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NEPIAHYH

H etaipeia A.R.M.E.S. Ltd uye v etaipeia Elysee lIrrigation Ltd 8a dnuioupyricouv uia
eQapuoyn oe KivNTO TNAEQWVO N oTToia Ba XPNOIYOTIOIET ETTAUENKEVN TTPAYHATIKOTATA
(augmented reality) yia va or|0a otnv die¢aywyn TNG epyaaciog

"E@apuoyi OOKIUWV Kal TEKUNPIWONS ToU CUOTHUATOS OTO XWPEO TNC KATAOKEUAOTIKAG
Biounxaviag pe okomd 1N LeATiarorroinon ¢ dladikaciag aAAayng kaAouriwv ord
unxaviuara éyxuonc BepuomAacTikwv UAwv." [Armes: Kivntd 20otnua Emauénuévng
lMpayuarikétnrac yia Zuvripnon |

2TN OUYKeEKPIYEVN €peuva BAETTOUNE TIGC duvaTOTNTEG TTOU €xouv Ta Smartphones 6co
agopa Tnv ToIdéTNTA aTTEIKOVIoNG. Q¢ PEPOG TNG SOKIUAG ATAV va avakKaAUWoUlE TI Ba
MTTOpOUCE va eTnpEedoel TNV ammédoon TnNG aTmelkOvIoNG ApIBNOG QWTEIVWV TINYWV,
TTEPITTAOKOTATA AVTIKEIMEVOU, HEYEDOG QVTIKEINEVOU, TTOAAATTAG QVTIKEIMEVA. ZTO TEAOG
ONUIOUPYACOUE HIa €QapHoy We ouoTnua etTauénuévng TTpayuaTtikétnTag (augmented
Reality) mTou 6a pmopei va XpnoiyotroinBei yia va  avixveuon OUYKEKPINEVWV

QVTIKEIMEVWV.

MapdAo TTOU oI OUYXPOVEG KIVNTEG OUCKEUEG OIABETOUV IKAVEG KEVTPIKEG MOVADEG
emmegepyaoiag (CPU) kai emegepyaoTtéc ypagikwy (GPU), n moAuttAokdtnta TWwv
MOVTEAWYV Kal N avAykn yia aTTelkOvIon TTPAYUATIKOU XPOVOU TTAPAMEVEL JIa TEXVOAOYIKN

TTPOKANON.

Zav TTpwTOo PrPa doKIYAcauE SIGPOPETIKOUG TPOTTOUG ATTEIKOVIOEIG EVOG avTIKEIEévou. IMNa
va €ival OUYKPIOIPEG OI HETPATEIG XPNOIPoTToINBnKav Ta idla avTiKeigeva e DIAQOPETIKEG

QVOAUOEIG.



O1 uéBodol TTou XpnoluoTroinoa eivai:

ObjectLoader a1ré 10 Sourceforce

LibGdx

OpenScenegraph

Unity 3d
MeTtd atmo ouykpioeig eméAega 1o Unity3d kai xpnoiyotroinoa 1o Qualcomm plugin yia 1o

AR (Augmented Reality

Ta ammoteAéopata gival TTOAU evOAPPUVTIKA agoU KATOPEPAUE VO KAVOUUE PIa EQapuUoyn
TToU va xpnoiyotroiei AR kai va Asitoupyei pJe peyadAn akpifeia yia apkeTd TTOAUTTAOKA JE
QPKETA KAAG puBud TTapdywyng eikévwy (30 fps). Me autd Ta atmoTeAéoparta Kal Ye TNV
TPOodo TIoU Yyiverar oTov Topéa Twv SmartPhone eival ciyoupo OTI ptopei n
OUYKEKPIYEVN TEXVOAOYIa va XpnolpoTtroindei kal otnv Blopnxavia, he dIAQopes XPHOIPES
EQAPUOYEG

[
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2€ autd TO KOPUATI BEAW va euxapioTAow Tov lNavayiwtn XapaAduTroug Kai Tov KUpIo

XpuoavBou yia TNV hJeydAn BonBeia kal KaBodnyroel TTou You TTPOoPEPAV.
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KepdaAaio 1

1 Eicaywyn

1.1 MpoéBAnua

MNa va TTOPAMEIVEl PIO ETAIPEIO AVTAYWVIOTIKY Ba TTPETTEl va avalATa CUVEXEID TPOTTOUG
yla va peiwon 1o xpdévo adpdveiag Kal TTwg va BeATiwvel Tn diadikacia mapaywyns. H
TEXVOAOYIO TTPOC@EPEl VEOUG TPOTTOUG, OTTWG Ta TPIodIdoTATO  €yXEIPIdIa Kal N
emaugnuévn payuatikétnTa (AR). H emauénuévn Tpayuatikdtnta gival o ouvouaouog
TOU TTPAYMATIKOU KOOPOU Padi avTiIKEieVa TToU TTPOCTIOEVTal atmd TNV £Qapupoyr, oTnv
OIKN Mog TrepITTwon Ba armeikovidel TpIodIdoTaTa POVTEAA OTTwWG QuTd OTnv €IKOva

[1-2]1-2. E€aptrpaTa Elysee

To TTpéPAnua eivar katd TG00 PTTOPOUME va OUVOUACOUME TNV avdaTITuén Tng KIvNnTrg
TEXVOAOYiag padi he TTPoypAPaTa TTOU XPNOIKMOTTOIOUV ETTAUENUEVN TTPAYHATIKOTATA KAl

TTOCO ATTOTEAEOUATIKA €ival.

H emauénuévn TTpaypatikOTNTG UTTOPEI va XpnoIdotroindei yia TR ouviipnon Kai
BeATioTOTTOINON TNG AEITOUPYIKOTNTAG TWwV pnxavnudtwyv. AAAG yia va gival euxpnoTa
TPETEl va gival eUKOAa TTpooBdoipgo atrd Toug TEXVIKOUG. AUTO gival TO PeEYAAUTEPO
TTAEOVEKTNHO JIaG €QapuUoyng o€ éva Kivnto TNAEQwvo (SmartPhone). Tnv wpa 1Tou Ba
ouvappoAoyei TO pOvTEAO va pTTopei va BAETTEI p€CO TOu KivATOU Qv XPNOIYOTIOIEl Ta

OWOTA JOVTEAD KAl TTWG TTPETTEI VA TO CUVAPHOAOYACEL.



1-1. Eikéveg a1rd ToUug TEXVIKOUG TNnG Elysee

1.2 EpeuvntikA MNpooéyyion

Ta KIvNTA hE TPOMEPESG dUVATOTNTES TTAEOV €XOUV Yivel éva pe Tnv Cwn yag. Me autn Tnv
épeuva Ba doupe TIGC duvaTOTNTEG TOUC Kal av WUTTOpoUvV va Xpnolgotroinbouv oTnv

Blounxavia yia va BeATILOEI TNV TTOIOTNTA KAl aTTdd00N TNG OOUAELIAG TOUG.

Oa xwpicoupe TNV £peuva o€ dUO PépN OTO TTPWTO Ba BpoUlpe dIAPOPETIKOUG TPOTTOUG
yiO VO QATTEIKOVIOOUME MOVTEAA OTO KIvNTO. Oa KAVOUPE HETPAOEIC OXETIKA ME TNV

atmédoon Kal T TTNPEAdel (T1.X. MéyeBog HovTéAoU, QWTEIVEG TTHVEG)

2av OeUTeEPO KOPUATI Ba dolpe TTwg €TTNPEeddel n emaugnuévn TTPAyHATIKOTNTA TNV

atmrédoon kal B8a dNUIOUPYRCOUUE MIa SOKIUATTIKY EQAPUOYH.

1.3 Kivnrpo

H emaugnuévn tTpayuatikdtnTa cival éva Peyaho Ke@dAaio yia Ta Smartphones kai
MTTOPEl XpnoigoTroinBei 1600 yia BlopgnNxavikoug 600 Kal yia ekTraideuan. O1 duvaToTnTEG
EQAPUOYNG augdvovTal av TTPOCOECOUUE KAl TO TTAEOVEKTNMA TTOU TTPOCQEPEI MIA KIVATH
OUOKEUN TTOU €XEl JIO EVOWUATWHEVN KAPEPA KAl PTTOPET va PETAQEPETAI TTAVTOU XWPIG

OTTOUBNTTOTE TTEPIOPICUO €iTE €ival KIvnTo 1 tablet.




MNa mapadelyua uTropei va xpnoigotroindei amd pouceia yia va oou Oeixvel eETpa
TTANPOYOpIES yia Ta ekBEpaTta. Na deixvel TPIoOIAOTATES IOTOPIKEG AVATIAPACTACEIS TTAVW
atd xapteg. Na BAETTEIS TpIoBIAOTATO TO AVTIKEIUEVO TTOU Ba ayopdaoelg, pali pe axoAia

atrd GAAOUG aYyOPAOTEG.

Otmtwg Tpoavépepa To KIVATO AGYO TIG dNUOTIKOTATAG TOU KAl €IDIKA TA TEAEUTAIO JOVTEAQ
ME TIC TPOMEPES DUVATOTNTEG, AVOiIyOoUV KAIVOUPIOUG OPIOVTES YIa KAIVOUPIEG EQAPMOYEG.
Kal eQapuoyég JE eTTaUgnUEVN TTPAYUATIKOTNTA UTTOPOUV va @Avouv Xprolueg. ETriong
gival Mo €uXApIoTO yIa TOV XPAOTN va XPENOIYOTIOIEl TNV €TTAUENMEVN TTPAYUATIKOTNTA

TTapd diagopd eyxelpidla Pe odnyieg Xproeig.

1.4 Zt1éx0¢ Epyaciag

To TravemoTAuio o€ cuvepyaoia ye Tnv A.R.M.E.S (Augmented Reality for Maintenance
Service Enhancer) kai Tnv Elysee Irrigation Ltd ak6AouBa tnv TEXVOAOyia Tou orjuepa
TTOU METOKIVEITE OTTO TOUG TIPOCWTTIKOUG UTTOAOYIOTEG OTIG KIVNTEG OUOKeuég. H
A.R.M.E.S. mpooépel €1dr) Aioeig AR otnv cuviipnon, oAAd 1o TTapdv ouoTnua
Baoifetal og TTPOCWTTIKOUG UTTOAOYIOTEG . [0 OuykekpIgéva n  dnuioupyia HIog
epapuoyns Android Smartphone 1Tou Ba atreikoviel TPIOSIGOTATA TTOAUTTAOKAO HOVTEAQ
o€ TIPayMaTIKO Xpovo AR aTo Biounxaviké trepiBdAAov. H epapuoyr Ba xpnoipoTtroindei
yi0 TN CUCTNMOTIKI ouvTrpenon, avaBdaouion kal BEATIOTOTTOINONG TNG AEITOUPYIKOTNTAG
TWV TTOAUTTAOKWY PNXOAVNPATWY, OTNV TIEPITITWON HOG O EKOUYXPOVIOUOG TNG POrg
gepyaciag kal eAaxiotorroinon Tou avBpwTtivou AdBoug otnv Oladikacia aAAayng

KaAouttiwv TnG Elysee Irrigation Ltd.



Epdg o o1éx06 pag €ival n epappoyr) SOKIWY oTa KIvnTd yia va BPoUpE TIG OTTOBWOEIG
yia TIG OI0QOPEG TEXVIKEG ATTEIKOVIONG Kal TToo0 KOAd PITopouv Ta Kalvoupia KIivATa
Smartphone va xeipiotouv TNV emauénuévn TTpaydaTikoTnTa (AR) e TTOAUTTAOKO
MOVTEAA. 2TO TEAOG Ba UAOTTOINCOUWE HIa €Qapuoyr Kal Ba KAVOUUE TTPOCONOoIWoN Twv

OUVONKWYV TTOU UTTAPXOUV BIOUNXAVIKO TTEPIBAAAOV.

