else if (planeNormal == Vector3.forward && (oldPlanePositions [

5] == Vector3.positiveInfinity || oldPlanePositions [5] != planePosition)
) {
oldPlanePositions [5] = planePosition;
} else {
De-
bug.Log ("Same plane position .. No Clipping is necessary!");
return -1;
}

InitializeMeshData (planeNormal,planePosition);
// Arrays storing indices of intersecting Triangle Vertices

List<int> positive = new List<int> ();
List<int> negative = new List<int> ();

// the 3 points of each triangle

int[] vertexIndices = new int[3];
Vector3[] points = new Vector3[3];
Vector3[] pointsRounded = new Vector3[3];
float[] pointDistances = new float[3];

//check position of each triangle in relation to the clipPlane
for (int i = 0; i < oldTriangles.Length; i += 3) {
//get Point Indices of current Triangle

vertexIndices[0] = oldTriangles[i];
vertexIndices[1] = oldTriangles[i+1];
vertexIndices[2] = oldTriangles[i+2];

//get Points of current Triangle

points[0] = oldVertices[oldTriangles[i]];
points[1] = oldVertices[oldTriangles[i+1]];
points[2] = oldVertices[oldTriangles[i+2]];

// keep only 5 frictional digits of new Vectors, resulting in
correct float comparison with zero

pointsRounded [0].Set ((float)Math.Round (points [0].x, 5),
(float)Math.Round (points [@].y, 5), (float)Math.Round (points [©].z, 5))
H

//pointsGlobal [1] = objectToClip.transform.TransformPoint
(points [1]);

pointsRounded [1].Set ((float)Math.Round (points [1].x, 5),
(float)Math.Round (points [1].y, 5), (float)Math.Round (points [1].z, 5))
H

//pointsGlobal [2] = objectToClip.transform.TransformPoint
(points [2]);

pointsRounded [2].Set ((float)Math.Round (points [2].x, 5),
(float)Math.Round (points [2].y, 5), (float)Math.Round (points [2].z, 5))

H

// Calculate Distance from point to clipPlane (distance=0
if a point lies on the plane)

pointDistances [0] = clipPlane.GetDistanceToPoint
(pointsRounded [0]);

pointDistances [1] = clipPlane.GetDistanceToPoint
(pointsRounded [1]);

pointDistances [2] = clipPlane.GetDistanceToPoint
(pointsRounded [2]);

// Case 1 - whole triangle on positive side of the plane
// Also handles special cases when 1 or 2 points of the
triangle Lie on the plane

if (pointDistances [0] >= ©f & pointDistances [1] >= of &
pointDistances [2] >= of) {

// if Triangle is on positive Side -
> Retain Triangle ( Add Triangle to new Triangle list)

// if whole triangle Lies on the clip plane then there is
no need to add any intersection edges
if (pointDistances [0] == of && pointDistances [1] ==

of & pointDistances [2] == 0f) {
continue;
}

// If two points Lie on the clip plane then Add
Intersection Edge to list
if (pointDistances [0] == 0f && pointDistances [1] == of)

{
intersectionEdges.Add (new IntersectionEdge (
points [0], points [1]));

else if (pointDistances [0] == of && pointDistances [2]
= o) {
intersectionEdg-
es.Add(new IntersectionEdge(points[2],points[0]));

}
else if (pointDistances [1] == 0f && pointDistances [2] =
= of) {
intersectionEdg-
es.Add(new IntersectionEdge(points[1],points[2]));

AddNewTriangle (vertexIndices);

// Triangle 1is on the negative Side -
> Discard Triangle (Do not add to new Triangle List)
else if (pointDistances [0] <= of && pointDistances [1] <=
of && pointDistances [2] <= 0f) {
continue;

//Triangle intersects with the Plane
else {

positive.Clear ();
negative.Clear ();

// Find in which halfspace each Triangle vertex belongs
for (int j = 0; j < 3; j++) {
if (pointDistances [j] > of) {
positive.Add(vertexIndices [j]);
} else if (pointDistances [j] <= @f)
negative.Add(vertexIndices [j]);

-~

¥

// Adjust vertice lists in CCW order

if (positive.Count == 1 && pointDistances [1] > 9) {
negative.Reverse ();

else if(negative.Count==1 && pointDistances [1] > 0){
positive.Reverse ();

AddIntersectingTriangle (positive.ToArray(),negative.
ToArray());

¥

ConstructLoops ();

List<Vector3> newVerticesOut;

List<Vector3> newNormalsOut;

List<int> newTrianglesOut;

Triangulator tr = GetComponent<Triangulator> ();
float objectSurface = 0;

//First Find every polygon that contains holes and triangulate it
foreach (Loop polygon in loops) {

if (polygon.IsTriangulated ()) {
continue;
}

List<Loop> polygonHoles = new List<Loop> ();
foreach (Loop polygon2 in loops) {

if (System.Object.ReferenceEquals (polygon, polygon2)) {
continue;
¥

if (IsPointInPolygon (polygon, polygon2.GetEdge (9).
GetStartVertex (),planeNormal)) {
polygon2.SetIsTriangulated (true);
polygonHoles.Add (polygon2);

¥
if (polygonHoles.Count > 0) {

polygon.SetIsTriangulated (true);

objectSurface += tr.PartitionIntoMonotonePieces (
polygon.GetEdges(),out newVerticesOut,out newNormalsOut, out
newTrianglesOut,polygonHoles, ref listIndex, planeNormal);

newVertices.AddRange (newVerticesOut);
newNormals.AddRange (newNormalsOut);
newTriangles.AddRange (newTrianglesOut);

foreach (Loop polygon in loops) {

if (!polygon.IsTriangulated ()) {
polygon.SetIsTriangulated (true);

objectSur-
face += tr.PartitionIntoMonotonePieces (polygon.GetEdges(),out newVertice
sOut,out newNormalsOut, out newTrianglesOut,
null, ref listIndex, planeNormal);

newVertices.AddRange (newVerticesOut);
newNormals.AddRange (newNormalsOut);
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newTriangles.AddRange (newTrianglesOut);

}
ConstructFinalMesh ();

return objectSurface;

¥

// Function tha checks if a given point lies inside a given polygon
// The point 1is given in 3D space and is converted to 2D space

bool IsPointInPolygon(Loop polygon, Vector3 point3D, Vector3
planeNormal){

List<IntersectionEdge> polygonEdges = polygon.GetEdges();
bool oddIntersections = false;

Quaternion rotation;

if (planeNormal == Vector3.forward) {
rotation = Quaternion.identity;

} else {

rotation = Quaternion.FromToRotation (planeNormal, Vector3.

forward) ;

Vector2 point = (Vector2)(rotation * point3D);
foreach (IntersectionEdge e in polygonEdges) {

Vec-
tor2 endPointl = (Vector2)(rotation * e.GetStartVertex ());

Vector2 endPoint2 = (Vector2)(rotation * e.GetEndVertex ());

if ( (endPointl.y<point.y && endPoint2.y>=point.y)
|| (endPoint2.y<point.y && endPointl.y>=point.y) ){

Vector2 direction = endPoint2 - endPointl;
float xDifference = direction.x;
float slope=0;
if (xDifference!=0){
slope = direction.y / direction.x ;

float intercept = endPointl.y - slope*endPointl.x;

if ( (xDifference==0 &% endPointl.x < point.x )
|| (slope > © & point.y < (slope * point.x +
intercept))
|| (slope < © && point.y > (slope * point.x +
intercept))) {

oddIntersections = !oddIntersections;

