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Mabnua 14:

Triangular Meshes
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Triangular Meshes

Omnolov Tpomo Kal va xpnolpomolel to mpoypappa 3D modeling mou Ba XpNOLUOTIOLCOUUE yla TV TTapaywyn
Twv 3D povtéAwv (rx nurb surfaces), oto t€Ao¢ Ba petatpEPoupe to povteEAo oe triangular mesh. Kot umtapyet

€vag TTOAU KaAOG AOYOG yLa aUTO.

Ta tplywva pmopouv va oplotolV pe 3 onueia oto xwpo aAlalovtag B€on ota onueia ou ta opilouv (vertices)
Kol KaBe dpopa ta 3 autd onpeia Ba opilouv éva povadiko emninedo oto ywpeo.

Triangles

Auto AEN woxUel yla meplocotepa onpeia. Av eixape mxy 4 onuela avtda AEN Ba eival umoxpewTtikd oto dLo
eninedo.




Triangular Meshes

Tl ylvetal opwg otav BEAOUUE KAUTTUAEG eTLPAVELEG, € QUTH TNV TMEPUTTWON XPNOLUOTOLOUME TIOAAG Ko
HIKpOTEPA Tplywva cuvdedepéva oe mAsypa (triangular mesh). Oca meploocodtepa XPNOLUOTIOLOULE TOCO
KAAUTEPN TIPOCEYYLON UMOPOUE VA TIETUXOULIE.

Me triangular mesh moté 8¢ Ba emtuxoU e pLa TEAELA odaipa, aAAd He TNV KATAAANAN moootnta Kot pHEyebog
TPYWVWY, N dtadopd unopei va pnv eivat mA€ov opatn , X av Ta Tpiywva €xouv pEyebog avaloyo evog pixel.

‘ETOL UTTOPOUHE VA ETUTUXOUE TNV QVATIOPAOCTACN TIPAYHOTIKA TIOAUTIAOKWY HOVTEAWVY, Xwpla va XAVOUUE TtThv
amAOTNTA Tou pag Sivouv ta Tplywva.

Triangular Mesh




Triangular Meshes

Yrdpxouv OpwG Kal Alyeg meputtwoelg mou & pmopoulv va xpnotpomnolnBolv tplywva , 0we n mepimtwon twv
HoAALWV OTtou Xpnotpomolouvtal Tty splines (KAUmUAEG). YIApXOUV woTOo0 OKOMN KOL YLO UTEG TLG TIEPLUTTWOELS
TEXVIKEC YLO TNV HETATPOTN TOou¢ o€ triangular meshes.




Triangular Meshes

Erntotpédoupe Aoumodv ota tplywva. Exoupe éva tplywvo Kol £va onpUeLo 0To ECWTEPLKO ToU (p).

MNpénel yia kaBe onpeio (p) oto eninedo Tou TPLyWVOU val UIMOPOUME va Mpocdlopicoupe tn O€on tou oto
XWPO.

To mAgovékTnua eival otL onotodnmote onpueio mou PBpioketal oto eninedo mou opilel To Tpiywvo Umopel va
TPOCOLOPLOTEL OV €VAG YPOHHMIKOG CUVOUOGHAG TWV TPLWV CNUEIWV p,, P, Kot p, (vertices) mou opifouv to

Tpiywvo.

a
P=ap,+ P+ VP, B
Y Ta a, B kot y T OVOUA{OUME PBOPLKEVTPLKES
Po ouvtetaypéveg (barycentric coordnates) tou
P, ONMELOV p yLA TO CUYKEKPLUEVO TPlywVO.



Triangular Meshes

I810TNTEC TWV BAPUKEVIPLKWV CUVTETAYUEVWV:

1. O BapUKEVIPLKEG CUVTETAYHEVEG eV e€apTwvTal amo tn dLdotoon TwV CUVTETAYUEVWY Twv p0, pl Kal p2.
MNapadelyua to tpiywvo Ba pmopouoe va Ppiloketal ot U0 SLACTACELS Kal Ta onuela va €xouv HOVo
OUVTETOYMEVEC X KaL Y. Ol BapUKEVTIPLKEG CUVTETAYMEVEC Ba ATav kat taAL 3. To idlo av ta onueia eiyav TpeLg
OUVTETOYMEVEC (X, KOl z) , TO (610 KoL PE TeETpadldotata onueia K.o0.K.