1.5 Zuvepydreg

1.5.1 A.R.M.E.S. (Augmented Reality for Maintenance Service Enhancer)
(http://www.armes-tech.com/)

“‘Armes Ltd civar pia etaipeia uwnAng TexvoAoyiag Trou Trapéxel interactive visual
solutions. H etaipegia Asitoupyei ammd tov AtrpiAio Tou 2009 kai gival HETAEU TWV Aiywv
eTAIPEIY OTNV EupwTmn yia Tnv épeuva, avaTrtuén kal Tnv Trapoxr interactive visual
solutions. H eoTiaon TNG €ival OXETIKA HE TNV TTAPOXA OTITIKWYV CGUOTANATWY TToU
ETNTPETTOUV Tl OUYXWVEUCON TOU TIPOYMATIKOU Kal TOU €IKOVIKOU KOouou. Ol
TTpoTeIvOpEveG AUoelg Baoifovtal oe state-of-the-art e¢aptiuara, o cuvduaopog Twv
OTTOIWV ETTITPETTEI MIO YPAYOPN, EUENIKTN KOl ETTEKTACIUN TTPOCAPHOYAS YIA TIG AVAYKES
TOoU TTEAATN 0€ dIAPOoPOUG ToUEIG. H eTaipeia EKPETOAAEUETAI TIG TEAEUTAIEG £PEUVEG OTOV
Topéa TNG emmaugnuévng TrpaypaTikotnTag (AR) kal otrmikotroinong (visualisation) péow

ToU OIKTUOU TWV aKadNUAiKwy CUVERPYATWY Kal BIOPNXAVIKOUG ETAIPOUG

H etaipeia atroteAeital ammd véoug GIAODOLOUG PE EUTTEIPIO OTO XWPO TNG NAEKTPOVIKNAG,

TWV UTTOAOYIOTWYV Kal TOU AOYIOUIKOU KaBWwg Kal éva KaAd opyavwuévo OIKTUO €peuvag

Kal cuvepyaoiag otn Meppavia kal Kutrpog”

1.5.2 Elysee Irrigation Ltd (http://www.elysee.com.cy/)
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“H Elysee Apdeuoeig 10pubnke 1o 1969 pe avTikeigevo TNV KaAAEpyeia AouAoudiwv. Méoa
atd TN dpacTnPIOTNTA QUTH, Ol IOPUTEC ATTEKTNOAV ECAIPETIKA YyVWOoN TwV apdEUTIKWV

avaykwv Kal odAynoav Tnv £TaIpEia o€ ETTEKTAC.

MeyaAwvovtag oTtaBepd, n eTaipeia avémmTuge TIC dPACTNPIOTNTEG TNG Kal £EEAIXONKE o€
MIa TTARPOUG KAiJaKag Biopnyxavikl povdada, pe epyooTdolo OTn BIOPNXAVIKA TTEPIOXA

Epyatwy, €€w atrd Tn Acukwaoia, otnv KitTpo

Ta TeAeutaia TpIGvTa Xpdvia n eTaIpEia dPACTNPIOTIOIEITAI WE ETTITUXIO OTOV TOUEQ TG
KATOOKEUNG TTAQOTIKWY CWAAVWY Kal  €€aptnudtwy  yia dpdeucn, Udpeucn Kal
KATOOKEUEG, €XOVTAG NYETIKA B€0n oTnv TOTTIKA ayopd aAAd Kal duvaIKY TTapoudia oTo
eEWTEPIKO Pe e€aywyég o€ TTeEPIooOTEPEG aTTd 50 Ywpeg oe Eupwtn, Méon AvatoAikn

Agpikn kal Acia.

H Elysee ApdeUoei¢ KOTAOKEUAZEl Kal TTAPEXEI OTAV Ayopd OPJEUTIKA CUCTAUATA Kal
OUCTAMOTA PETAQOPAG VEPOU KABWG Kal OAA T CUUTTANPWUATIKA €gapThpaTa TTOoU

XpeiadovTal yia TTARPN OIKIOKH, YEWPYIKH, BIOMNXAVIK) KAl KOIVOTIKF) XpAOoN.

Kupio péAnPa TNG €Taipeiag €ival N Tpoo@opd TTANPOUG YKAUAG TTPOIOVTWY Kal WNAAG
TT0I0TNTAG CUPQWVA PE avayvwpliopéva Aigbvh Mpdtutra Moidtntag, aAAG kai n dpioTtn

gcutTnEETNON.



COMPRESSION FITTINGS

COMPRESSION FITTINGS

KOXAIOTA EZAPTHMATA KOXAIOTA ESAPTHMATA
MAYPA = oe pp FKPIZA = ge viles MAYPA = o up FKPIZA = ot iviieg
FQNIA 9= MNIA GHAVKHI
— Tl
ITAPTEP APIENIKO| m
. Q [N 332 [Ino 3328
mo— % No.332D 90 ELBOW FEMALE ELBOW
MALE ADAPTOR COUPLING N I e
——————— | WALL FEMALE ELBOW gl | rONiA onAvkn ria For-Or|
Q FLANGED ADAPTOR !
% | LT — No.3324 &@P
FEMALE ADAPTOR  REDUCING COUPLING 90° MALE ELBOW P B

1-2. E§apTApara Elysee
Ta oToixeia autd BorBnoav TNV eTaIpEia va eI0XWPACEI 0€ ayopEG TTOAAWYV XWPWV Kal Va

avaTrTugel oTevoUug deOUOUG e Toug TTEAATEG TNG. MEéoa atmd éva cUOTANA PETATTWANTWY,
n eraipeia aufdver TIC TTPOCTIABEIEG yia TTEPAITEPW Trpowdnon kKal €CATTAwon Twv
opacTnploTATWY NG oTnv Kummpo Kal oTig ayopés TnG Eupwtng, Méong AvaToAng,

A@pikng Kal latTtwviag, étTou €¢dyel Ta TTpoidévta TnG.”



KepdAaio 2

2 Y@iotauevn Nvwon

2e autd TO KEPAAaio Ba TTepIypAYWOoUNE BIAPOPEG TEXVIKEG TTOU XpnOolIdoTTolouvTal yid

QTTEIKOVION QVTIKEIMEVWY KAl YEVIKA YIO TNV ETTAUENUEVN TTPAYHATIKOTATA.

2.1 Atreikévion avrikeigévwy (Object Rendering)

2¢€ éva Todéa TOoO avaTrTuooouevo OTTwg To Android application development uttdpyxouv
OPKETEC EVOAAAKTIKEG yia aTTeIKOVION aAVTIKEIMEVWY. MepIKoi atré Toug KUpIoug gival ol

TTOPAKATW.

2.1.1 OpenGL ES[1]

OpenGL c¢ival pia mo ehagpia (lightweight) ékdoon g OpenGL. Eivar pia low-level
Alaouvdeon Mpoypaupatiopol Egapuoywyv API (application programming interface) 1Tou
XPNOIYOTIOIEI UTTOOUVOAO Twv epappoywv Tng OpenGL. Mapéxel diaouvdeon PeTagu

Aoyiopikou kail uAikou (software and hardware).

AuTté 10 API gival To 110 dladedopévo oTa KivnTa Adyw Tou 611 Baailetal 010 dladedouévo
OpenGL kai dev xpeidletal peyaAn TPooTTdbeIa yia TNV JETARAON O€ AuT TNV ETTIQAVEIQ
gpyaciag, To MIKPO Tou PEYEBOG BonBd oTnv XapnAl katavaAwaon evépyeiag Kai AlyodTepog

XWPOG aTToBrKeUoNG.



To peyaAUTEPO TTAEOVEKTAMA TIOU TIPOCQEPEl YIA TOUG TIPOYPOUMOTIOTEG €ival OTI
OTTOI0CGONTTOTE UTTOPEI va KaTeRAoEl Kal va Qappocel apou gival dwpedv Kal UTTOPED va
XpnoigotroinBei oe OAeg TIC TTAATPOPES. O TTPOYPAPMATIOTAS WTTOPEI VO OUYKEVTPWOEI
oTnNV £Qapuoyn Kab’ autrn TTapd oTIG AETTITOUEPEIEG TOU KWAIKA YIa va OOUAEWE! yia KABE
mAaT@oOppa. Emiong Adyw TIG dnUOTIKOTNTAG €Xel apkeTd PiBAia, Trapadeiyuata Kai

EYXeIpidIa.

XpnoipoTtroinoa 1o Object Loader atmé tnv Sourceforge [2], TO OUYKEKPIPEVO TTPOYPAUMO
gival egoAokAfpou ypaupévo otn Java kai xpnoigotrolei OpenGL API GLSurface View. H
oTroia TTapéxel 10 glue KwdIKa £T01 WOTE N €QAPPOYA va UTTOpPEl va ouvoeBei pe To
ovuoTtnua TTPOROAAG Kal va uTTopei va XpnolyoTtrolei To KUkAo {wAg (life cycle) kal va

TTapEXEl AAANAETTIOpOCN UE TOV XPAOTN.

2.1.2 Frameworks

Ta frameworks TTPoo@Eépouv TO AOYIOMPIKO TTOU TTAPEXEI YEVIKEG AEITOUPYIEG O OTTOIEG
MTTOpOUV va oAAaxBouv ammd Tov Xpnotn. [llapéxoviag c@apuoyr) ME €IOIKEUPEVO

Aoyiouiké. Eivar pia guAdoyn atré libraries mou Trapéxouv éva kabopiopévo API

‘Eva framework gival pia KaBoAIKn, €TTavaxpnoIdoTToINGIun TTAAT@OPUA AOYIGUIKOU TTOU

XPNOIUOTIOIEITAI YIO TV AVATITUEN EQAPHOYWY, TTPOIOVTWY Kal AUCEWV.

Ta duo open-source frameworks TTou XpNoIMOTIOINCA yIa TV ATTEIKOVIOT AVTIKEIMEVWV:
To Libgdx framework [3], TTou &ekivnoe amd Tov Mario Zechner ota 1éAn ToUu 20009.
AnuioupynBbnke yia va otmo@elyel TRV apyR avaTtugn tng €@appoyrs tou Android,

BooIKG dNUIOUPYEIG MIO EQAPPOYR N OTToId TPEXEI OTO NAEKTPOVIKO UTTOAOYIOTA Kal va



TPEXEI OTOV EEOUOIWTH / CUOKEUR POVO OTav gival aTTOAUTWG aTrapaitnTo. (multi-backend,

cross-platform game development library)

Kar 1o Min3d [4] To oTroio eival éva lightweight 3d library/framework yia Android kai
xpnoiyotroiei Java kar OpenGL ES otoxetovrag tnv oupfarornta upe  Android

v1.5/0penGL ES 1.0 kal advw. Mapéxel Tnv eukoAia evog object-oriented class library.

2.1.3 Cross Platform graphics toolkit (OpenSceneGraph [5])

Eivar Baoiopévo oto SceneGraph 1o 6molo eival pia cuAAoyr] amd kéuPoug oe éva
ypaoenua (doun dévipou). To OpenSceneGraph gival éva dwpedv (openSource) epyaleio
YPOQPIKWY TO OTIOI0 UTTOPEI va XPNOIMOTIOINDGEl O€ €PAPUOYES YPAPIKWY ME UWNANG
OTTAITACEIC O ATTOdO0N YPOAPIKWY (TTPOCOUOIWTEG, TTaixVvidia, KTA.). TapéExel éva object-
oriented framework éva emiredo mo madvw amd 10 OpenGL 1O OTOI0O [oRBa TO

TIPOYPAMMUATIOTH] va PNV aoXoAnBei pe low-level  evioAéc kai BeATiwvel 10 Xpdvo

TIPOYPONMATIOUOU HIOG EQAPHOYIC.

Eivar e€oAokAfpou ypauuévn pe C++ kal OpenGL kai Tnv xpnoiyoTroioUue oto Android
oTrwg Ta NDK (Native-code). Kavoupe pre-compile 1o C++ KWdIKa TToU XpNOIKOTIoIEl Ta

OpenSceneGraph Ta oTroia xpnoigotroiouue oayv libraries péoo Tou Java Kwdika.

