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Analys _
Enskilda byggnader Kallare /2,5 m ned i mark

NS Level of Detail LOD 2.2a Specificerad lagerstruktur

C: bottenplatta fasadliv PR e . Markmodell i 3D
0.1b-2.2b: Inmitt takkant B vid storre férandringar

NS LOD 0.1¢

0.1a-2.2a: bottenplatta fasad
och takkant

2.3: Inmatt byggnad inkl. kallare,
vind, etc. (t.ex. fran bygglov)

Forslag: 2.2a ar standard i Lund om
det inte finns anledning att franga.

CityGML .

L oo LOD]

Leveransspecifikation for 3D -modeller




FME Geometry Model

FME provides a comprehensive geometry model that includes everything from the simplest geometry to the most complex.

Click on a geometry class for more information.

> FUE Form: 2125 25 FHE Warkbanch= O
Triangle Fan

Atriangle fan is a series of connected triangle faces. The first three vertices (denoted below by vy v, and v3), define the first triangular face. A new triangle is formed by connecting the next point with

‘Geometry Model » Triangle Fan

o Triangle Fan

its immediate predecessor and the first point of the triangle fan. That is, every additional point v; defines a new triangular face with vertices v}, vi_, and v;.

A Un For example, the second triangle is defined by v;, vy, vy, the third by v, v, v, and so on. The following diagram illustrates a typical triangle fan.
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.-l MultiArea he orie the triangle fan by the order of vertices of any triangle within the fan. For more information on how vertex order affects surface normal and front/back surface
determination, see Faces.

Triangle fans may store measures on their nodes.

Triangle fans may fonal front or back and may be single or double sided.
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Polygonal Modeling <% SHARE

Polygans censist of geometry based on vertices, edges, and faces that you can use to create three-dimensional models in Maya

Polygons are useful for constructing many types of 3D models and are widely used in the development of 3D content for animated effects in film, interactive video games, and the internet

Polygon terminology

Polygons are straight-sided shapes (3 or more sides), defined by three-dimensional points (vertices) and the straight lines that connect them (edges). The interior region of the polygon is called the face. Vertices, edges, and faces are the basic components of
polygons. You select and modify polygons using these basic components

When you model with polygens you usually use three-sided polygons called triangles or four-sided polygons called quadrilaterals (quads). Maya also supports the creation of polygons with more than four sides (n-gons) but they are not as commonly used for
modsling

Anindividual polygon is commanly called a foce, and is defined as the area bounded by three or more vertices and their associated edges. When many faces are connected together they create a network of faces called a pelygon mesh (also referred to as a polyset
or a polygonal object). You create your 30 pelygonal medels using polygon meshes. Pelygen meshes can be created using a variety of techniques. For more information on these technigues see Polygon modeling overview.

» FME Form: 2025.2> FME Workbench > Other Workbench Tasks > Understanding FME Geometry > FME Geometry Model > Face Vertex
Face

® Face Edge
Aface is a planar area in 3D space. The planar structure can be a polygen or a donut.

Four-sided Five-sided

The orientation of a face is determined by using the following rule: If the fingers of your right hand curl along the Face
order of the vertices, the direction that the thumb points to is the front of the face. This thumb direction also
describes the surface normal of the face, a vector that points outwards perpendicular from the area. POIygonal models are

composed of many separate
polygons combined into a
polygon mesh.

While a face is often expected to be planar, FME does not enforce planar restrictions in the storage of faces. If
required, transformers may be used to force faces into more strict adherence of planar constraints.

Optionally, faces may possess a transformation matrix. Faces may also possess front or back appearances, and may

be single or double sided.

e

Polygan meshes normally share the vertices and edges that are comman between theindividual faces. These are referred to as shared vertices or shared edges.

A pelygon mesh can also be compesed of several disjointed sets of connected polygons called shells. The outside edges of a mesh or shell are referred to as border edges.

TODESK" MAYA'2

Texture mapping polygenal models

Polygon models are texture mapped using UY texture coordinates. For more information on texturing polygonal models see Mapping UVs
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When you shade or render polygons, the normals determine how light reflects from the surface and the shading that results.
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3D-modell

3D-modell draperad med drénarfoto
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2D-CAD till 3D-GIS eller ritning till tvilling