2. MapOTL ol BapPUKEVTPLKEG CUVTETAYUEVEG Opllouv €va onpelo o €va eninedo (to eminmedo Tou TPpLYwWVoU) EXw
3 BOPUKEVTPLKEG CUVTETAYUEVEC (a, B KaLly) . Oa EMpPEeTe va elvol apKeTEG SU0 o auTeG! OL BapPUKEVTPLKEG
OUVTETAYUEVEG OUWGE €XOUV TNV OLOTNTA o + B + y = 1. Onote pov apkel va yvwpilw AYO armod ouTEG ylo va
Bpw tnV tpitn. Ol BAPUKEVTIPIKEG CUVTETAYHEVEG TOU P €lval pLa ypapptkn mapeUBoAn (interpolation) twv
TPLWV KOPUPWV TOU TPLYWVOU OMOTE TIPEMEL val aBpoilouv og 1 . AUTOG lval 0 HOVOC TPOTIOC TO P VA QVIKEL
oto eninedo nou opilel To Tpiywvo.

a
p=apy+fp,+ VP 8
Y
Po
P2
a+pf+y=1

P



Triangular Meshes

I810TNTEC TWV BAPUKEVIPLKWV CUVTETAYUEVWV:

3. Méxpt twpa Bewpovoapue OtL o onueio p Ba Ppiloketar ENTOI tou Tplywvou. TNV TPAEN OHWG
OMOIOAHNOTE onueio tou emumédou mou opilel to TPlywvo pmopel va mpoodloplotel Ue PBAPUKEVIPLKEC
OUVTETAYUEVEC oL ortoieg MANTA Ba €xouv aBpolopa 1.

Av 0w to onpeio p ival ENTOZ tou tplywvou o)UeL emmAéov OTL Kot oL 3 BAPUKEVIPLKEG CUVTETOYUEVEG
elvon Oetikég ka peta§L 0 ko 1.

Av 1o onpeio p eival EKTOZ tplywvou 8ev LoXUEL 0 MEPLOPLOUOG va eivat petaL 0 ka 1

=R e Epe Z p=ap,+fp+yp 3
Y ‘i
Po Po
P P>
.l)
a+pB+y=1 a+f+y=1

P 0<a<1l 0<f<1 O0<y=<1 P: OW



Triangular Meshes

I810TNTEC TWV BAPUKEVIPLKWV CUVTETAYUEVWV:

4. Av 10 onueilo p elval oe pla amd TG TMAEUPEG TOU TPplywvou, KataAaPaivoupe OTL TAEov pmopel va
nipoodloplotet MONO ME TIZ AYO amo T Tpeic kopudEg (vertices) , omote n TPITH BapuKEVTPLKI) GUVTIETAYUEVN
unbéeviletal.

My av to p ivat otnv Agupd p, — p,, TOTE T0 y yivetat 0 adou to p e§aptdaratl mAEOV HOVO Ao To p, KL P;.

a

p=ap,+fp+YP: B
y

PolT

\ o

P

P

\ a+f+y=1
P;‘ 0<sas<l 0=<fisl y=0

5. Av tAue t0 p O Mpia amd T§ TPeig KopudEég, TOTE KatalaBaivoupe OTL n aviiotoln PBopukevtplkn

OUVTETAYHEVN YiveTal 1 kat ot AAeg U0 0. "

p=ap,+fp,+vyp; 8
P”""‘.‘:l_)i s

‘I\.

\ y a+f+y=1

.‘/". - 3 — " —1
P, a=1 f=0 y=0



Triangular Meshes

H 18€éa TwVv BAPUKEVIPLKWY CUVTETOYHEVWVY UMOPEL va emeKTaBel Kal Mépa amod tov nMPoodloplopod TG B€ong twv
onueiwv evag Tplywvou.

ITIG TPELC KOPUPEC (vertices) TOu Tplywvou, €KTOG amo TN B€on , pmopoUlUe va anodnkeloupe Kal dtadopes AAAEG
LoTNTEG, OMWCG TIY €val XpWHA yla KABe vertex. Me tov (610 akpLBwg TPOTO TOTE UMOPOULE VA TIPOCOLOPLOOUUE TO
XPWHO KAOE ONUELOU TOUC TPLYWVOU WG YPAUULKO CUVOUOOUO TWV TPLWV XPWHATWY TwV vertices!

c=ac,+fc,+yc,

¢y




Triangular Meshes

Nwg OUwW¢ UIMOPOUE VA UTTOAOYICOUE TLG BOPUKEVTIPLKEG CUVTETAYUEVEG EVOG ONUEiOU;

Yriapyxouv S1ddopol TPOTOoL yLla TOV UTTOAOYLOMO TOou, €vag amd autoUg ival HEow Tou ePPadol Twv TpLywVwV
TIOU oXNUATL{oVTOoL EVIOG TOU TPLYWVOU.