2.1.4 Game Developer Tool (Unity3d [6])

To Unity3d cival éva TTpOypapua TO OTToI0 ETITPETTEI GTOV XPrOTN VA dnuUIoupyEi EUKOAQ

OIAPOPEG EQAPUOYEG, TTOU TPEXOUV aTTEUBEiag oTnv TTAATPOPUA XWPIG ETTITTAEOV KWAIKA.
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YTTapxel TpIodIA0TATN ATTEIKOVION TNG OKNVAG KAl ITTOPEIG VA PETAKIVIOEIG, TTEPIOTPEWEIG
Kal va aAAGEEIC TO PEYEDOG TWV AVTIKEINEVWY EUKOAQ KAl XWPIG va XPEIOOTEN va TO TPEEEIG

oT1o Android yia KGBe aAAayr TTOU KAVEIG.

20U TTpoo@épel TNV duvaTtdTnTa va TTpooBiaelg JavaScrips, C# scripts kal Boo scripts Ta
OTTOia PUTTOPOUV va XPnOoIJoTToINBouv yia va TTpocBéoouv Kivnon, aAAnAetidpaon Pe TO
xpnoTtn kai ToAAG aAAa. YTrooTnpilel oxedov OAa Ta €idn apxeia avrikeipevwy 6TTwg Ta

.FBX, .dae (Collada), .3DS, .dxf and .obj

2.2 Object Files

Ta avTikeiyeva ToU  Xpnoldotroifoape  civar apxeia Wavefront .obj file [7] T1Tou
TTEPIYPAPOUV Ta TPICDIACTATA POVTEAQ Ta OTToia aTTOoTEAOUVTAI KUpiwg aTtrd Vertices Kai

Faces.

Vertex data: geometric vertices (v), texture vertices (vt), vertex normals (vn), parameter
space vertices (vp). MNapEXouv CUVTETAYUEVEG YIA TIG YEWUETPIKEG KOPUPEG Kal Ta vertex
normals. XpnoipoTrolgi de€I00TPOPOo cUCTNUA YIa va KABOoPIoE! TIG KOPUPES

Elements: point (p), line (1), face (f), curve (curv), 2D curve (curv2), surface (surf)

2-1. Napdderiypa amé obj file

HHH#H

# OBJ File Generated by Meshlab
FHH#

# Object bun zipper.ob]j

#

# Vertices: 35947

# Faces: 69451

#H4#

vn 0.194562 0.972640 -0.126956

v -0.037830 0.127940 0.004475 0.498039 0.498039
0.498039
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vn 0.198864 0.953942 -0.224604

v -0.044779 0.128887 0.001905 0.498039 0.498039
0.498039

vn 0.052237 0.801691 0.595452

2.3 Emaunuévn Mpaypatikdtnta (Augmented Reality)

O 6pog Tou AR ¢ival n aAAayA TNG TTpayuaTiKAg eikdvag TTou BAETTOUE (wvTavd péoa
otnv KAauepa, Pe TNV TIPOROAN €vOG TPOTTOTTOINUEVOU TTEPIBAAAOVTOG TO OTToIO £XEl
emmegepyaoTei Kal €xel €6Tpa oToixeio. H Texvoloyia AR pe Aiya Adyia aAAdlel Tnv

avtiAnyn TNG TTPAYUATIKOTATAG.

Mia Tutikr} epapuoyn AR trepiAapBdvel duo kupla uépn: Ta “live data” kai Ta “meta data”,
Ta “live” gival Ta dedopéva Ta oTToia TTaipvoupde atrd TNV KAPEPa pag Kal givar wvtavr
atrelkévion Tou aAnBivou KOGPoU OTTwG @aivetal ammd Thv Kapepa kal Ta “meta” cival Ta

0edouéva TTou TTPOCBETOVTAI OTN TTPAYMATIKN EIKOVA.

Ta Baoikd oToixeia TG emauENUEVNG TTPAYHATIKOTNTAG €ival n KAPEPA TNG CUOKEUNG, N

B¢on TNG ouoKeung Kal Twv “marker” yia Tnv ToTToBeTia Twv £ETpa dedoPEVWV

YTTApYXOUV APKETA EPYOAEia TO OTTOIO TTPOCPEPOUV TOV TPOTTO VIO VO EVOWHATWOEIG TNV
ETTAUENUEVN TTPAYHATIKOTATA OTNV £QAPPOYR COU.
2.3.1 ARToolkit [8]

To ARToolKit €ivar pia BiBAIOOAKN AoyiopikoUu n otroia fonBd va dnPIoUpynoEig

EQPAPMOYEG TTOU XPNOIYOTTOIOUV ETTAUENUEVN TTPAYHATIKOTNTA.
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Ta KUpIa xapakTnPIoTIKG Tou ARTOooIKIit ivai:
e Single camera position/orientation tracking.
O K®IKOG TOPAKOAOVONONG TOL YPNGIULOTTOLEL ATAD Ladpa TETPAY®VA.
H wavémra vo ypnoyomotei kabe tetpdaywvo marker patterns.
Evxolog kmokdc Pabovounong g képepag.
APpKETA YPNYOPOS Y10 TPy LaTIKOD ¥pOvov epapuroyés AR.
SGI IRIX, Linux, MacOS «at ta. Windows OS dtovopéc.
AlovEpeTon Pe TANPN TYOHo KMOOTKOL.

2-1. ARToolKit Sample

2.3.2 UART: Unity AR Toolkit [9]

Mia ouAhoyy pe C-based wrappers yia 1 Olaxeipion pe marker-based tracking
BiBAI0Bkeg, BiIBAIOBNAKESG Bivieo, TTaPaAKOAOUBNONG TTEPIPEPEIOKWY. ZUVOEETAI PE T
Unity Game Engine C# scripts mmou €xouv oxediaoTei yia va SIEUKOAUVEI TNV avaTITUEN

EQAPPOYWV ETTAUENUEVNG TTPAYHOTIKOTNTOG.


http://sourceforge.net/projects/uart/
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2.3.3 NyARToolKit [10]

Omtwg kai To ARToolKit érar kar To NyARToolKit rapéxer marker base AR tracking.
QoT1600, TO AOYIOMIKO €XEl BeATIOTOTTOINGEI £TOI WOTE va UETAPEPETAI €UKOAA OE€
OIaPOPETIKES YAWOTES TTPOYPAHUATIONOU. MTTopei va Tpé€el o€ SIaQOPETIKEG TTAATPOPUES

Kal AEITOUPYIKA CUOTHUATA.

Mepikd atrd Ta BACIKA XOPAKTNPIOTIKAG:

e Marker based AR tracker

o YmooTApiEn desktop kal @opnTéG TTAOTPOPUES

o BeATioTOTTOINUEVN KOI TNV KAAUTEPN AvaAyvVwWPIoH OEIKTN

o Extensions yia Unity kai diaBéoipa yia etTegepyacia amd C# kal Java avrioToixa

2.3.4 Qualcomm Vuforia [11]

Vuforia eivar Augmented Reality Software Development Kit (SDK) yia KivnTéG OUOKEUEG
TTOU EMMTPETTEI TNV dNUIoUPYia EQAPUOYWYV ETTAUENUEVNG TTPAYMATIKOTNTAG. XPNOIUOTTOIE
Computer Vision technology yia va avayvwpioel kai TTapakoAouBnoel eikOveg, BAcIKG

TPIOSIGOTATA QVTIKEIMEVA (TT.X. KOUTIA) Kal TTAaiola o€ real-time.

Vuforia Trpoo@épel Application Programming Interfaces (API) oe C++, Java, Objective-C,

kai .Net languages péoo emrékraong Tou Unity game engine [6].

H Avagopd API TTepiéxel TTANPOYOPIEG OXETIKA PE TNV IEpAPXia KAl TIG KUPIEG AEITOUPYIES
(functions) Tng epapuoyng Vuforia SDK.
H epappoyn TTpoBAETTEl T £ENG:

e Call-backs for events (1rx. Mia véa gikéva TnG KAPEPAG gival diaBEaiun)
e High-level TpdéoBacn ota hardware units (1. évapén/ KAgioIo KAPEPAG

e [loAAaTTAd trackable (TTapakoAouBnon TUTTwV):
o Eikéveg (Image Targets)
o TMoAAatTAoi atdxol (Multi Targets)
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o [Aaiola (Frame Markers)
e  AAnAemdpdoeig e TO TTPAYUATIKO KOGHO
o elkovika TTARKTpa (Virtual Buttons)

Virtual Multi Image Frame Developer
Button Target Target Marker Application
Tracker
Camera Rendering
Android

2-2. Qualcomm Vuforia API

2.4 BiAloypapia

MNa v karavonon Tng A&iIroupyiag Kai TTpoypappaTioyol o€ Android OUOKEUEG
xpnoipgoTroinoa ta PiRAia:

e Sams teach yourself Android application development in 24 hours[12]

e Hello, Android: introducing Google's mobile development platform[13]

e Android application development for dummies[14]
Me BorABnoav va kKatavornow TIG BACIKEG APXEG MIAG EQAPHOYNAS KAl va dNPIoUPYNoW TIG
TPWTEG eQappoyés. Otrwg ettiong n emionun oeAida Twv Android Developers[15] n otroia
gixe TTOANG TTapadeiyuata kal Bondriuara aAAd kar dAAa online TTapadeiypata [16, 17]
TTou divouv TTapadeiyparta yia GLSurfaceView kai Game Development avrioTtoixa.

Ooov a@odpa Tnv eTTauénuévn TTPAyUATIKOTNTA BprKa XpAoiuo Tnv oeAida Augmented
Reality: Getting Started on Android a1ré Toug Shane Conder & Lauren Darcey [18]


http://mobile.tutsplus.com/author/shane-conder-and-lauren-darcey/
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KepdAaio 3

3 MeBodoAoyia

MNa TN olyKpIon TNG OTTEIKOVIONG TWV QVTIKEIWEVWY XPNOIYOTToiNCa TEoOEPIG HEBOSOUG:

Tov objectloader amé 1n sourceforge[2], To Libgdx framework[3], To OpenSceneGraph[5]

Kal To Unity3d[6].

3.1 MovTéAa

Ta povtéAa TTou XpNOIKOoTTOINCA YIA TIG TTPWTE 1o¢€1¢ ival Ta Standford Models [19]

Vertices: 35947
Faces: 69451
VG

3-1. Standford Bunny

3-1. Standford Models (Vertices / Triangles)

Vertices Triangles (faces) Size
Bunny Obj 1 35,947 69,451 5.901 KB
Bunny Obj 2 8,171 16,301 1.283 KB
Bunny Obj 3 1,889 3,851 289 KB
Bunny Obj 4 453 948 67 KB
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3.2 Android Smartphone: Samsung Galaxy SlI

To Smartphone 1mou xpnoigoTroIoauE yia TRV JEAETN gival TO Samsung Galaxy Sll To
oTToio gival éva ammo Ta Kopugaia 6co agopd TI¢ atmodwaelg Tou (Mapaptiuata 1 & 2)
xpnoiyotrolei etTegepyactr) diTAou Trupriva 1.2GHz kai éxel 4.3” Super AMOLED Plus
display. H d0vaun Tou emre€epyaaTtr| @aiveTal kal oTnv ammédoon Tou KIvnToU Kal TTapEXE!
upnAn Taxutnta otnv emeCepyacia  €IkOvag Kal €EAIPETIKI) UTTOAOYIOTIKA 10XU Kal
emMOOOEIG.

3-2. MeTpnoeig amd To GLBenchMark [20]. MepioocoTepa oTO (TrapdpTnua 2)

Triangle Throughput

Flat Shaded + Color 1.1 : 9125 KTriangles/s (55.8 Fps)
Smooth Shaded + Color 1.1 : 9148 KTriangles/s (56.0 Fps)
Textured 1.1 : 8305 kTriangles/s (50.8 Fps)
Textured + Color 1.1 : 8055 kTriangles/s (49.3 Fps)
Texture Sizes
64x64 1.1 : 9077 kTriangles/s (55.5 Fps
128x128 1.1: 8840 kTriangles/s (54.1 Fps)
256x256 1.1 : 8684 kTriangles/s (53.1 Fps)
512x512 1.1 : 8160 kTriangles/s (49.9 Fps)
1024x1024 1.1 : 7711 KTriangles/s (47.2 Fps)

MNa va €xel emruxia 1o AR dev xpeidletal povo UTTOAOYIOTIKI dUVANN OAAG Kal Pid KOAR
Kduepa. To Galaxy Sl ye v 8MP auto focus camera ptropei eUkoAa va dlakpivel Ta

markers 1Tou 8a xpnoiuoTroifooupe oTo AR.