¥

return oddIntersections;

void ConstructLoops(){

while (intersectionEdges.Count != 0) {
Loop newLoop = new Loop ();
Vector3 loopStartVertex;
IntersectionEdge currentEdge = intersectionEdges [0];
newLoop.AddEdge (currentEdge);
intersectionEdges.RemoveAt (9);

loopStartVertex = newLoop.GetFirstEdge ().GetStartVertex ();

// Equality comparison accounts for floating point
// inaccuracies..
while (currentEdge.GetEndVertex () != loopStartVertex) {

IntersectionEdge successorOfCurrent=null;
int successorPosition = -1;

for (int i=0; i<intersectionEdges.Count;i++){

if (currentEdge.GetEndVertex() ==
intersectionEdges[i].GetStartVertex()){

successorOfCurrent=intersectionEdges[i];
successorPosition = ij

break;
}
}
if (successorOfCurrent != null) {
currentEdge = successorOfCurrent;
newLoop.AddEdge (currentEdge);
intersectionEdges.RemoveAt (successorPosition);
} else {
Debug.LogError ("ERROR: NO SUCCESOR FOUND!!™");
break;
}

}

loops.Add (newLoop);

¥
void AddIntersectingTriangle (int[] positive, int[] negative) {

float raylDistance = 0;
float ray2Distance = 0;
float raylDistanceNormalized = 0;
float ray2DistanceNormalized = 0;

// Vertice positions at Local Space
Vector3 positivelocall;
Vector3 positivelocal2;
Vector3 negativelocall;
Vector3 negativelocal2;

// First intersection point
Vector3 newVertexl;
Vector3 newNormall;

// Second intersection point
Vector3 newVertex2;

Vector3 newNormal2;
if (positive.Length == 1) {

// Vertice positions at Local Space

positivelocall = oldVertices[positive[0]];
negativelocall = oldVertices[negative[0]];
negativelocal2 = oldVertices[negative[1]];

// Ray (line) going from point at the positive side to the
first point at the negative side of the plane

Ray ray = new Ray (positivelocall, (negativelocall -
positivelLocall).normalized);

clipPlane.Raycast (ray, out raylDistance);
raylDistanceNormalized = raylDistance / (negativelocall -
positivelocall).magnitude;

//first intersection point with plane

newVertexl = Vector3.Lerp (positivelocall, negativelocall,
raylDistanceNormalized);

newNormall = Vector3.Lerp (oldNormals[positive[@]],
oldNormals[negative[©]], raylDistanceNormalized);

// Ray (line) going from point at the positive side to the
second point at the negative side of the plane

Ray ray2 = new Ray (positivelLocall, (negativelocal2 -
positivelLocall).normalized);

clipPlane.Raycast (ray2, out ray2Distance);

ray2DistanceNormalized = ray2Distance / (negativelocal2 -
positivelocall).magnitude;

//second intersection point with plane

newVertex2 = Vector3.Lerp (positivelocall, negativelocal2,
ray2DistanceNormalized);

newNormal2 = Vector3.Lerp (oldNormals[positive[0]],
oldNormals[negative[1]], ray2DistanceNormalized);

// Add new Triangle
// First Vertex
CheckAndAddOldVertex (positive [0]);

// Second Vertex
if (raylDistanceNormalized == 1)
CheckAndAddOldVertex (negative [0]);

} else {
newVertices.Add (newVertex1l);
newNormals.Add (newNormall);
//newUVs.Add (newUV1);
newTriangles.Add (listIndex);
listIndex++;

¥

// Third Vertex
if (ray2DistanceNormalized == 1) {
CheckAndAddOldvertex (negative [1]);

} else {
newVertices.Add (newVertex2);
newNormals.Add (newNormal2);
//newUVs.Add (newUV2);
newTriangles.Add (listIndex);
listIndex++;

¥

intersectionEdges.Add(new IntersectionEdge(newVertexi,
newVertex2));

} else {

// Vertice positions at Local Space

positivelLocall = oldVertices[positive[0]];
positivelocal2 = oldVertices[positive[1]];
negativelocall = oldVertices[negative[0]];

// Ray (line) going from the first point at the positive side

to the point at the negative side of the plane
Ray ray = new Ray (positivelocall, (negativelocall -
positivelLocall).normalized);

clipPlane.Raycast (ray, out raylDistance);
raylDistanceNormalized = raylDistance / (negativelocall -
positivelocall).magnitude;

//first intersection point with plane
newver-

texl = Vector3.Lerp (positivelLocall, negativelocall, raylDistanceNormaliz

ed);
newNor-

mall = Vector3.Lerp (oldNormals[positive[©]], oldNormals[negative[©6]], ra

ylDistanceNormalized);

// Ray (line) going from the second point at the positive sid

e to the point at the negative side of the plane

Ray ray2 = new Ray (positivelocal2, (negativelocall -
positivelLocal2).normalized);

clipPlane.Raycast (ray2, out ray2Distance);

ray2DistanceNormalized = ray2Distance / (negativelocall -
positivelocal2).magnitude;

//second intersection point with plane
newver-

tex2 = Vector3.Lerp (positivelLocal2, negativelocall, ray2DistanceNormaliz

ed);
newNor-

mal2 = Vector3.Lerp (oldNormals[positive[1]], oldNormals[negative[©]], ra

y2DistanceNormalized);

//Create First Triangle
CheckAndAddOldVertex (positive [0]);

newVertices.Add (newVertexl);
newNormals.Add (newNormall);
newTriangles.Add (listIndex);
listIndex++;

newVertices.Add (newVertex2);
newNormals.Add (newNormal2);
newTriangles.Add (listIndex);
listIndex++;
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//Create Second Triangle
newTriangles.Add (vertexInfo [positive[0], 1]);
newTriangles.Add (listIndex-1);

CheckAndAddOldVertex (positive [1]);

intersectionEdg-
es.Add(new IntersectionEdge(newVertexl,newVertex2));

}
}

// Function Adding a Triangle which all of its vertices Lie in the p
ositive halfspace
void AddNewTriangle(int[] vertexIndices){

int index;

for (int i = 0; i < 3; i++) {
index = vertexIndices [i];
CheckAndAddOldVertex (index);

¥

// Function that checks if a given vertex has already been added to n
ewVer-
tex List and sets a new triangle index. If not, the vertex is added to th
e Llist and the triangle index points at its position.
void CheckAndAddOldVertex(int vertexIndex){
if (vertexInfo [vertexIndex, 0] != 1) {
newVertices.Add (oldVertices[vertexIndex]);
newNormals.Add (oldNormals [vertexIndex]);
newTriangles.Add (listIndex);

vertexInfo [vertexIndex, 0]
vertexInfo [vertexIndex, 1]

1
listIndex;

listIndex++;
} else {
newTriangles.Add (vertexInfo [vertexIndex, 1]);

}
void ConstructFinalMesh(){
objectMesh.Clear ();

if (newTriangles.Count % 3 == 0) {
objectMesh.vertices = newVertices.ToArray ();
objectMesh.normals = newNormals.ToArray ();
objectMesh.triangles = newTriangles.ToArray ();

} else {
objectMesh.vertices = oldVertices;
objectMesh.normals = oldNormals;
objectMesh.triangles = oldTriangles;

}

Triangulator

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using System;

public class Triangulator : MonoBehaviour {

// Function that partitions a polygon in monotone polygons and then T
riangu-
Lates it. Output is List of Vectors, a Llist of normals and a list of tria
ngles for the output mesh.

public float PartitionIntoMonotonePieces(List<IntersectionEdge>
polygonEdges, out List<Vector3> newVerticesOut, out List<Vector3>
newNormalsOut, out List<int> newTrianglesOut,List<Loop> holes, ref int
offSet, Vector3 planeNormal){