Ze aUTA TNV MePiMTwon av o €ival To GUVOALKO EUBadOV UMOPOUKE VO UTTOAOYICOUME TIG BOPUKEVTIPLKEG
OUVTETAYHEVEG WG £ENG:

P



Triangular Meshes

AUTOG 0 TPOMOG UTTOAOYLOMOU £ivat cUMBATOC e TLG LBLOTNTEG IOV EldaE TIPLV:

a+f+y=1 o“ . a i
(A = /):— Y:—"
a+a +a,=a a a a
P:
a , 4 a,
X=— pH=— =
a / da Y a

Pi a,=0=>y=0




Triangular Meshes

GPU Pipeline

Vertex
- ~ Shader

-

Fragment
Shader

A

.\

AN

-p

O rasterizer otn GPU Oa umoloyioel TIG
BOPUKEVTPLKEG CUVTETAYUEVEG Yl TA KEVIPA
Twv pixels (fragments) onote autég pmopouv
va xpnowgomownBouv petda oto fragment
shader ywa Tto interpoliaction OAwv Ttwv
dLotAtwy mou dpépouv ta vertices (Omwg my To
Xpwua, N dwrewvotnta)



Triangular Meshes

Nwg propouv va avanapacta®olv ta triangular meshes;

« List of vertices
* X, Y, Z position per vertex

» List of triangles (faces)
* Vertex indices

* Vertex Attributes

__positions _|
X y z
X y z
X y z
X y z
X y z
X y Z

= BN = NN - .

O u o u u a

O B O [Ba O &

O 0 0o 0 o o

Alota pe OAa ta vertices n omoia yla kaBe vertex Ba
EXEL TI( OUVTETOYMEVEG TOU (KoL mIBavotata Kol TLUES
yla GAAEG LOLOTNTEG TOU vertex Omwe TO XpwHa).

Alota pe OAa ta Tplywva. Mo kabe tplywvo Ba £xel ta
indices Twv vertices mou to anaptil{ouv.



Triangular Meshes

* Vertex Attributes

=

» Vertex Attributes

X y
X y

* Elements
0 1
0 2

=N

Eva mpOoPAnua sival OtL oTnV MEPUTTWON
Stadoxlkwy Tplywvwy , Ta Wdla vertices Ba
enavalapBavovtal MoAAEC dOpPEG, Hia yla
KABE TPplywvo Mou aviKouv.

Eva. mpOPAnua eival OTL oTnv TEPLTTWON

Stadoxkwv tTplywvwyv , ta idla vertices Ba
enavalappfavovtal moAAEG ¢opég, pla yla
KAOe Tplywvo mou avrikouv.

Mo TILO ATTOTEAECUATLKI TEXVLKN Elval va €Xxw
™ Alota pe ta vertexes Kal pla EExwpPLOTN
Alota pe ta elements (tplywva otnv
nepimtwon pog) kat ywo kabe element va
amoBnkebw MONO ta INDEXES twv vertices
TIoU To amaptifouv avti va emavolapBavw To
oUVOAO Ttwv attributes kaBe vertex.



Triangular Meshes

» Vertex Attributes

Al e - % NV N I A |
X X0 loy bz RNER SR -
S| I X Ry XY

* Vertex Attributes

| positions | | positions

X y z X y z

X y F 4 - X y Z

X y z X y Z

X y i X y Z
Zekwvwvtag amnod to index 0, Ta 3 MpwTta Zekwvwvtag TAEov amod To index 1, ta
vertices oxnuati{ouv TO MPWTO TPLywVvoO. enopeva 3 vertices oxnuatilouv TO

ETOEVO TPLyWVO.

Av Aouov Slataéoupe kataAAnAa ta vertices, TOTe prmopoU e va {wypadiloUUE TO Eva TPLYWVO LETA TO
Ao, xwpLig va emavalapfAavou e oTolxelo TwV vertices Kal XwpLg va xpnolpomnoloUpe elements!

AYTO EINAI TO TRIANGULAR STRIP!

- w .




Triangular Meshes

Ta Triangle Strips pelwvouv TOAU TNV avaykn anodrkevong , aAAd Ll0AyouV pLa TLTAEOV TTOAUTTAOKOTNTA: TTAEOV b€

XPELaleTaL HOVO VO KAVW TNV petatponn o€ triangular mesh, aAAd npénel va evtonilw kot oto mesh ta triangular
strips.

Feltovika strips Ba €xouv vertices mou emavaAapBavovtal, aAAd touAdxlotov pEoa oto (&lo strip yAutwvw duplications

Kal erumAéov, KABe vertex To MOAU va emavaAndBel katd péco 6po 2 PopEC (yla To YELTOVLKO strip) Kal OXL TIOAANATIAEG
OMwG elyope Sl otnv apxn.

Mta evaAAQKTLKH TIPOCEYYLON ELVAL QUTH TOU OXNUATIOMOU «triangular fans»
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