3.3 E@appoyég - MeTpriocig

2 auTO TO KOMMATI Ba KAvw TIG APXIKEG METPNOEIG PE T TEOOEPA MOVTEAQ ME
OIOPOPETIKEG PWTEIVEG TTNYEG Kal PEYEDN. OAeG o1 ETPAOEIG YivovTal OTO idI0 KIVNTO WE TIG
idleg peTaBANTEG. ZT0 TEAOG aAuTAG TNG evoTnTag Ba SIoAéEw Tnv €@apuoyr TTou Ba

XPNOIMOTTIOINCW YIa TNV ETTAUENUEVN TTPAYHOTIKOTNTA.
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http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=371&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=371&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=371&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=371&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=371&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=371&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=372&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=372&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=372&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=372&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=372&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=372&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=372&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=364&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=364&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=364&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=364&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=364&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=364&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=365&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=365&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=365&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=365&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=365&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=365&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=365&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=366&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=366&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=366&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=366&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=366&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=366&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=366&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=367&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=367&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=367&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=367&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=367&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=367&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=367&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=368&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=368&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=368&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=368&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=368&benchmark=glpro11
http://www.glbenchmark.com/subtest_results_of_device.jsp?D=Samsung+GT-i9100+Galaxy+S2&id=368&benchmark=glpro11
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ot & Wl @ © 16:46
Load Bunny 3.3.1 Object Loader (sourceforge [2])

2€ QUTEG TIG TTPWTEG METPAOCEIG €ival TO TTIO
amAd  poviéAo  xwpic  QwTioud  ouTte

aAAnAeTTidpaon Pe To XpAOTN.

2av TTPWTN TTapatienon eivail 611 dev PTTOPEI
va aTtreikovioel 1o bunny 1 (Vertices 35,947,
Triangles 69,451). Ta oAAG Ta QvTIKEiPEVO
TTOU €xouv TTIO Aiya Tpiywva Kal KOPUQPEG
MTTOpEl va Ta atreikovion aAAd xpeiaceTal

QPKETH WPA YIA VO QPOPTWOEl TA JOVTEAQ.

3-2. Atreikévion avrikeipévou pe Object
Loader Sourceforge [2]

e To Bunny Obj 2: ( Vertices 8.171 , Triangles 16.301)

MNa va eopTwaoel To JOVTEAD XpeladeTal oxedov 17 deutepoAeTtTa Kail £xel FPS 395

05-13 16:00:42.235: VERBOSE/Finally(10554): Time (milliseconds) to Read
Object 16887

05-13 16:00:42.235: VERBOSE/Finally(10554): Time (milliseconds) to
render 1000 obj 2531

e To Bunny Obj 3: ( Vertices 1.889 , Triangles 3.851)

MNa va gopTwoel To JOVTEAO XpeladeTal axedov 4 deutepOAeTITa Kal €xel FPS 742

05-13 15:56:34.260: VERBOSE/Finally(10192): Time (milliseconds) to Read
Object 4343

05-13 15:56:34.260: VERBOSE/Finally(10192): Time (milliseconds) to
render 1000 obj 1347

e To Bunny Obj 4: ( Vertices 453, Triangles 948)
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MNa va gopTwoel To JOVTEAD XpelddeTal axedov 1 deutepoAeTTTo Kal €xel FPS 1135

05-13 15:51:48.630: VERBOSE/Finally(9707) :

Object 1124

05-13 15:51:48.630: VERBOSE/Finally(9707) :

1000 obj 881

Moio avaAuTika oT1o TTivaka FPS e 4 gwTevég TiMyeg o€ SIaQOopETIKA PeyEDN

Time

Time

(milliseconds)

(milliseconds)

3-3. ObjectLoader - Object 2 fps (Vertices 8171, Triangles 16301)

to Read

to render

Distance/ Extra Large | Large Meduim Small Extra Small
LightSources (z= -.5f) (z=-1f) (z=-1.5f) (z=-2f) (z=-2.5f)
1 333,67 337,38 334,78 337,27 336,93
2 344,83 417,71 374,25 340,60 344,71
3 347,83 342,82 341,06 347,10 343,99
4 338,64 342,94 344,47 344,12 357,65
3-4. ObjectLoader - Object 3 fps (Vertices 1889, Triangles 3851)
Distance/ Extra Large | Large (z=- Meduim Small Extra Small
LightSources | (z= -.5f) 1f) (z=-1.5f) (z=-2f) (z=-2.5f)
1 707,71 708,22 701,75 715,82 704,72
2 748,50 751,31 753,01 735,29 741,84
3 742,94 761,61 754,15 745,16 781,25
4 747,94 753,58 768,64 697,84 682,13
3-5. ObjectLoader - Object 4 fps (Vertices 453, Triangles 948)
Distance/ Extra Large [ Large Meduim Small Extra Small
LightSources (z=-.5f) (z=-1f) (z=-1.5f) (z=-2f) (z=-2.5f)
1 1166,86 1160,09 1160,09 1144,16 1156,07
2 1158,75 1149,43 1141,55 1136,36 1136,36
3 1133,79 1136,36 1116,07 1128,67 1116,07
4 1160,09 1126,13 1129,94 1146,79 1132,50

AuTA n p€BOBOG £0TW Kal av £Xel KaAG atroTeAéopaTta 6oov apopa Ta fps, éxel TTPORANPO

6oov agopd TNV atrelkévion OTTwG QAivETAl KAl AT TA POVTEAA OTIG IO KATW €IKOVEG

[3-3]. ETmiong dev ptTopei va @opTwoel HJOVTEAD pE uwnAr avaiuon. Autd pe ocuvduaouo
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TOV TTEPIOPICPOG TTou TTapéxel oTto file format (.obj) TTou @opTwvel dev TO KAVEI KAAR

ETMAOYN yIQ TNV EQAPHOYT] HAG.

=~ ull @ @ 23:03

Extra Large

= ull B T 23:04

Large

=l B G 2336

Small

=l @ G 23:04

Medium

=all B W 2334

Extra Small

3-3. ObjectLoader - Atmreikévion MovtéAwv

3.3.2 LibGdx framework [3]

‘Eva atd 1o HeyaAUTEPA TTAEOVEKTHOTA AUTAG TNG HEBOGDOU €ival OTI UTTOPEIG va TPEEEIG
TNV EQAPHOYI GOU ATTO TOV UTTOAOYIOTH Gou. AUTO BEATILOVEI TNV TaXUTNTA TTOU PTTOPEIG
va TTPOREiC OTIG apXIKES BI0PBWOEIS XWPIG TRV avAyKn Tou XpovoBOpou TTPOCOMOIWTA

NG ouokeur Android.




| <2 Applications Places System & (=] B5=@ 2] MonMay14, 3:56PM [0
> =
Java - libgdxDesktop/src/com/libgdx/renderobj/startRendering.java - Eclipse SDK E]E]@
File Edit Run Source Refactor Navigate Search Project Window Help
O H & B d O U & #H O S P SE MG e Ef (§DDMS
2 Packgg) — P [J[E)[))sterteriava o Ed = B &= outline = =8

ivate float roty;
~ i lib verride
b blic void dispose() {

bunnyMesh.dispose();
spriteBatch.dispose();

blic void pause() {
Auto-generated method stub

blic void render() {

/%

* gl.glEnable(GL16.GL_TEXTURE 2D);
*

[El happy_vrip_res3.obj
2 happy_vrip_res4.0bj
hannu urin ahi

i Writable SmartInsert  84:31

gl.glioadIdentity();

gl.glClearColor(l.0f, 0.0f, 0.0f, 1.0

of f);
gl.glClear(6GL16.GL COLOR BUFFER BIT | GL10.GL DEPTH BUFFER BIT);

B R e &Y
# com.libgdx.renderot
b i= import declarations

~ @ startRendering
o spriteBatch: Sprit
o bunnyMesh: Mesh
= 4 viewMatrix : Matri
4o transformMatrix :
4 camera: Perspeckt
a direction: float[]

© . create() : void

o roty:float

|- dispose():void ]

- .. pause() : void

6L16 gl = Gdx.app.getGraphics() .get6L10(); . render() - void

@ . resize(int, int) : voi
@ . resume() : void

\:H\ | @ Java-libgdxDesktop/... | @ UbuntustartPage-M... || [ libgdxDesktop | EF startcode java (~/Doc... | |/ libGdx Rendering [#] U

3-4. Amreikévion HovTéAou atré Tov uttoAoyioTh pe LibGdx [3]
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3-5. Amrelkévion HOVTEAOU JE QWTIOHNO

- LibGdx [3]

Etriong n atreikévion tou povtéAou gival KaAUTEPN
atd Tov object loader Tng sourceforge €1dikd 6oo
agopd 10 BEua wTiIohoU. OTTwg QaiveTal Kal oTo
mTapddelyya OiTTAd, TO HOVTENO €XEI TTIO OMOAN
eTIQAviIa.

O1rwg kai pye 10 objectloader Tng sourceforge cav
TpWwTo BAua &ekivnoa kal @OpTwoa Ta TECOEPQ
MOVTEAQ pou Xwpig kauia ewTeivr) TnyR. OAa Ta
MOVTEAQ  @OpTWOOV  KAVOVIKA O€ avTiBeon HeE  TOv
objectloader.

3-6. ATrelkOvIon HOVTEAOU XWPic QWTIONO - LibGdx

05-16 04:17:44.455: DEBUG/libgdx (18690): Time
(milliseconds) to Read Object 692

05-16 04:17:44.455: DEBUG/libgdx (18690): Time
(milliseconds) to render 1000 obj 16688

05-16 04:17:44.455: DEBUG/1libgdx (18690): FPS:
59.923298
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Ta atmoTeEAEOPATA TWV PETPROEWV PE TOUG iDIOUG TTAPANETPOUG OTTWG TO objectloader

3-6. LibGdx - Object 1 fps (Vertices 35957, Triangles 69451)

Distance/ Extra Large [ Large Meduim Small Extra Small
LightSources | (z= -.5f) (z=-1f) (z=-1.5f) (z=-2f) (z=-2.5f)
1 17,88 17,78 17,85 17,75 17,71
2 7,68 7,61 7,62 7,61 7,63
3 5,56 5,57 5,57 5,57 5,57
4 4,37 4,37 4,37 4,37 4,38
3-7. LibGdx - Object 2 fps (Vertices 8171, Triangles 16301)
Distance/ Extra Large [ Large Meduim Small Extra Small
LightSources (z= -.5f) (z=-1f) (z=-1.5f) (z=-2f) (z=-2.5f)
1 58,92 59,79 59,67 59,36 59,90
2 32,36 32,35 32,41 32,25 32,31
3 23,57 23,59 23,56 23,60 23,58
4 18,54 18,52 18,52 18,52 18,53
3-8. LibGdx - Object 3 fps (Vertices 1889, Triangles 3851)
Distance/ Extra Large | Large Meduim Small Extra Small
LightSources (z= -.5f) (z=-1f) (z=-1.5f) (z=-2f) (z=-2.5f)
1 60,18 59,55 59,77 59,73 59,92
2 59,73 59,78 59,78 59,67 59,85
3 59,73 59,91 59,73 59,61 59,83
4 59,43 59,66 59,72 59,90 59,74
3-9. LibGdx - Object 4 (Vertices 453, Triangles 948)
Distance/ Extra Large | Large (z=- Meduim (z=- | Small (z=- Extra Small
LightSources (z=-.5f) 1f) 1.5f) 2f) (z=-2.5f)
1 59,93 59,75 59,87 59,79 59,61
2 59,85 59,92 59,61 59,70 59,84
3 59,84 59,91 59,55 59,90 59,83
4 59,61 59,91 59,70 59,93 59,67
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3-7. LibGdx - Amreikévion MovtéAwv

3.3.3 OpenSceneGraph [5]

To OpenSceneGraph ¢ivar C++ pe OpenGL ES kal kaAgite ammd 10 Java TTpdypaupa o€
popor; NDK libraries. Auté dnuioupyei peydAo mpoRAnua yiati oe kaBs aAAayr) oto C++
TTPOYpaPPa TTPETTEl va Eavayivel compiled, TTou gival pia xpovoBdpa diadikaoia. 270
TTapadelyua 1Mo KATw, Tpdobeca povo log traces oTo KWOIKA Kal yia va TEAEIWOEI TO
compilation Tpe oXedOV 12 AeTrTd. AUTO Kal OTI eV €XEIG KATTOIO TPOTTO va BEIG TNV
OKNVA Kal Ta JovTéAa oou TTapd YOVo av To TPEEEIC OTNV OUOKEUN KAvel Tnv diadikaoia
TOU TTPOYPOPUATIOHOU apKETa XpovoRopa.