List<int> polygonStartEndIndices;

DCEL dcel = ConstructDCEL(polygonEdges,holes,out polygonStartEndI
ndices,planeNormal);

// Sort Vertices in descending order according to their y coordin
ates

dcel.SortVertices();

List<Vertex> dcelVertices = dcel.GetVertices ();

List<HalfEdge> candidatelLeftEdges = new List<HalfEdge> ();

Vertex currentVertex;

int i = 0;
while (i<dcelVertices.Count) {

currentVertex = dcelVertices [i];

i44;
switch (FindVertexType (currentVertex)) {

case @:
HandleRegularVertex (currentVertex, candidatelLeftEdges,
polygonStartEndIndices, dcel);
break;

case 1:
HandleStartVertex (currentVertex, candidateleftEdges);
break;

case 2:
HandleEndVertex (currentVertex, candidatelLeftEdges,
dcel);
break;

case 3:
HandleSplitVertex (currentVertex, candidateleftEdges,

dcel);
break;
case 4:
HandleMergeVertex (currentVertex, candidateleftEdges,
dcel);
break;
¥
}
List<HalfEdge> hEdges = dcel.GetHalfEdges();
// Find every y-
Mono-

tone polygon that was created and triangulate it. There may be only 1 if
the original Polygon was already y-monotone.

DCEL monotoneDCEL = new DCEL();

int indexOffset = offSet;

//int indexOffset=0;

int listIndex=0;

List<Vector3> newVertices = new List<Vector3> ();
List<Vector3> newNormals = new List<Vector3> ();
List<int> newTriangles = new List<int> ();

foreach (HalfEdge e in hEdges){

if (e.HasBeenTraversed ()) {
continue;

// New y-monotone polygon
else {

HalfEdge polygonEdge = e;
Vector2 startPosition = polygonEdge.GetOrigin ().
GetPosition ();
Color randomColor = UnityEngine.Random.ColorHSV ();
// Build Monotone Polygon by traversing every edge of it
and construct its DCEL
do{
monotoneDCEL . AddHalfEdge (polygonEdge) ;
monotoneDCEL . AddVertex(polygonEdge.GetOrigin());

//Edge has been traversed
polygonEdge.SetHasBeenTraversed(true);

//Correct origin's incident edge
polygonEdge.GetOrigin().SetIncidentEdge(polygonEdge);
//Initialize origin being on the right Chain of the

polygon
polygonEdge.GetOrigin().SetIsOnRightChain(true);
polygonEdge = polygonEdge.GetNext();
Jwhile(polygonEdge.GetOrigin().GetPosition()!=
startPosition);
// If y-
Mono-

tone Polygon has only 3 Vertices, its already a triangle. No need to tria
ngulate. Just update vertice and triangle lists of exported Mesh
if (monotoneDCEL.GetVertices ().Count == 3) {

for (int j = 2; j >=0; j--) {
Vertex vertex = monotoneDCEL.GetVertex (J);
if (vertex.GetListIndex () == -1) {
newVertices.Add (dcel.GetVertex3dPosition(
vertex.GetInitialPositionInList ()));
newNormals.Add (-planeNormal);
vertex.SetListIndex (listIndex);

newTriangles.Add (listIndex + indexOffset);

listIndex++;
} else {
newTriangles.Add (vertex.GetListIndex () +
indexOffset);
}
}
} else {

// Call function that triangulates the y-
monotone polygon

TriangulateMono-
tone (monotoneDCEL,dcel, newVertices, newNormals, newTriangles,planeNorma
1, indexOffset, ref listIndex);

monotoneDCEL.Clear ();

¥

Calculator calculator = this.GetComponent <Calculator>();
float capSurface = calculator.CalculateSurface (newTriangles.
ToArray(), newVertices.ToArray(),indexOffset);

//update Offset of ListIndex
offSet += listIndex;

//Assign out Variables
newVerticesOut = newVertices;
newTrianglesOut = newTriangles;
newNormalsOut = newNormals;

// Clear Doubly Connected Edge List
dcel.Clear ();

return capSurface;

¥

// Function that constructs a Doubly Connected Edge List given a Llist
of polygon edges
// If there are holes in the polygon they are also added to the DCEL
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DCEL ConstructDCEL(List<IntersectionEdge> edges, List<Loop> holes,

out List<int> polygonStartEndIndicesOut, Vector3 planeNormal){

Vector3.

false);

DCEL dcel = new DCEL ();
Face polygonFace = new Face ();
List<int> polygonStartEndIndices = new List<int> ();

Quaternion rotation;
if (planeNormal == Vector3.forward) {
rotation = Quaternion.identity;
} else {
rotation = Quaternion.FromToRotation (planeNormal,
forward);

¥

dcel.AddFace (polygonFace);

AddPolygonToDCEL (edges, dcel, polygonStartEndIndices, rotation,

// Add holes to DCEL, 1if there are any
if (holes!=null) {
for (int i = @; i < holes.Count; i++) {
AddPolygonToDCEL (holes [i].GetEdges (), dcel,

polygonStartEndIndices,rotation, true);

}

¥

polygonStartEndIndicesOut = polygonStartEndIndices;
return dcel;

void AddPolygonToDCEL(List<IntersectionEdge> edges, DCEL dcel,
List<int> polygonStartEndIndices,Quaternion rotation, bool isHole){

Face polygonFace = dcel.GetFace (9);
Face unboundedFace = dcel.GetUnboundedFace ();

// Add first polygon Edge to DCEL
IntersectionEdge e = edges [0];

Vertex vl = new Vertex ((Vector2)(rotation*e.GetStartVertex()));
Vertex v2 = new Vertex ((Vector2)(rotation*e.GetEndVertex()));

HalfEdge hel = new HalfEdge ();
HalfEdge he2 = new HalfEdge ();

int vertexCount=dcel.GetVertices().Count;
int halfEdgeCount=dcel.GetHalfEdges().Count;

// Variables indicating the position of first Vertex and halfEdge

of current polygon in the DCEL

int startVertexIndex = vertexCount;
int firstHalfEdgeIndex = halfEdgeCount;

//Add start index of current polygon to list as well as the end

index of previous polygon added to DCEL

if (startVertexIndex != 9) {
polygonStartEndIndices.Add (startVertexIndex);
polygonStartEndIndices.Add (startVertexIndex - 1);
}

vl.SetIncidentEdge (hel);
vl.SetInitialPositionInList (vertexCount);
v2.SetIncidentEdge (he2);
v2.SetInitialPositionInList (vertexCount+1);

hel.SetOrigin (v1);
hel.SetTwin (he2);
hel.SetIncidentFace (polygonFace);

he2.SetOrigin (v2);

he2.SetTwin (hel);
he2.SetIncidentFace (unboundedFace);
he2.SetHasBeenTraversed (true);

if (isHole) {

//If polygon constitutes a hole then add first halfEdge as

an 1inner component of polygonFace

polygonFace.AddInnerComponent (hel);
} else {

unboundedFace.SetOuterComponent (he2);

polygonFace.SetOuterComponent (hel);

dcel.AddVertex (v1);

dcel.AddVertex3Dposition (e.GetStartVertex());
dcel.AddVertex (v2);

dcel.AddVertex3Dposition (e.GetEndVertex());
dcel.AddHalfEdge (hel);

dcel.AddHalfEdge (he2);

vertexCount += 2;
halfEdgeCount += 2;

HalfEdge prevhel;
HalfEdge prevhe2;

// Add the rest polygon edges to DCEL except the last one
for (int i = 1; i < edges.Count-1; i++) {
e = edges [i];

v2 = new Vertex ((Vector2)(rotation*e.GetEndVertex()));
hel = new HalfEdge ();
he2 = new Halftdge ();

v2.SetInitialPositionInList (vertexCount);

prevhel
prevhe2

dcel.GetHalfEdge (halfEdgeCount - 2);
dcel.GetHalfEdge (halfEdgeCount - 1);

dcel.GetVertex (vertexCount - 1).SetIncidentEdge (hel);

hel.SetOrigin (dcel.GetVertex(vertexCount-1));
hel.SetTwin (he2);

hel.SetIncidentFace (polygonFace);

hel.SetPrev (prevhel);

he2.SetOrigin (v2);
he2.SetTwin (hel);
he2.SetIncidentFace (unboundedFace);

}

he2.SetHasBeenTraversed (true);
he2.SetNext (prevhe2);

prevhel.SetNext (hel);
prevhe2.SetPrev (he2);

dcel.AddVertex (v2);
dcel.AddVertex3Dposition (e.GetEndVertex());
dcel.AddHalfEdge (hel);

dcel.AddHalfEdge (he2);

vertexCount++;
halfEdgeCount += 2;

// Add Llast polygon edge to DCEL and make final changes to pointe
rs of the first 2 HalfEdges

hel
he2

= new HalfEdge ();
= new HalfEdge ();

prevhel = dcel.GetHalfEdge (halfEdgeCount - 2);
prevhe2 = dcel.GetHalfEdge (halfEdgeCount - 1);

dcel.GetVertex (vertexCount - 1).SetIncidentEdge (hel);

hel.
hel.
hel.

hel

he2.
he2.
he2.
he2.
he2.
he2.

SetOrigin (dcel.GetVertex(vertexCount-1));
SetTwin (he2);
SetIncidentFace (polygonFace);

.SetPrev (prevhel);
hel.

SetNext (dcel.GetHalfEdge (firstHalfEdgeIndex));

SetOrigin (dcel.GetVertex(startVertexIndex));
SetTwin (hel);

SetIncidentFace (unboundedFace);
SetHasBeenTraversed (true);

SetNext (prevhe2);

SetPrev (dcel.GetHalfEdge (firstHalfEdgeIndex+1));

prevhel.SetNext (hel);
prevhe2.SetPrev (he2);

dcel.GetHalfEdge (firstHalfEdgeIndex).SetPrev (hel);
dcel.GetHalfEdge (firstHalfEdgeIndex+1).SetNext (he2);

dcel.AddHalfEdge (hel);
dcel.AddHalfEdge (he2);

void HandleRegularVertex(Vertex vertex, List<HalfEdge>
candidatelLeftEdges,List<int> polygonStartEndIndices, DCEL dcel ){
bool interiorRight=false;

int

vertexIndex = vertex.GetInitialPositionInList ();

// First find if interior of Polygon lies to the left or to the
right of vertex

// This is Found by checking the indices of its upper and Lower
neighbors
Vertex nextNeighbor = vertex.GetIncidentEdge ().GetNext ().
GetOrigin ();

Vertex prevNeighbor = vertex.GetIncidentEdge ().GetPrev ().
GetOrigin ();

Vector2 nextNeighborPos = nextNeighbor.GetPosition();
Vector2 prevNeighborPos = prevNeighbor.GetPosition();

int
int

upperNeighborIndex;
lowerNeighborIndex;

if (Vectorl_IsBelow_Vector2 (nextNeighborPos, prevNeighborPos)) {

upperNeighborIn-

dex = prevNeighbor.GetInitialPositionInList ();
lowerNeighborIn-

dex = nextNeighbor.GetInitialPositionInList ();

} else {

lowerNeighborIn-

dex = prevNeighbor.GetInitialPositionInList ();
upperNeighborIn-

dex = nextNeighbor.GetInitialPositionInList ();

if (vertexIndex != © && vertexIndex != dcel.GetVertices().Count -

1 && !polygonStartEndIndices.Contains(vertexIndex)) {
if (lowerNeighborIndex > upperNeighborIndex) {
interiorRight = true;
} else {
interiorRight = false;

}
} else {
if (lowerNeighborIndex > upperNeighborIndex) {
interiorRight = false;
} else {
interiorRight = true;

}

// If interior lies to the right
if (interiorRight) {

HalfEdge previousEdge = vertex.GetIncidentEdge ().GetPrev ();

if (previousEdge.IsHelperMerge ()) {

// Add 2 new HalfEdges which represent the new Diagonal

// Set corresponding pointers of each halfEdge

HalfEdge diagonalHalfEdgel;
HalfEdge diagonalHalfEdge2;

CreateDiagonal (vertex, previousEdge.GetHelper (), out

diagonalHalfEdgel, out diagonalHalfEdge2, false);
dcel.AddHalfEdge (diagonalHalfEdgel);
dcel.AddHalfEdge (diagonalHalfEdge2);
}

candidateLeftEdges.Remove (previousEdge);

HalfEdge vertexEdge = vertex.GetIncidentEdge ();
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vertexEdge.SetHelper (vertex);
vertexEdge.SetIsHelperMerge (false);

candidateLeftEdges.Add (vertexEdge);

// If interior lies to the left
else {

// Binary search to find edge left of vi
HalfEdge directlylLeftEdge=findDirectLeftEdge(
candidatelLeftEdges,vertex);

if (directlyLeftEdge == null) {
return;
}

if (directlylLeftEdge.IsHelperMerge ()) {
// Add 2 new HalfEdges which represent the new Diagonal
// Set corresponding pointers of each halfEdge
HalfEdge diagonalHalfEdgel;
HalfEdge diagonalHalfEdge2;

CreateDiago-

nal (vertex, directlylLeftEdge.GetHelper(), out diagonalHalfEdgel, out dia
gonalHalfEdge2, false);

// In this Case we need to alter the Incident Edge of
Current Vertex, since this regular vertex may be connected with a
diagonal Llater as it becomes a helper

// So the new Incident Edge becomes the first HalfEdge
created for this diagonal

vertex.SetIncidentEdge(diagonalHalfEdgel);

//Add halfEdges to DCEL
dcel.AddHalfEdge (diagonalHalfEdgel);
dcel.AddHalfEdge (diagonalHalfEdge2);

¥

directlylLeftEdge.SetHelper (vertex);
directlylLeftEdge.SetIsHelperMerge (false);

¥

void HandleStartVertex(Vertex vertex, List<HalfEdge>
candidatelLeftEdges){

HalfEdge vertexEdge = vertex.GetIncidentEdge ();
vertexEdge.SetHelper (vertex);
vertexEdge.SetIsHelperMerge (false);

candidatelLeftEdges.Add (vertexEdge);

}

void HandleEndVertex(Vertex vertex, List<HalfEdge> candidatelLeftEdges
, DCEL dcel){

HalfEdge previousEdge = vertex.GetIncidentEdge ().GetPrev ();
if (previousEdge.IsHelperMerge ()) {

// Add 2 new HalfEdges which represent the new Diagonal
// Set corresponding pointers of each halfEdge
HalfEdge diagonalHalfEdgel;

HalfEdge diagonalHalfEdge2;

CreateDiagonal (vertex, previousEdge.GetHelper (), out
diagonalHalfEdgel, out diagonalHalfEdge2, false);

dcel.AddHalfEdge (diagonalHalfEdgel);
dcel.AddHalfEdge (diagonalHalfEdge2);

candidatelLeftEdges.Remove (previousEdge);

}

void HandleSplitVertex(Vertex vertex,List<HalfEdge>
candidatelLeftEdges,DCEL dcel ){
// Find Direct Left Edge of given Vertex