3-10. OpenSceneGraph - Compilation time

nearchos@Nearchos-HP-ProBook-
6450b:~/Documents/ucy/Thesis/Code/Osg object load/jni$ date
Sun May 20 08:23:50 EEST 2012
nearchos@Nearchos-HP-ProBook-
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6450b:~/Documents/ucy/Thesis/Code/Osg object load/jni$ sudo
/home/nearchos/OpenSceneGraph Android/OpenSceneGraph/android-ndk-r7/ndk-
build

Gdbserver : [arm-linux-androideabi-4.4.3] libs/armeabi/gdbserver
Gdbsetup : libs/armeabi/gdb.setup

Gdbserver : [arm-linux-androideabi-4.4.3] libs/armeabi-v7a/gdbserver
Gdbsetup : libs/armeabi-v7a/gdb.setup

Compile++ thumb : osgNativeLib <= OsgMainApp.cpp

SharedLibrary : libosgNativeLib.so

Install : libosgNativeLib.so => libs/armeabi/libosgNativelLib.so
Compile++ thumb : osgNativelib <= OsgMainApp.cpp

SharedLibrary : libosgNativeLib.so

Install : libosgNativeLib.so => libs/armeabi-v7a/libosgNativelLib.so
nearchos@Nearchos-HP-ProBook-
6450b:~/Documents/ucy/Thesis/Code/Osg _object load/jni$ date

Sun May 20 08:35:34 EEST 2012

Omwg kal Ta TTponyoUueva TTPOYPAUUATA TTPOCTIABNCa va QOpTWOoW Ta TEOoEPaA
MovTéAa, To OpenSceneGraph dgv katdgepe va armreikovioel Ta d0o povTéAa Object 1
(Vertices 35.957, Triangles 69.451) kai Object 2 ( Vertices 8.171 , Triangles 16.301).

AuTOé padi pe TV OUOKOAIO TOU TTPOYPOUUATIOUOU OEV TTPOXWPENOO O€ TTEPETAIPW

METPAOEIG.

HY ¢ all @ @ 08:51
osglLoadObject

3-8. OpenSceneGraph - Amreikovion MovtéAou
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3.3.4 Unity 3d [6]

TeAeutaio dokipaoa 1o Unity3d, n €ukoAia pe Tnv oTroia PTTOPEIG va dnuIoUpYroElg
oKNvég eival Pe peydAn diagopd ato Ta utroloitta Tpoypduuata. Otmmwg BAETETAI OTAV

€IKOVO PTTOPW €UKOAQ va KAvw aAAayEC TTAvw OTO PJOVTEAO Hou Kal BAETTW apéowg Ta

atroTeAéopaTa.

) Unity - various_render

File Edit Assets GameObject Component Temain Window Help

O S =]

# Scene rarch == | © Inspector &=
Tooed . ik T = | ™ bun_zipper [static +
e ag [ Untagged i Layer [Default ™
AveragefPs
o - Model | Selsct I Revert [ Open )
Camera ¥ A Transform @ =
FPS Position
x o ‘¥ o 'z [-05 |
Rotation
x[o J ¥ [0 Izl ]
Scale
x[1 Y[ lz[1 ]
¥ (O [ Animation @ %
Animation Nene (Animation Clip) o
» Animations
Play Automatically [}
Animate Physics (]
Culling Type Always Animate :
¥ [ Rotation_bunny (Script) [ %
Script [ifl rotation_bunny )
¥ [ ¥ Move_bunny (Script) [N
Script [ Mowe_bunny o
@ Project =
| create - | (AT —
Q) bunny_Rendering 2
» [t ELBOW_75
2] frameLimitations
¥ (5 Materials
[ AverageFPs
» [t bun_zipper
» [y bun_zipper_res2

» [ty bun_zipper_res3
» [t bun_zipper_res4
Q defaultMat

i} FramePerSecond

B Lo % sam | |

3-9. Unity3d Application

Otmrwg kal ge Ta GAAQ TTPOYPAUUATA TO TTPWTO TTPAYHA TTOU éKAva ATAV VA QOPTWOW Ta
Té0oepa povTéAa. To Unity3d ptropei va arreikovioel OAa 1a JovTéAa, PE KaAr armédoon
1600 oTa FPS 600 kai aTnv ameikévion.

3-11. Unity3d - Object 1 fps (Vertices 35957, Triangles 69451)

Distance/ Extra Large | Large Medium Small Extra Small
LightSources (z=-.5f) (z=-11) (z=-1.5f) (z=-2f) (z=-2.5f)

1 49,57 50,42 47,89 49,89 50,27

2 50,49 51,67 50,75 49,74 49,39

3 49,88 49,17 50,41 49,54 49,88

4 50,32 50,24 49,76 50,29 49,38
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3-12. Unity3d - Object 2 fps (Vertices 8171, Triangles 16301)

Distance/ Extra Large | Large Meduim Small Extra Small
LightSources (z= -.5f) (z=-1f) (z=-1.5f) (z=-2f) (z=-2.5f)

1 59,36 58,60 59,22 59,49 59,46

2 58,98 58,88 59,51 59,29 59,57

3 59,39 59,42 58,97 59,32 59,31

4 59,28 59,30 59,29 59,05 59,87

Ta utréAoitra povTéAa €xouv 60 fps TTou €ival TO JEYIOTO ETITPETTOMEVO TTOU ETTITPETTEI TO
Unity3d

3-10. Unity3d - Amreikévion MovtéAwyv

3.4 EmAoyn E@appuoyng

2UVOTITIKA JE TA TTPWTA TTEIPAPATA TTOU KAVOUE PTTOPOUNE va TToupe 0TI To Unity3d eival

N KAAUTEPN ETTIAOYNA ATTO TIG TECOEPIG.

To objectloader tng sourceforge €xel kaAd FPS oAA& Oev aTtreikovilel owoTd 1O
QVTIKEIMEVA POG, OTTWG £TTIONG O XPOVOG VIO VO QOPTWOEl T PovTéAa gival peydAog (To

QVTIKEIMEVO PE MEYAAN avaAuon OEv UTTOPEI VO TO POPTWOEL).
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3-13. ObjectLoader - Xpévog va @opTwOouV Ta povtéAa

Vertices Triangles (faces) Size Xpovog PopTwbei
Bunny Obj 1 35,947 69,451 5901 KB | ------------mm----
Bunny Obj 2 8,171 16,301 1,283 KB 16.887s
Bunny Obj 3 1,889 3,851 289 KB 4.343s
Bunny Obj 4 453 948 67 KB 1.124s

To OpenSceneGraph dgv ptmopei va atreikovioel Ta duo PeyaAa HOVTEAD Kal 0 XPAVog Kal
N TTOAUTTAOKOTNTA TOU va YPAWEIG PIa EQAPUOYA Eival HEYAAO PEIOVEKTNUA, YIA VA KAVEIG

compile To C++ kwdika BEAel TTepiTTOU 12 AETTTAL.

To Unity3d kai 1o LibGdx framework ptmopoUv va @opTwoouv OAQ T JOVTEAG JE QPKETA
KOAN €ukpiveld aAAG& To Unity3d éxel peydAn dlagopd otnv atmmédoon O6cov agopd

TTOAUTTAOKQ POVTEAQ Kal €XEI TTIO €UXPNOTO TTEPIBAAAOV.



KepdaAaio 4

4 MeTpnoeig
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4.1 Frame rate yia govtéAa pE SIOQPOPETIKH) avaAuon

Kal amdé Ti¢ TTponyoUueveg HETPAOEIC @aiveTal OTI n ammédoon TnG aTrelkéviong

ETTNPEACETAl ATTO TNG TTOAUTTAOKOTNTA TOU WOVTEAOU. ZTO TTapddelypa pe 1o Unity3d T1o

object 1 10 ameikoviCel pe péoo 6po 49,95 fps evw TO POVTEAO pE TTIO PIKPR avaAuon €xel

péoo 6po 59,29 fps.

4-1. Unity3d - Méoog Opog fps yia atreikévion HovTéAwyv pe Bdon TNV avdAuon Toug

Unity3d Vertices Triangles (faces) Size Méoog Opog (FPS)
Bunny Obj 1 35,947 69,451 5,901 KB 49,95
Bunny Obj 2 8,171 16,301 1,283 KB 59,29

Vertices: 35947
Faces: 69451
WG

Object 1 (Vertices 35.957, Triangles
69.451)

Current Mesh: bun_zipper
Vertices: 8171 (44118)
Faces: 16301 (85752)

Object 2 ( Vertices 8.171 , Triangles
16.301)
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4-1. Unity3d - F'pa@ikA rapdoTtaon pE Ta fps yia Ta duo povtéAa
Akoua peyaAuTepn Siagopd uttdpxel otnv atreikovion ue 1o LibGdx framework oxedov

50 fps diapopd peTau TOU POVTEAOU PE TNV TTIO UYNAR avaAuon Pe autold PE TNV TTIo

MIKPR.

4-2. Méoog Opog fps yia atmelkovion Twv JOVTEAWYV PE BAon TNV avdAuon Toug

LibGdx Vertices Triangles (faces) Size Méoog Opog (FPS)
Bunny Obj 1 35,947 69,451 5,901 KB 8,84
Bunny Obj 2 8,171 16,301 1,283 KB 33,49
Bunny Obj 3 1,889 3,851 289 KB 59,76
Bunny Obj 4 453 948 67 KB 59,78

Ta amroteAéouaTa ATav Ta avapevopeva 0IKG pe 1o LibGdx éxoupe pia kaBaph €ikova
600 €TTNPEAGlOUV TNV aTTOdoon O apIBUOS Twv TPIYWVWY KAl KOPUPWYV TTOU €XEl va
QTTEIKOVIOEI N OUOKEUN Pag. Ta avTikeipeva pe Aiya Tpiywva 61Twg 10 object 3 kai 4 £xouv
oxedov T1a idla fps. Oco o apiBPog peyaAwvel 1600 PeEIWVETAI N TaXUTNTA TTOU

QTTEIKOVICOVTAl TA JOVTEAQ.

4.2 Emodéoeig pe Bdaon ta Pixels

H Bewpeia eival katd mOco €va avTikeiyevo We TNV idla avaAuon aAAd Pe UIKPOTEPN

ETTIPAVEIQ UTTOPEI Va €xEl KAAUTEPN aTTOd0ON.
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O1 yeTpnoeig pag Ba pag BonbrAcouv va avtiAn@Boupe 1600 eTTNPeddeTal N ardédo0n e

TO va PeyeBUvVouPE i va HIKPUVOUME Ta avTikeipeva (Zoom in Zoom out). H cuokeun

Xpnoiyotroigi TepiocodTepa ) Aiyétepa pixel.

a2

a0
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Extra

Large (z= -

5f)

Large (z=-
1f)

Meduim Small (z=
[z=-1.5f)

2f)

Extra
Small (z=-
2 5f)

Average Object 1

— fyerage Object 2

4-2. Unity3d - M'pa@ikA rapdoTtaon pe 1o Méoo Opo avd ardéoTaon ToOU AavTIKEINEVOU

4-3. Unity 3d - AvaAuTik6g mivdkag pe To Méoo ‘Opo avd aréoTaon Tou aVTIKEINEVOU

Unity3d Extra Large [ Large Meduim Small Extra Small
(z= -.5f) (z=-1f) (z=-1.5f) (z=-2f) (z=-2.5f)

Average 50,07 50,38 49,70 49,87 49,73

Object 1

Average 59,25 59,05 59,25 59,295 59,55

Object 2




70
&0
50
40 — Ayerage Objectl
30 Average Object2
30 Average Object3
Average Objectd
10 A
D T T T T 1
Extra Large (z=- Meduim Small (z=- Estra
Large (z=- 1f) (z=-1.5f) 2f) small (z=-
5f) 2 5f)
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4-3. LibGdx - INpa@iki rapdotaon pe 1o Méoo ‘Opo avd aréoTaon ToOU AVTIKEIJEVOU

4-4. LibGdx - AvaAuTikOg mivdkag e To Méoo Opo avd amréoTaoT TOU AVTIKEIHEVOU

LibGdx Extra Large | Large Meduim Small Extra Small
(z= -.5f) (z=-1f) (z=-1.5f) (z=-2f) (z=-2.5f)

Average 8,87 8,84 8,85 8,83 8,82
Objectl

Average 33,35 33,56 33,54 33,43 33,58
Object2

Average 59,77 59,72 59,75 59,73 59,83
Object3

Average 59,81 59,87 59,68 59,83 59,73
Object4

O1wg @aiveTal atrd TIG IO TTAVW WETPAOEIS OEV QaiveTal va eTTNPEAlEl 0€ PeydAo Babuo,

gival HIKPEG o1 DIAPOPEG TTOU PTTOPOUV va 0@eiAovTal aTTd AAAEG EQAPPOYEG TTOU TPEXOUV

OTO TTEPIBWPIO OTNV KIVNTH CUOKEUNR. EIBIKA JE TIG YPAPIKES TTAPACTACEIG O YPOAUUES TTOU

oxnuartiCovTal gival oxedov eubeicg.
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4.3 ApIOUOG PWTEIVWYV TTHYWV

20hQwva Pe TIG PETPAOEIG TTOU KAvaue Pe 1o Unity3dd dev uttdpxel diagopd Pe Tov
QPIBUOV TWV QWTEIVWV TINYWV autd TIPETTEl va OQEiAeTal Ot PBEATIOTOTIOINCEIC TOU
Unity3d. 210 LibGdx framework 6pwg €xel Tpopepr) didgopa atnv atrdédoaon.

4-5. Méoog Opog ATTEIKOVIONG HE SI0QPOPETIKO APIONO QWTEIVWV TTHYWV

Unity 3d LibGdx

Average Average |Average Average Average Average
Light Sources Obj1  Obj2 Obj 1 Obj 2 Obj 3 Obj 4

1 4961 5923 [ 1779 7 5953 7 5983 7 5979

2. 50.41 925 [ 763 7 3233 7 s076 | 5978

3 4978 5928 [ 557 | 2358 | 5976 | 5980

4 5000 5936 | 437 7 1852 | 5969 | 5976

Omwg avapévape Tta avTikeipeva pe TTOANG Tpiywva O6TTwg Ta duo TTpwTa obj €xouv
TTOPATTAVW ETTIQAVEIEG KAl CUVETTAYETAI XPEIAdeTAl XPOVO YIa VO UTTOAOYIOEI TO XPWHA O€

OAeG.

70

60

o\
\ —0bj 1

40
\ ———0bj 2
30 \ Obj 3
20 ——0bj 4

0 T T T 1
Light Sources 1 Light Sources 2 Light Sources 3 Light Sources 4

4-4., Tpa@IK TAPACTACT ME HECO OPO ATTEIKOVIONG AVA QWTEIVA TThYRA

Me kdBe TrpooBnikn QwTeIvAG TTNYNG TTEPTEI n ammédoon Twv fps yia 1a duo peydAa

MOVTEAQ, evw e GAAa avTikeipeva (3, 4 ) dev uttdpxel aAAayr agou o apiBudg Twv
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Kopupwv Kal Twv Tpiywvwy (1.889 ,3.851) kai (453 , 948) avtioToixa cival YIKpOG Kai

oev eTNPEALEI TOV UTTOAOYIOHO.

2aV CUPTTEPACHA O ApPIBUOS TV QWTEIVWDV TTNYWV £TTNEEAEI TNV aTtddoon avdaAioya aTrd
TNV TTOAUTTAOKOTNTA TWV POVTEAWV HPAG. Z€ PIKPA POVTEAQ N TTPOCOOQPAIPETN PWTEIVWIV
TTNYWYV TTEPVA atmapaTtrenTn evw av doUuue amd To TTAapAdElyuUa PJag To HovTéAo pe 8.171
Kopu®Eg kal 16.301 Tpiywva (object 2) atrd 59,53 fps TTou €xel HE PIA QWTEIVE TTNYA

mépTel ota 32,33 fps, 27,2 fps diagopd.

4.4 ToAAATTAG avTIKEIMEVO

O1rwg avapéveral o apliBPOg TwV AvTIKEINEVWY ETTNPEALEI TNV aTTOdO0N TNG aTTEIKOVIONG,
emiong mpocBeoa Kal dUo povTéAa TTou pag éoTelhav atrd Tnv A.R.M.E.S. 1TToU €xouv
31042 kopupég, 27809 Tpiywva Kal 28466 KOpupég, 25767 Tpiywva avTtioToixa. Autd Ta

MOVTEAQ QVTITTPOOWTTEUOUV OAYMATA ATTO TTPAYUATIKA EEQAPTAMATA.

Current Mesh: ELBOW_75.abj

ELBOW_75

4-5. MovtéAa ammé Tnv A.R.M.E.S.
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4-6. Mey€0On Twv HOVTEAWV

Vertices Triangles (faces) Size
Bunny Obj 1 35,947 69,451 5,901 KB
Bunny Obj 2 8,171 16,301 1,283 KB
TEE_75 31,042 27,809 15,4MB
ELBOW_75 28,466 25,767 16,5MB

56.07 Time 17.23391 t Average FPS: 14.55 Time 68.7

Development Build

Development Build

4-6. Atreikovion TTOAAATTAWY HOVTEAWYV




4-7. AtroteAéopata atreIkOvVIong TTOAAATTAWY HOVTEAWV
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Number of Bunny Object 1 | Bunny Object 2 | TEE_75 ELBOW_75
Objects

1 49,61 59,26 42,65 47,35
2 27,3 58,72 22,39 25,03
3 19,33 58,07 15,09 16,82
4 14,55 58,04 11,45 12,68

Omtwg @aivetalr ye Ta amoTeAéopata oxedov dev etmnpeadel Tnv amédoon otav agopd

MOVTEAQ E TTOIO MIKPR) avAAUCH KAl ONUAVTIKY JEiwan 6oov apopd TTIo HEYAAD HOVTEAQ.

70

60
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40

30

20
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0

\ =—=Bunny Object 1

\\ Bunny Object 2

——ELBOW_75

1 2 3 4

4-7. Fpa@Ikf TTapdoTaon PE Ta ATTOTEAECUATA TG ATTEIKOVIONG HE TTOAAATTAG povTéAa

AuTO pe 0dAYNOE va CUveEXiow TIG PETPNOEIG PE TO DEUTEPO MOVTEAO TTOU Eival oxXEDOV

TEOOEPIG POPEG TTIO PIKPO ATTO TO TTPWTO PoVTEAO. A va atmaviiow oTnv £pwTnon av

£Xel KAAUTEPN a1TOd00N HUE £va PJEYAAO JOVTEAO ) JE TTOAAG pIKPG

Vertices Triangles (faces) Size
Bunny Obj 1 35,947 69,451 5,901 KB
Bunny Obj 2 8,171 16,301 1,283 KB
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4-8. ATroTeEAéOATA ATTEIKOVIONG TTOAAATTAWY MOVTEAWYV -
Object 2

Number Bunny
of Vertices Triangles Object
Objects 2
1 8.171 16.301 | 59,26
2 16.342 32.602 | 58,72
3 24.513 48.903 | 58,07
4 32.684 65.204 | 58,04
5 40.855 81.505 | 49,76
6 49.026 97.806 | 41,58
7 57.197 114.107 | 36,84
8 65.368 130.408 | 32,01
9 73.539 146.709 | 29,07
4-8. Atreik6vion 10 81.710 163.010 | 26,36

TTOAAATTAWY HOVTEAWY -
Object 2
Omwg @aivetal kal amo TNV YPAQIKN

70

60

50

40

30

20

10

TTapdoTacn META amd  éva  apiBuo
MOVTEAWV EeKIVA Kal TTEQTEI ATTOTOMA N
atmmoédoon ™G armreikéviong. Av
OuyKkpivouge  TIG  aTTOdWOEIG  dUO
MOvTéEAwv Tou object 1 pe alvolo
71.894 kopu@ég pe  138.902 Ttpiywva
27,3fps ue TO avrioToixo Twv 9
MovTéAwv Tou object 2 pe 73.539 kai

146.709 110U £Y0UV 29,07 BAETTOUME OTI

EXOUV HIKPEG BIAPOPEG OTNV aTTOd0CT TTOU CUVETTAYETAI OTI HEYOAUTEPO POAO TTaI(OUV TO

OUVOAO TWV TPIYWVWYV KAl TWV KOPUPES TTAPA 0 ApIBPOS TwV HOVTEAWY

4-9. F'pa@ikn TTapdoTaon ATEIKOVIONS TTOAAATTAWY povTéEAWY - Object 2
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KepdAaio 5

5 Emauinuévn MNpaypaTtikéTnTa

2UPQWVA WE TIG HETPAOEIG PAG N a1Tddoon TNG ATTEIKOVIONG TTAVW OTO KIVNTO €ival ApKETA
KaAr, €dka pe 1o Unity3d. Twpa Ba dolpe mOCO KAAG uTTOpEi va XEIpIoTEl TNV
ETTAUENUEVN TTPAYHATIKOTNTA, TOOO GTNV avayvwpion Twv dIdeopwyv onueiwv (TTAaiola

€IKOVEG) 600 Kal 0TV atrddoon Je Ta Kapé avd deuTepOAeTTTO fps.

To epyaAcio TTou Ba XPNOIYOTTOIRCW YIA TIG YETPACEIS KAl TV €QAPUOYI Hou gival To

Qualcomm Vuforia [11]

5.1 Qualcomm Vuforia [11]

O Kkupiwg Aéyog o otroiog BIAAEEa TNV CUYKEKPIPEVN €QAPPOYA €ival €TTEId PTTOPED va
xpnoigotroinBei 1600 wg plugin oto Unity aAAG kai ammdé poévo tou wg SDK péow g
Eclipse. Emiong oou divel v duvartotnta va onuioupyrnoelg trackers kalr va

XPNOIUOTIOINCEIG €iTE €IKOVEG A TTAGIOIQ.

Tapadeiypara atrd TAdioia

e i oy t yo—py i v i v .E ihape Tarzet: dhls
\ A f : 3

5-1. Napadeiypara améd trackers



5.2 Merpnioeig pe o Qualcomm Vuforia
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Zav TTPWTO PEPOG XPNOIMOTIoINCa TNV €IKOVA TTOU TTAPEXEl TO TTAPAdEIYUa Kal Ta duo

MovTéAa TTou pag éoTelde n A.R.M.E.S. Ta atroteAéoparta gival dkpwg evBappuvTIKG agou

£xel atrdédoon oxedov 30fps kal avayvwpilel TNV EIKOVA EUKOAQ ATTO dIAPOPES YWVIEG.

Vertices Triangles (faces) Size
TEE_75 31,042 27,809 15,4MB
ELBOW_75 28,466 25,767 16,5MB
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5-2. Eikoveg amrd 1o AR Qualcomm Vuforia ye Ta Suo povrtéda tng A.R.M.E.S.