HalfEdge directlyleftEdge=findDirectLeftEdge(candidateLeftEdges,
vertex);

if (directlylLeftEdge == null) {
return;

// Add 2 new HalfEdges which represent the new Diagonal
// Set corresponding pointers of each halfEdge
HalfEdge diagonalHalfEdgel;

HalfEdge diagonalHalfEdge2;

CreateDiagonal (vertex, directlylLeftEdge.GetHelper(), out
diagonalHalfEdgel, out diagonalHalfEdge2, false);

// In this Case we need to alter the Incident Edge of Current
Ver-

tex, since this split vertex may be connected with a diagonal Llater as it
becomes a helper

// So the new Incident Edge becomes the first HalfEdge created
for this diagonal

dcel.AddHalfEdge (diagonalHalfEdgel);
dcel.AddHalfEdge (diagonalHalfEdge2);

directlylLeftEdge.SetHelper (vertex);
directlylLeftEdge.SetIsHelperMerge (false);

HalfEdge vertexEdge = vertex.GetIncidentEdge ();
vertexEdge.SetHelper (vertex);
vertexEdge.SetIsHelperMerge (false);
vertex.SetIncidentEdge(diagonalHalfEdgel);

candidatelLeftEdges.Add (vertexEdge);

void HandleMergeVertex(Vertex vertex, List<HalfEdge>
candidatelLeftEdges,DCEL dcel ){

HalfEdge previousEdge = vertex.GetIncidentEdge ().GetPrev ();

//Case of connecting this merge vertex with another merge vertex
Lying to the right
if (previousEdge.IsHelperMerge ()) {

HalfEdge diagonalHalfEdgel;
HalfEdge diagonalHalfEdge2;

CreateDiagonal (vertex, previousEdge.GetHelper(), out
diagonalHalfEdgel, out diagonalHalfEdge2, false);

dcel.AddHalfEdge (diagonalHalfEdgel);
dcel.AddHalfEdge (diagonalHalfEdge2);

}

//Remove previous edge from candidate List
candidatelLeftEdges.Remove (previousEdge);
// Find Edge directly Left of vertex

HalfEdge directlyleftEdge=findDirectLeftEdge(candidateLeftEdges,
vertex);

if (directlyLeftEdge == null) {
return;

//Case of connecting this merge vertex with another merge vertex
Lying to the Lleft
if (directlylLeftEdge.IsHelperMerge ()) {
// Add 2 new HalfEdge which represent the new Diagonal
// Set corresponding pointers of each halfEdge
HalfEdge diagonalHalfEdgel;
HalfEdge diagonalHalfEdge2;

CreateDiagonal (vertex, directlylLeftEdge.GetHelper(), out
diagonalHalfEdgel, out diagonalHalfEdge2, false);

// In this Case we need to alter the Incident Edge of Current
Vertex, since this merge vertex will be connected with a new diagonal
Later

// So the new Incident Edge becomes the first HalfEdge
created for this diagonal

vertex.SetIncidentEdge(diagonalHalfEdgel);

//Add halfEdges to DCEL
dcel.AddHalfEdge (diagonalHalfEdgel);
dcel.AddHalfEdge (diagonalHalfEdge2);

directlylLeftEdge.SetHelper (vertex);
directlylLeftEdge.SetIsHelperMerge (true);
}

// Function that creates a new diagonal formed by 2 new HalfEdges and
sets corresponding pointers

void CreateDiagonal(Vertex diagStart, Vertex diagEnd, out HalfEdge
diagonalHE1l, out HalfEdge diagonalHE2, bool triangulationPhase ){

HalfEdge diagonalHalfEdgel = new HalfEdge ();
HalfEdge diagonalHalfEdge2 = new HalfEdge ();

diagonalHalfEdgel.SetOrigin (diagStart);
diagonalHalfEdgel.SetTwin (diagonalHalfEdge2);

diagonalHalfEdgel.SetPrev (diagStart.GetIncidentEdge ().GetPrev
0

diagonalHalfEdge2.SetOrigin (diagEnd);
diagonalHalfEdge2.SetTwin (diagonalHalfEdgel);
diagonalHalfEdge2.SetNext (diagStart.GetIncidentEdge ());

// Degenarate Case during the partitioning phase. If diagonal end
1s a split vertex and diagonal start is at the right of it,
// then incidentEdge of diagonal End has been altered since a
nother diagonal has been added to that split vertex.
// So pointers need to be handled differently
if (triangulationPhase==false && diagEnd.GetVertexType () == 3 &&
diagStart.GetPosition ().x > diagEnd.GetPosition ().x) {
//Debug.Log ("SPECIAL CASE");
diagonal-
HalfEdgel.SetNext (diagEnd.GetIncidentEdge ().GetTwin ().GetNext ());

diagonal-
HalfEdge2.SetPrev (diagEnd.GetIncidentEdge ().GetTwin ());

diagEnd.GetIncidentEdge ().GetTwin ().GetNext ().SetPrev
(diagonalHalfEdgel);

diagEnd.GetIncidentEdge ().GetTwin ().SetNext
(diagonalHalfEdge2);

} else {
diagonalHalfEdgel.SetNext (diagEnd.GetIncidentEdge ());

diagonal-
HalfEdge2.SetPrev (diagEnd.GetIncidentEdge ().GetPrev ());

diagEnd.GetIncidentEdge ().GetPrev ().SetNext
(diagonalHalfEdge2);

diagEnd.GetIncidentEdge ().SetPrev (diagonalHalfEdgel);

diagStart.GetIncidentEdge ().GetPrev ().SetNext

(diagonalHalfEdgel);

diagStart.GetIncidentEdge ().SetPrev (diagonalHalfEdge2);

diagonalHEl = diagonalHalfEdgel;
diagonalHE2 = diagonalHalfEdge2;
¥

// Function that finds the edge directly Left of given Vertex;
HalfEdge findDirectLeftEdge(List<HalfEdge> candidatelLeftEdges,

Vertex vertexObj){

//Debug.Log ("Vertex type: " + vertexObj.GetVertexType());
HalfEdge directlyleftEdge=null;

List<HalfEdge> candidates = new List<HalfEdge> ();
Vector2 vertex = vertexObj.GetPosition ();
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float yValueStart;
float yvalueEnd;

// First find all edges such as given vertex is between the edge
vertices and at the right of the edge : y of first vertex higher than y
of given vertex and y of second vertex is Lower than y of given vertex

for (int i = 0; i < candidatelLeftEdges.Count; i++) {

yValueStart = candidateleftEdges [i].GetOrigin ().GetPosition
0O.y;

yValueEnd = candidatelLeftEdges [i].GetTwin ().GetOrigin ().
GetPosition().y;
// zValueStart = candidateleftEdges [1].GetOrigin ().
GetPosition ().z;
// zValueEnd = candidateleftEdges [i].GetTwin ().GetOrigin ().
GetPosition().z;

// if ((yvalueStart > vertex.y [| Mathf.Approximately
(yValueStart, vertex.y)) && yValueEnd < vertex.y
&& (vertex.z > zValueStart || vertex.z > zValueEnd)) {
if ((yvalueStart > vertex.y || Mathf.Approximately
(yvalueStart, vertex.y)) && yValueEnd < vertex.y ) {

Vector2 direction = candidateLeftEdges [i].GetTwin ().
GetOrigin ().GetPosition() -
candidatelLeftEdges [i].GetOrigin ().GetPosition ();
float xDifference = direction.x;
float slope=0;
if (xDifference!=0){
slope = direction.y / direction.x ;