5.3 Emaugnuévn TpaydaTIKOTNTA ME TTAAIOIA

Omwg mpoavagépaue 10 vuforia utrooTtnpilel kai TTAaicla. 2Tnv e@apuoyry uag Ba
TIPOTIMAOOUYE Ta TTAQICIA yIO va WPTTOPEI va XpnoigoTroindei kai yia Blopnyxavikoug
okoTroUg. Eival Tmo €UKOAO va TUTTWOEIG KATTOIO TTAQIoIa TTapd va TTPETTEl VA TUTTWOEIG
€IKOVEG oI oTToiEG Ba TTPETTEl va £Xouv avTiBeon (image contrass) €101 WOTE va UTTOPOUV
va avayvwpioTouv.

Emiong pmopei va xpnoiyotroinoeig o€ SIoQOoPETIKA PEYEDN, N EQAPPOYN MAG TTPOCPEPEI

Tavw atré 500 TAgioia Kal uTTopoUuE va dNPIOUPYHOOUHE Kal EUEIG.
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Zav TTPWTO TECT TUTTWOA UEPIKA TTACiOIa, £0W BAETTOUME Ta TTAQiCIO O OUYKPIOT ME €va

vOuIioua Tov 20 Zevr.

5-3. Aokipég Tou AR e TTAdiola
Eival apketd kaArn n avixveuon Twv TTAQICiwY Kal TUTTWOG aKOPA TTI0 JIKPA TTAaiolia €dw
otnv eikéva oe ouykpion e 20 Zevr. Ze autd 1o TTapdadeiypa Oev £xel TG00 KOAR

avixveuon Kal e¢apTaTal atd Tov QWTIoUS Kal TTO00 oTaBepr) gival N KAPepa

5-4. Aokipég Tou AR og Trio JIKPd TTAaicia



KepaAaio 6

6 MAotiki E@apuoyn

v X

Model N o2

FPS: 30.31
v

6-1. AOKIMOOTIKN £QapHOYN

40

Anpioupyfioape Hia QOKIUAOTIKNA
EQApPUOY WG TIPOOOMOIWON  TNG
€EQApPOYNG TOU Ba  TTPOCPEPEl N

A.R.M.E.S.

O1wg @aivetal Kai oTn €IkOva 6-1 n
epapuoyn Ba Acitolpya pe TTAaiola oTa
otroia Ba TTPoGOETEl Ta PHOVTEAQ TTOU

GVTI'ITpOO'(.O'ITEUOUV.

Ta mAaiola Ba gival KOAAnuéva o€ €va
€UdIGKPITO Onueio  Tavw oTo KABe
avTiKEiyevo,  €ivar  onuavtiké  va
@aiveTal OAO TO TTACICIO DIAPOPETIKA O
avTifeTn TrEPiTITWON dgv Ba uUTTOPEi Va

TO avixveuon.

MpooBéoaue Kkal KATTOIEG POCIKEG E€TMAOYEG YIO VA TO KAVOUPE OCO TTIO KOVT& oTnv

TTPAYHATIKF EQApHOYN
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H epappoyn €xel oTo TTvw PEPOG TNG EIKOVAG TO GVOUA TOU JOVTEAOU TTOU YUPEUOUUE KOl
OuOo ETTIAOYEG, va KAEIOEl N €QapuUOyn Kal YEVIKEG TTANPOPOPIEG WE €va KEiuevo va

euaviceTal he odnyieg.

Model No 2

270 KATW PEPOG TNG EQPAPUOYNAG
SeixVEl TO HOVTENO TTOU TTPETTE! VA
Hover the phone over the il
frame m#rKer that is on [t
top of model 2

TTponyoupeva n ETTOPEVA

MOVTEAQ.

¥ SN FPS: 26.28

6-2. Baoikég eMIAOYEG TG EQAPHOYAS

Ta povtéAa padi pue Tnv emauénuévn TpayuaTikéTnTa atreikovi¢ovral oxedov e 30 fps

TTOU €ival eEAIPETIKA BETIKO.

6.1 MovTéAa pe TouBAdkia bildo

MNa va KAVoUpE TTI0 PEQAIOTIK TV EQAPUOYT Hag dnuIoUpynaa dUo POVTEAQ TTOU TTRETTE
va dnuioupynBouv pe Tnv BoARBeia TNG EQApPUOYNG Hag. ZTnv B€on Twv egapTnudTwy Ba
uttdpyouv Ta TouBAdkia TTou Ba Toug TOTTOBETHCW aTTd €va TTAaiclo. H epappoyn TTPETTEl

va Jou OgiXVel TTOI0 Eival TO ETTOUEVO KOUMATI KAl TTWG Ba TTPETTEI va TO EVWOW. ZTO TEAOG
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Ba deixvoupe OAOKANPWHEVO TO POVTEAO YIO VA PTTOPEIG VO TO OUYKPIVEIG JE TO PHOVTEAO

TToU dNuIoUPYNOEG.

Select Model to Design

6-3. MovtéAo No 1 ! "

21NV apyIkf oknvh epgavifovral Ta duo PovTEAa Kail n TpIodidoTaTn ateikévion Toug. O
XPNOTNG €TTIAEyEl  TTOI0 ATTO TA BUO POVTEAA Tou TTapadeiyuatog BEAEI va dnuUIoOUPYAOEL.
Ta povréAa eival apkeTd oTTAd Kal O KUPIOG OKOTTOG TOug €ival yia va OoUue Tnv

diadikaaia NG dnuioupyiag

2TNV KAVOVIKN €@apuoyr Aoyikd Ba uttdpxel KATTOIO €i00G PevoU HE ETTIAOYEG PE T
MOVTEAQ TTOU TTPETTEI VA CUVOPHOAOYACEIG.

6-5. ApXIKi} OKNVA TNG EQAPHOYNG

270 TTAPAdEIypa €TTEAEEQ va dNUIOUPYACW TO TTPWTO POVTEAO, CUPQUWVA WE TIG 0dnyieg

TTOU @aivovTal oTnVv €IKOva 6-6 deiXvel TO OXAMO TOU QVTIKEIMEVOU TTOU TTPETTEI va BPEl O
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XPNOTNG YIa va EEKIVAOEI TNV KOTOOKEUN TOU POVTEAOU. ZTnVv €IKOva 6-7 BAETTOUME TNV

avayvwpIion TOU QVTIKEIMEVOU E TO AvTiOTOIXO TTAQICIO

Part No 1 n E ?

LE2AIE mar K8 tha 1Sy
top of model 1
the basis of the Design

Y SIEPS: 30.92 FPS: 24.50 ﬁ,
e N~ = B
6-6. Odnyieg yia TO TTPWTO KOUHATI TOU 6-7. To TTPWTO KOMUATI TOU JOVTEAOU

HovTéAou

21NV ouvéxela POAIG avayvwpioel N €QApPoyR TO QVTIKEINEVO TOTE O XPrOTNG Ccuvexilel
OoTO €TTOPEVO POVTENO, BAETTEI TIG 0BnYieg yia To OeUTEPO AVTIKEIMEVO €IkOva 6-8 yia TO
TTWG Ba evwoouv Ta dUo KOUUATIA. AvIXVEUEI TO KOPPATI CUVAPUOAOYED Ta OUO KOUMPATIO
Kal ouveyicel yia Ta eTTOpEVA 3 KOPPATIA. ZTO TEAOG TNG EQAPMOYNG €IKOVA 6-10 BAETTEN pIa

TPIOSIGOTATN ATTEIKOVION TOU OAOKANPWUHEVOU HLOVTEAOU KOl TO OUYKPIVEl JE auTd TTOU

Onuiolpynoe.




Part No 2

El[v] X

Hover the phone over the

frame marker that is on
top of model 2

/‘mmcct above the basis of

F V

6-8. Odnyieg yia 1o TTwg 0a
EVWOEIG TO SEUTEPO KOUMATI

Part Noa

P Sl FPS: 23.66 o
- B

6-9. To 3eUTEPO KOMMATI TOU
HovTéAou

END Model 1
=

6-10. TéAog TNG EQpapuOYNng
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KepdAaio 7

7 ZUpTTEPACHOATA

7.1 EpeuvnTtiki MNpooéyyion

O o16x0¢6 TNG £peuvag gival TTwWG 0 ocuvduaouodg TNG Kavouplag TEXVOAOYIaG OTIC KIVATEG
OUOKEUEG  padi pe v TeEXvoAoyia  emaugnuévng  TTPAYMATIKOTNTAG MTTOPEl  va

XpnolpoTroinBei atnv Biounxavia.

2UMQWVA Kal PE TIG METPNOEIG 0TO KEPAAAIO 4 TO KIVNTO €XEl APKETA KOAEG ETTIOOCEIG KAl
MTTOPEI va atTelkovioel TTOAUTTAOKA avTIKeipeva. H atrédoon evog povtéAou eTTnpeddeTal
atrd TIG QWTEIVEG TTNYEG KAl TNV TTOAUTTAOKOTATA TTapd YE TO PEyEBOG Tou. AKSua TTIO
evolaPEPOV €ival OTI éva TTOAUTTAOKO POVTEAO €XEl TTEPITTOU TNV id1a atrddoon Pe TTOAAG

MOVTEAQ [E TTIO MIKPT) avaAuon.

Ocoov agopd TNV emmauénuévn TTPAYMOTIKOTNTA €ival apKeTd KaA n amdédoon Kal n
avayvwplion Twv TTAaigiwv. YTTapxel MIKPO TTPORANUA YE TOV QWTIOPO €AV gival OKOTEIVO
10 TEPIBAAAOV dev avayvwpilel ye Tnv idla eukoAia Ta TTAaioia. MNa va BeEATIVOW aUTO

TPocBeoa kai 1o flash.

Me tnv dnuioupyia piag SOKIYAOTIKAG €@appoyng Borbnoe otnv katavonon OTO TTWG
MTTOPEl pIa e@apuoyr va xpnoigotroinBei yia T ouvtpnon Kai BeATioTotroinon Tng

AEITOUPYIKOTNTAG TWV UNXavNUATwy. Tnv wpa 1oy Ba ouvapuoAoyei TO HOVTEAO PTTOPEI
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va BAETTEl YEOO TOU KIvNTOU AV XPNOIPOTIOIEI TO OWOTA POVTEAA KAl TTWG TTPETTEl VA TA
ouvapuoAoynoel. H amédoaon 6cov apdpa Ta Kapé avda SEUTEPOAETTTO €ival APKETA KAAEG.
‘Eva amdé 1a TmpoPAAuata Tou Ba TrpéTrel va AUoouv 600l acxoAnbouv pe Tnv
ETTAUENUEVN TTPAYUATIKOTNTA €ival OTI N epappoyn €xel HeydAn katavaAwon 6co agdpa
TNV UTTaTapia Tou KivatoUu. Katd tnv SIdpKeIa TTou ETPEXE N TTIAOTIKA £@apuoyr uttipée

MEYAAN KATAVAAWOEL.

7.2 MeAAOVTIKA £épEuva

O1 dokKIPEG TTOU €Kava ATAV OTTITI JOU O€ €va APKETA QWTEIVO TTEPIBAAAOV PE Aiya JOVTEAQ
XWPIGC KUPTEG ETTIQPAVEIEG. Zav OUVEXEId Ba TTPETTEl va EQAPPOCOUNE Ta TTAdIOIO O€
aAnBivad povtéAa kai va 1o Ookiydoouue o€ OAnBivéG OUVOAKES ME HIav TTIAOTIKN
epapuoyn He aAnBivéc odnyieg kai povréda. ‘Etol wote va dolpe tnv amédoon o€

TIPAYHOTIKEG OUVONKEG Kal Ta OXOAIA TwV UTTOAARAWV.