)

float intercept = candidateLeftEdges [i].GetOrigin ().
GetPosition ().y -
slope*candidatelLeftEdges [1].GetOrigin ().GetPosition ().x;

if ((xDifference == 0 && candidatelLeftEdges [i].
GetOrigin ().GetPosition ().x < vertex.x)
|| (slope > © & vertex.y < (slope * vertex.x +
intercept))
|| (slope < © & vertex.y > (slope * vertex.x +
intercept))) {

candidates.Add (candidatelLeftEdges [i]);

}

// Finally find which of these edges is the rightmost one; This
should be the edge directly left of given vertex
if (candidates.Count > 0) {
directlylLeftEdge = candidates [©];
} else {
Debug.LogError ("No Direct left edge Found!!!! Vertex:
vertexObj.GetPosition());
return null;

+

}

float zValueStart_leftEdge = directlyleftEdge.GetOrigin().
GetPosition().x;

float zValueEnd_leftEdge= directlylLeftEdge.GetTwin().GetOrigin().
GetPosition().x;

float zValueStart_candidate;
float zValueEnd_candidate;

for (int i = 1; i < candidates.Count; i++) {

zValueStart_candidate = candidates [i].GetOrigin().
GetPosition().x;

zValueEnd_candidate= candidates [i].GetTwin().GetOrigin().
GetPosition().x;

if ( (zvalueStart_candidate>zValueStart_leftEdge || Mathf.
Approximately(zValueStart_leftEdge,zValueStart_candidate))
&& (zValueEnd_candidate>zValueEnd_leftEdge || Mathf.
Approximately(zValueEnd_leftEdge,zValueEnd_candidate)) ){

directlyleftEdge = candidates [i];
zValueStart_leftEdge = zValueStart_candidate;
zValueEnd_leftEdge = zValueEnd_candidate;

}

return directlylLeftEdge;

// Function that finds the type of given vertex. 5 Possible Outcomes:
0->Regular Vertex, 1-> Start Vertex, 2-> End Vertex,
3-> Split Vertex, 4-> Merge Vertex

int FindVertexType(Vertex curVertex){

Vector2 currentVertex = curVertex.GetPosition ();

Vertex nextNeighbor = curVertex.GetIncidentEdge ().GetNext ().
GetOrigin ();

Vertex prevNeighbor = curVertex.GetIncidentEdge ().GetPrev ().
Getorigin ();

int vertexType;

// Find Vertex type depending on positions of neighboring
vertices.

// If Both neighbors Lie below the vertex, then vertex is either
a start or a split vertex

if (Vectorl_IsBelow_Vector2 (nextNeighbor.GetPosition(),
currentVertex) & Vectorl_IsBelow_Vector2 (prevNeighbor.GetPosition(),
currentVertex)) {

//Vector which has a direction from current Vertex to
previous Vertex;

Vector2 prevDirectedVector = prevNeighbor.GetPosition () -

curVertex.GetPosition ();

//Vector which has a direction from current Vertex to next
Vertex;

Vector2 nextDirectedVector = nextNeighbor.GetPosition () -
curVertex.GetPosition ();

// Find directed angle from nextDirectedVector to
prevDirectedVector (interior angle of polygon)
float angle = Mathf.Atan2 (prevDirectedVector.y, prevDirected

Vector.x) - Mathf.Atan2 (nextDirectedVector.y, nextDirectedVector.x);
if (angle < 0) {
angle += 2 * Mathf.PI;

}
angle = angle * Mathf.Rad2Deg;

if (angle < 180) {
curVertex.SetVertexType (1);
vertexType = 1;

} else {
curVertex.SetVertexType (3);
vertexType = 3;

// If Both neighbors Lie above the vertex, then vertex is either
a merge or an end vertex

else if (Vectorl_IsAbove_Vector2 (nextNeighbor.GetPosition(),
currentVertex) &% Vectorl_IsAbove_Vector2 (prevNeighbor.GetPosition(),
currentVertex)) {

//Vector which has a direction from current Vertex to
previous Vertex;

Vector2 prevDirectedVector = prevNeighbor.GetPosition () -

curVertex.GetPosition ();

//Vector which has a direction from current Vertex to next
Vertex;

Vector2 nextDirectedVector = nextNeighbor.GetPosition () -
curVertex.GetPosition ();

// Find directed angle from nextDirectedVector to
prevDirectedVector (interior angle of polygon)
float angle = Mathf.Atan2 (prevDirectedVector.y,
prevDirectedVector.x) -
Mathf.Atan2 (nextDirectedVector.y, nextDirectedVector.x);
if (angle < @) {
angle += 2 * Mathf.PI;

}
angle = angle * Mathf.Rad2Deg;

if (angle < 180) {
curVertex.SetVertexType (2);
vertexType = 2;

} else {
curVertex.SetVertexType (4);
vertexType = 4;

}

// Otherwise, vertex is regular
else {
curVertex.SetVertexType (9);
vertexType = 0;

}

return vertexType;

}

// Implementation of a greedy Algorithm that Triangulates a
y-Monotone Polygon.

void TriangulateMonotone(DCEL monotoneDcel, DCEL dcel, List<Vector3>
newVertices, List<Vector3> newNormals, List<int> newTriangles,Vector3
planeNormal, int indexOffset, ref int listIndex){

//Sort vertices on decreasing y-coordinate.
monotoneDcel.SortVertices ();
List<Vertex> vertices = monotoneDcel.GetVertices ();

// Find all Vertices which belong to the Left chain of
y-monotone Polygon

// Initially it is assumed that all Vertices belong to the right
chain (IsOnRightChain Variable of vertices is true).

// Concurrently verify that input polygon is monotone

Vector2 bottomVertexPosition = vertices [vertices.Count-
1].GetPosition ();

Vertex currentVertex = vertices [0];

do {

if (currentVertex.GetPosition().y < currentVertex.

GetIncidentEdge ().GetNext ().GetOrigin ().GetPosition().y){

Debug.LogError("Input Polygon is not Monotone!");
return;

currentVertex = currentVertex.GetIncidentEdge ().GetNext ().
GetOrigin ();
currentVertex.SetIsOnRightChain (false);

} while(currentVertex.GetPosition () != bottomVertexPosition);

//y-Monotone test for right Chain
currentVertex = vertices [0];
do {
if (currentVertex.GetPosition().y < currentVertex.
GetIncidentEdge ().GetPrev ().GetOrigin ().GetPosition().y){

Debug.LogError("Input Polygon is not Monotone!");
return;

currentVertex = currentVertex.GetIncidentEdge ().GetPrev ().
Getorigin ();
} while(currentVertex.GetPosition () != bottomVertexPosition);

// Initialize Stack and push the first 2 vertices.
Stack<Vertex> stack = new Stack<Vertex> ();

if (vertices.Count < 2) {
return;
}

stack.Push (vertices [0]);
stack.Push (vertices [1]);

Vertex stackVertex;

Vertex lastPoppedStackVertex;

for (int 1 = 2; i < vertices.Count - 1; i++) {
currentVertex = vertices [i];
stackvVertex = stack.Peek ();

// if current vertex and vertex on top of stack are on
different chains
if (currentVertex.IsOnRightChain () != stackVertex.
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IsOnRightChain ()) {

bool firstIteration = true;
HalfEdge firstDiagonalHE2=null;
// Add a diagonal from currentVertex to each vertex in
the Stack, except the last one
do {
stackvertex = stack.Pop ();

HalfEdge diagonalHalfEdgel;
HalfEdge diagonalHalfEdge2;

CreateDiagonal(currentVertex,stackVertex,out
diagonalHalfEdgel,out diagonalHalfEdge2, true);

if (!currentVertex.IsOnRightChain()){
currentVertex.SetIncidentEdge(diagonalHalfEdgel);

if (firstIteration){
firstIteration=false;
firstDiagonalHE2=diagonalHalfEdge2;
}

monotoneDcel.AddHalfEdge (diagonalHalfEdgel);
monotoneDcel.AddHalfEdge (diagonalHalfEdge2);

} while(stack.Count != 1);

// We need to alter the Incident Edge vertex Lying on the
right chain, since this vertex may be connected with a diagonal as it is
pushed in the stack Later

// The new Incident Edge becomes the first diagonal added
if current Vertex is on the right chain
if (currentVertex.IsOnRightChain()){
currentVertex.SetIncidentEdge (vertices
[i-1].GetIncidentEdge().GetPrev());

}
// Or The new Incident Edge becomes the second HalfEdge
if stack Vertex is on the right chain
else{
currentVertex.SetIncidentEdge (firstDiagonalHE2.
GetNext());
vertices [i - 1].SetIncidentEdge(firstDiagonalHE2);

}

// Pop last vertex from Stack

stack.Pop ();

// Push previous and current vertex to the Stack since
they may be connected with diagonals Later

stack.Push (vertices [i-1]);

stack.Push (currentVertex);

// if current vertex and vertex on top of stack are on the
same chain
else {
lastPoppedStackVertex = stack.Pop ();

if (currentVertex.IsOnRightChain ()) {

do {
if (stack.Count == 0) {
break;

}
stackVertex = stack.Peek ();

// Line from current vertex to vertex on top of
stack

Vector2 direction = stackVertex.GetPosition() -
currentVertex.GetPosition();
float xDifference = direction.x;
float slope=0;
if (xDifference!=0){
slope = direction.y / direction.x j

float intercept = currentVertex.GetPosition().y -
slope*currentVertex.GetPosition().x;

// Check if a diagonal can be added to the vertex
on Top of Stack.

// If a diagonal can be added then the Last
popped vertex must be to the right of the Line from currentVertex to the
vertex on top of stack

if ( (xDifference==0 && stackVertex.
GetPosition ().x < lastPoppedStackVertex.GetPosition ().x )

|| (slope>o && lastPoppedStackVertex.
GetPosition ().y < (slope*lastPoppedStackVertex.GetPosition ().x +
intercept))

|| (slope<o && lastPoppedStackVertex.
GetPosition ().y > (slope*lastPoppedStackVertex.GetPosition ().x +
intercept)) H

// pop and insert diagonal

lastPoppedStackVertex = stack.Pop ();

HalfEdge diagonalHalfEdgel;
HalfEdge diagonalHalfEdge2;

CreateDiagonal (currentVertex, stackVertex,
out diagonalHalfEdgel, out diagonalHalfEdge2, true);

// We need to alter the Incident Edge vertex
Lying on the right chain, since this vertex may be connected with a
diagonal as it is pushed in the stack later

// The new Incident Edge becomes the first
HalfEdge since current Vertex is on the right chain

currentVertex.SetIncidentEdge (
diagonalHalfEdgel);

monotoneDcel.AddHalfEdge (diagonalHalfEdgel);
monotoneDcel.AddHalfEdge (diagonalHalfEdge2);

} else {
break;

} while(true);

} else {

do {
if (stack.Count == 0) {
break;

}
stackVertex = stack.Peek ();

// line from current vertex to vertex on top of
stack

Vector2 direction = stackVertex.GetPosition() -
currentVertex.GetPosition();
float xDifference = direction.x;
float slope=0;
if (xDifference!=0){
slope = direction.y / direction.x ;

float intercept = currentVertex.GetPosition().y -
slope*currentVertex.GetPosition().x;

// Check if a diagonal can be added to the vertex
on Top of Stack.

// If a diagonal can be added then the Last
popped vertex must be to the left of the Line from currentVertex to the
vertex on top of stack

if ( (xDifference==0 && stackVertex.GetPosition

().x > lastPoppedStackVertex.GetPosition ().x )
|| (slope>o & lastPoppedStackVertex.GetPosi
tion ().y > (slope*lastPoppedStackVertex.GetPosition ().x+intercept))
(slope<o &% lastPoppedStackVertex.GetPosi
tion ().y < (slope*lastPoppedStackVertex.GetPosition ().x+intercept))
A

// pop and insert diagonal
lastPoppedStackVertex = stack.Pop ();

HalfEdge diagonalHalfEdgel;
HalfEdge diagonalHalfEdge2;

CreateDiago-
nal(currentVertex,stackVertex,out diagonalHalfEdgel,out diagonalHalfEdge2
, true);

// We need to alter the Incident Edge vertex
Ly-
ing on the right chain, since this vertex may be connected with a diagona
L as it 1is pushed in the stack later

// The new Incident Edge becomes the first Ha
LfEdge since current Vertex is on the right chain

stackVertex.SetIncidentEdge
(diagonalHalfEdge2);

monotoneDcel.AddHalfEdge (diagonalHalfEdgel);
monotoneDcel.AddHalfEdge (diagonalHalfEdge2);

}

else{
break;

}

} while(true);

stack.Push (lastPoppedStackVertex);
stack.Push (currentVertex);

}

// Finally add a diagonal from the bottom vertex to every vertex
in the stack except the first and last one
currentVertex = vertices [vertices.Count-1];

//Pop first vertex
stack.Pop ();

//Add a diagonal until one vertex remains in the stack
while(stack.Count != 1){
stackvVertex = stack.Pop ();

HalfEdge diagonalHalfEdgel;
HalfEdge diagonalHalfEdge2;

CreateDiagonal(currentVertex, stackVertex,out
diagonalHalfEdgel,out diagonalHalfEdge2, true);

// Alter incident edge of current vertex
if (stackVertex.IsOnRightChain()){
currentVertex.SetIncidentEdge(diagonalHalfEdgel);

monotoneDcel.AddHalfEdge (diagonalHalfEdgel);
monotoneDcel.AddHalfEdge (diagonalHalfEdge2);

¥
List<HalfEdge> hEdges = monotoneDcel.GetHalfEdges();

// Build Triangle and Vertice arrays by traversing every triangle
in CW order

foreach (HalfEdge e in hEdges){

if (e.HasBeenTraversed ()) {
continue;

// New Triangle
else {
int iterations = 9;
HalfEdge triangleEdge = e;
Vector2 startPosition = triangleEdge.GetOrigin ().
GetPosition ();
Color randomColor = UnityEngine.Random.ColorHSV ();
// Traverse every edge of the triangle. Build Vertice and
Triangle Llists of Mesh
do{
//Edge has been traversed
triangleEdge.SetHasBeenTraversed(true);

// Check if Origin Vertex is in the List of Vertices
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if (triangleEdge.GetOrigin().GetListIndex()==-1){

newVertices.Add(dcel.GetVertex3dPosition(
triangleEdge.GetOrigin().GetInitialPositionInList()));

newNormals.Add (-planeNormal);

triangleEdge.GetOrigin().SetListIndex(listIndex);

newTriangles.Add(listIndex + indexOffset);

iterations++;
listIndex++;
}
else{

newTriangles.Add(triangleEdge.GetOrigin().
GetListIndex() + indexOffset);
iterations++;
}

triangleEdge = triangleEdge.GetPrev();

Jwhile(triangleEdge.GetOrigin().GetPosition()!=
startPosition);

De-
bug.Assert (iterations == 3,"Iterations = "+iterations);
if (iterations != 3) {

List<HalfEdge> hEdges3 = monotoneDcel.GetHalfEdges();

foreach (HalfEdge el in hEdges3){
//Instantiate (instGO, e.GetOrigin ().GetPosition
(), Quaternion.identity);

Debug.DrawLine (el.GetOrigin().GetPosition(),
el.GetTwin().GetOrigin().GetPosition(), Color.red, float.PositiveInfinity

H

break;

}
bool Vectorl_IsBelow_Vector2(Vector2 vi, Vector2 v2){

if (Math.Round(vl.y,5) <Math.Round( v2.y,5) || (Mathf.Approximate
ly (vil.y, v2.y) & Math.Round(v1l.x,5) > Math.Round(v2.x,5))) {
return true;
} else {
return false;

¥
bool Vectorl_IsAbove_Vector2(Vector2 vi, Vector2 v2){

if (Math.Round(vl.y,5) >Math.Round( v2.y,5) || (Mathf.Approximate
ly (vl.y, v2.y) & Math.Round(vl.x,5) < Math.Round(v2.x,5)) ) {

return true;
} else {
return false;

}
Calculator

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using System;

public class Calculator : MonoBehaviour {

MeshClip meshClip;
InterfaceController interfaceController;

public GameObject planeZ;
public Text objectVolumeText;

void Start(){
meshClip = this.GetComponent<MeshClip>();
interfaceController = this.GetComponent<InterfaceController>();

// Calculate Object's Surface
public float CalculateSurface(GameObject obj){

Mesh mesh = obj.GetComponent<MeshFilter> ().mesh;
int[] triangles = mesh.triangles;
Vector3[] vertices = mesh.vertices;

float objectSurface = 0;
//Debug.Log ("surface 1is: + objectSurface + " m*2");
for (int i = 0; i < triangles.lLength; i += 3) {

// Triangle points

Vector3 a = vertices [triangles[i]];
Vector3 b = vertices [triangles[i+1]];
Vector3 ¢ = vertices [triangles [i + 2]];

float triangleSurface;
// Distance from b to c
float triangleBase = Vector3.Distance(b,c);

//Calculate the distance from point a to the Line from b to c

// direction Vectors
Vector3 ca = a - ¢;
Vector3 cb = b - ¢;

// calculate distance

float triangleHeight = (Vector3.Cross (cb, ca).magnitude) /
cb.magnitude;

triangleSurface = (triangleBase * triangleHeight) / 2;

if (!float.IsNaN (triangleSurface)) {
objectSurface += triangleSurface;

}

return objectSurface;

¥

public float CalculateSurface(int[] triangles, Vector3[] vertices,
int offset){

float objectSurface = 0;
//Debug.Log ("surface 1is: + objectSurface + " m*2");
if (triangles.Length % 3 != 0) {

return 0;

for (int i = 0; i < triangles.lLength; i += 3) {

// Triangle points

Vector3 a = vertices [triangles[i]-offset];
Vector3 b = vertices [triangles[i+1]-offset];
Vector3 c¢ = vertices [triangles [i + 2]-offset];

float triangleSurface;

// Distance from b to c

float triangleBase = Vector3.Distance(b,c);

//Calculate the distance from point a to the Lline from b to c

// direction Vectors

Vector3 ca = a - ¢;

Vector3 cb = b - ¢;

// calculate distance

float triangleHeight = (Vector3.Cross (cb, ca).magnitude) /
cb.magnitude;

triangleSurface = (triangleBase * triangleHeight) / 2;

if (!float.IsNaN (triangleSurface)) {
objectSurface += triangleSurface;

return objectSurface;

}
public float CalculateVolume(GameObject obj, int iterations){

Mesh mesh = obj.GetComponent<MeshFilter> ().mesh;
Bounds bounds = mesh.bounds;

Vector3[] originalVertices = mesh.vertices;
Vector3[] originalNormals = mesh.normals;
int[] originalTriangles = mesh.triangles;

float volumePartition = bounds.size.z / iterations;

float lowerLimit = bounds.center.z -
bounds.extents.z + volumePartition / 2;

Vector3 clipPosition = Vector3.zero;
float objectVolume=0;
for (int i = 0; i <iterations; i++) {
clipPosition.Set (bounds.center.x, bounds.center.y,
lowerLimit);

lowerLimit += volumePartition;

objectVolume += meshClip.ClipMesh (Vector3.forward,
clipPosition) * volumePartition;

mesh.Clear ();
mesh.vertices = originalVertices;

mesh.normals = originalNormals;
mesh.triangles = originalTriangles;

return objectVolume;

}

public void CalculateVolumeAnimate(GameObject obj, int iterations,
bool weightCalculation, float specificWeight){

StartCoroutine (DoIterations (iterations, 1f, obj,
weightCalculation,specificlWeight));

}

IEnumerator DoIterations(float iterations, float totalTime,
GameObject obj, bool weightCalculation, float specificWeight){

interfaceController.SetCanCalculateVolume (false);

Mesh mesh = obj.GetComponent<MeshFilter> ().mesh;
Bounds bounds = mesh.bounds;

Vector3[] originalVertices = mesh.vertices;
Vector3[] originalNormals = mesh.normals;
int[] originalTriangles = mesh.triangles;

float volumePartition = bounds.size.z / iterations;

float lowerLimit = bounds.center.z -
bounds.extents.z + volumePartition / 2;

Vector3 clipPosition = Vector3.zero;
float objectVolume=0;
if (weightCalculation) {
objectVolumeText.text = objectVolume.ToString ();
} else {
objectVolume-
Text.text = objectVolume.ToString () + " mm\u@eB3";
float iterationTime = totalTime / iterations;
planeZ.SetActive (true);

Vector3 boundsSize = bounds.size;
float maxDimension = Mathf.Max (boundsSize.x, boundsSize.y,
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boundsSize.z);
int planeSize = Mathf.RoundToInt (maxDimension) + 1;
planez.transform.localScale = new Vector3 (planeSize/ 166f,
planeSize, planeSize);

for (int i = 0; i <iterations; i++) {

clipPosition.Set (bounds.center.x, bounds.center.y,
lowerLimit);

planeZ.transform.position = new Vector3 (bounds.center.x,
bounds.center.y, lowerLimit);
lowerLimit += volumePartition;

objectVolume += meshClip.ClipMesh (Vector3.forward,
clipPosition) * volumePartition;

if (weightCalculation) {

if (Math.Truncate (specificWeight * objectVolume /
1000000) == 0) {
objectVolumeText.text = Math.Round(specificWeight *
objectVolume / 1600000,3).ToString () + " g";
} else {
objectVolumeText.text = Math.Truncate (
specificWeight * objectVolume / 1600000).ToString () + " g";
}

} else {

if (Math.Truncate(objectVolume) == {
objectVolumeText.text = Math.Round(objectVolume,3).
ToString () + " mm\u@eB3";
} else {
objectVolumeText.text = Math.Truncate(objectVolume).
ToString () + " mm\u@eB3";
}

}

mesh.Clear ();

mesh.vertices = originalVertices;
mesh.normals = originalNormals;
mesh.triangles = originalTriangles;

yield return new WaitForSeconds (iterationTime);

}
planez.SetActive (false);
interfaceController.SetCanCalculateVolume (true);

}
RadialProgressBar

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.UI;
public class RadialProgressBar : MonoBehaviour {
public Image loadingBar;
public Text progressText;
public Text loadingText;
public void UpdateProgress(float progress){
loadingBar.fillAmount = progress;
progressText.text = Mathf.RoundToInt (progress * 100f).ToString
O+ "%
if (progress == 1) {

loadingText.enabled = false;
this.gameObject.SetActive (false);

}
public void Activate(){

this.gameObject.SetActive (true);
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