Oa ATav kKaAd va dokiydoouue TNV dnuioupyia QAPPOYAG HE DIAPOPETIKA pyaAsia yia
va Ouykpivoupe TIG attodwoelg. Etriong Ba TTpéTrel va KAVOUPE OUYKPIOEIG KOl HE

OIAPOPETIKA POVTEAQ KIVATWYV YIA VO doUue TTéon dlagopd UTTAPXE! OTIG ATTOBOCEIG.
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BEE
PROMOTIONS NEWS ABOUT SAMSUNG DEALER LOCATOR l\‘lG—lpRODUCT REGISTRATION © ¢C

TECH SPECS

Home Mobile Devices Smartphones Android OS

Galaxy S 1l

GT-19100 657 REVIEWS

OVERVIEW FEATURES

Bullet View Table View

Platform
Band

Network&Data

Operation System

CPU
CPU Type
CPU Clock Rate

CPU

Regional Availability

Regional Availability

Design

Form Factor

Physical Specification

Dimension (HXWxD)

Search
66. 1mm (W) ; Print-friendly
weet 2 Like 26 WHERE TO BUY
GALLERY SORIES SUPPORT
125.3mm (H)

SAR Information .
3G Band 850MHz, 900MHz, 1900MHz, 2100MHz
EDGE 850MHz, 900MHz, 1800MHz, 1900MHz
3G HSPA+ 21 (UP)/ 5.76 (DL)

Android 2.3 (Gingerbread)

Arm Cortex A9 Dual Core Processor
Dual core processor

Arm Cortex A9 Dual Core Processor

Global

Full touch bar

66.1x 125.3 x 8.49mm (1)


http://www.samsung.com/uk/consumer/mobile-devices/smartphones/andro.../

1of4

Weight

Display

External

PRODUCTS

1169

Technology
Resolution
Size

Color Depth

BUSINESS SAMSUNG APPS SUPPORT LONDON 2012

Super AMOLED Plus
800 x 480
4.27"

16M
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Battery

Standard Capacity 1650mAh
Talk Time Up to 1100min (2G), up to 520min (3G), up to 220min (VT Call)
Stand-by Time Up to 710HTr (2G), up to 610Hr (3G)

Camera

Camera Resolution 8MP

Digital/Optical Zoom Digital zoom

Flash LED Flash

Auto Focus Auto Focus

Shot Mode Single Shot, Beauty Shot, Smile Shot, Panorama Shot, Action Shot, Cartoon Shot

Photo Effects Negative, Greyscale, Sepia

White Balance Auto, Daylight, Cloudy, Incandescent, Fluorescent

ISO Auto, 100, 200, 400, 800

Image Format JPEG

Video

Resolution 8M (3264 x 2448), 6.5M ( 3264 x 1968), 7M (3072 x 2304), 5.7M (3072 x 1856), 5M (2560 x 1920), 4M (2560 x 1536), 3.2M (2048 x
1536), 2.4M (2048 x 1232), 2M (1600 x 1200), 1.5M (1600 x 960), 0.4M (800 x 480), 0.3M (640 x 480)

Frame Rate 30fps

Video Player Yes

Video Recording Yes

Video Editor Yes

Video Streaming Yes

Video Telephony Yes

Input Device Touch screen

Camera(2ed)

Camera Resolution 2M

Music&Sound

Music  Player Yes

Poly Ringtone 64

MP3 Ringtone Yes

DRM OMAP DRM 1.0 Full

Music Library Yes

Fun&Entertainment

FM Radio Yes

FM Radio RDS Yes

Business&Office
Document Viewer Yes
Mobile Printing Yes

Offline Mode Yes
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Messaging
SMS/EMS/MMS
Predictive Text Input T9
vCard/vCalendar

Instant Messaging

Connectivity
Bluetooth

UsB

USB Mass Storage
Internet HTML Browser
SyncML (DS) Support
SyncML (DM) Support
WiFi

AGPS

TV-Output

Bluetooth Profiles

PC Sync Application

Memory

User Memory

SMS

Phone Book Entries
External Memory

Nand Memory

Samsung Galaxy S2 (S 1) - SAMSUNG UK - TECH SPECS

Yes

Yes

Yes

G Talk

BT 3.0 + HS

USB 2.0

Yes

Android Browser

Yes

Yes

54
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802.11a/g/b/gn(2.4GHz/ 5GHz), WiFi Direct

Yes

MHL

GAP, SSP, SDAP, HSP, HFP, A2DP, SAP, OPP, PBAT, MAP, AVRCP, HID

Samsung Kies, Kies Air

16GB

Up to available memoryYes
Up to available memory
MicroSD (upto 32GB)

16GB

Personal Information Management

Calendar
Scheduler
To do list
Clock
Worldtime
Alarm
Calculator

Stop Watch

Call Function
Caller ID

Speaker Phone

OMA

OMA Data Synchronization

OMA Device Management

Yes

Yes

Yes

Yes

Yes

Yes

Yes

Yes

Yes

Yes

Yes

Yes
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Further Information

Mobile Tracker

Yes

Samsung Galaxy S2 (S 1) - SAMSUNG UK - TECH SPECS

30f4

Touch Screen

Extra Feature

Extra Feature

C Type
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1080p Recording / Playing, Social Hub, Music Hub, Readers Hub, Game Hub

(1) The 8.49mm measurement applies to the majority of the phone; some protruding parts of the phone have a thickness of up to 9.89mm

Who We Are

About Samsung
Careers

Sustainability

News

Affiliated Companies

Investor Relations

UK / English

Business Samsung Mobile Apps Privacy Legal Sitemap

What We Make

Mobile Devices

Mobile Phones
Smartphones
Galaxy Note
Tablets

Print Solutions

Colour Printers
Mono Printers
Faxes

Colour Multi-function
Printers
Mono Multi-function
Printers

Supplies & Options

TV / Audio / Video

Televisions

Home Entertainment
Blu-ray Players
DVD

Set-Top Box

MP3 Digital Audio

Home Appliances

Refrigeration
Laundry
Vacuum Cleaners

Microwaves
Ovens

Cooker Hobs

Cooker Hoods
Air Conditioning

View low bandwidth version

Camera / Camcorder

NX System
Compact Cameras

Camcorders

Memory / Storage
SSD

Memory Cards
HDD

ODD

Notebooks / Display

Notebook Computers
Monitors

Professional LFD
Displays

Accessories

Mobile Phone
Accessories

Tablet Accessories

TV /| AV Accessories

NX Accessories
NX Lenses

Compact Accessories

PC Accessories

Email a Friend Print-friendly

How can we help you?

Find product support
Get downloads

How-to Guides
Articles

Contact us

Accessibility Help

Search

FEEDBACK

Copyright © 1995-2012 SAMSUNG All rights reserved.
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GLBenchmark

Home Community

Results database | Latest results | Unprocessed results

Results

Software Services
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GLBenchmark Community: You are not logged in

| Login | Register | View other Members

Your device is missing? Download your benchmarks and start testing now!

Looking for Java ME benchmarks? Visit

|  All results of Samsung GT-i9100 Galaxy S2 | Compare

Samsung GT-i9100 Galaxy S2 performance

GLBenchmark Team Tested

GLBenchmark 1.1

High performance mobile benchmark for OpenGL ES 1.1 environment

Overall performance

Top | Average | Median
3D Rendering Quality

3D Rendering Quality: Bilinear Filter :

3D Rendering Quality: Perspective Correction

3D Rendering Quality: Sub Pixel Precision :
3D Rendering Quality: Trilinear Filter :

3D Rendering Quality: Z-buffer Precision :

Triangle Throughput
Triangles: Flat Shaded + Color 1.1 :

Triangles: Smooth Shaded + Color 1.1 :
Triangles: Textured 1.1 :

Triangles: Textured + Color 1.1 :

Fill Rate

Fill Rate: Multi-Textured 1.1 :

Fill Rate: Single-textured 1.1 :

Lighting

Lights: Ambientx 1 1.1:
Lights: Omnix11.1:
Lights: Parallel x 1 1.1 :
Lights: Parallel x21.1 :
Lights: Parallel x4 1.1 :
Lights: Parallel x 8 1.1 :

Lights: Spotx11.1:

Texture Sizes

Texture Size: 1024x1024 1.1 :
Texture Size: 128x128 1.1 :
Texture Size: 256x256 1.1 :
Texture Size: 512x512 1.1 :

Texture Size: 64x64 1.1 :

Texture Filters

Texture Filter: LINEAR 1.1 :

Texture Filter: LINEAR_MIPMAP_LINEAR 1.1
Texture Filter: LINEAR_MIPMAP_NEAREST
11:

Texture Filter: NEAREST 1.1 :

Texture Filtter: NEAREST_MIPMAP_LINEAR

Texture Filter: NEAREST_MIPMAP_NEAREST
11:

Swapbuffer Speed
Swapbuffer speed :

Low Level 3D

GLBenchmark 2.1 P

GL

Community Uploads

Environment

97% (Success)

' ho% (,Success)

| aBZi(S’uccess)
YV

| aeg (Success)

| ‘ioo/o*(l:;il 1)

Yo
Yokok

o o

Yoo
Yok
Yoo
Yok
Yoo

Yok
Yodkoo
Yoo
Yok
Yok

Yok

9125 kTriangles/s (55.8 Fps)
9148 kTriangles/s (56.0 Fps)
8305 kTriangles/s (50.8 Fps)

8055 kTriangles/s (49.3 Fps)

480383 kTexels/s (19.5 Fps)

506194 kTexels/s (41.2 Fps)

5007 kTriangles/s (30.6 Fps)
5274 kTriangles/s (32.3 Fps)
5130 kTriangles/s (31.4 Fps)
2121 kTriangles/s (13.0 Fps)
1196 kTriangles/s (7.3 Fps)
678 kTriangles/s (4.1 Fps)

3491 kTriangles/s (21.4 Fps)

7711 KTriangles/s (47.2 Fps)
8840 kTriangles/s (54.1 Fps)
8684 kTriangles/s (53.1 Fps)
8160 kTriangles/s (49.9 Fps)

9077 kTriangles/s (55.5 Fps)

8513 kTriangles/s (52.1 Fps)

8954 kTriangles/s (54.8 Fps)

8852 kTriangles/s (54.2 Fps)

8700 kTriangles/s (53.2 Fps)

9027 kTriangles/s (55.2 Fps)

9030 kTriangles/s (55.2 Fps)

598 (59.8 Fps)

EGL Environmep

Version: Latest (1.1.7) | All

WO 3 Uve Brondonst
O P GALAXY 5 18
Uncacked Cvert

About Us

Browse

Samsung GT-i9100 Galaxy S2 OK

Browse

anaa
Download GLBenchmark 2.1

Please note: you have to be a registered
GLBenchmark (or JBenchmark) Community
Member to use GLBenchmark Community
Edition. You can register here.
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Need more help? Don't hesitate and send your comments, questions and problems to help@glbenchmark.com.
GLBenchmark software, glbenchmark.com and all of its subdomains were developed by Kishonti Informatics Ltd. Copyright 2003-2012. All rights reserved.
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Samsung GT-i9100 Galaxy S2 performance

Unprocessed results |

GLBenchmark Team Tested
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Overall performance

Top | Average | Median

Array test

Array test: uniform array access :

Branching test

Branching test: balanced :
Branching test: fragment weighted :

Branching test: vertex weighted :

Common test

Common test: balanced :
Common test: fragment weighted :

Common test: vertex weighted :

Geometric test

Geometric test: balanced :
Geometric test: fragment weighted :

Geometric test: vertex weighted :

Exponential test

Exponential test: balanced :
Exponential test: fragment weighted :

Exponential test: vertex weighted :

Fill test

Fill test: warm-up :

For loop test

For loop test: balanced :
For loop test: fragment weighted :

For loop test: vertex weighted :

Triangle test

Triangle test: textured, fragment lit warm-up

Triangle test: textured, vertex lit warm-up :
Triangle test: textured warm-up :

Triangle test: warm-up :

Trigonometric test

Trigonometric test: balanced :
Trigonometric test: fragment weighted :

Trigonometric test: vertex weighted :

Swapbuffer Speed

GLBenchmark 2,1 "

Low Level 3D

* % % X% % 1** * %%

*i&
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GLBenchmark Community: You are not logged in | Login | Register | View other Members

Your device is missing? Download your benchmarks and start testing now!

Looking for Java ME benchmarks? Visit

Results Software Services About Us
All results of Samsung GT-i9100 Galaxy S2 | Compare
Browse
Community Uploads
Samsung GT-i9100 Galaxy S2 OK
Browse
Version: Latest (2.1.2) | All
GL Environment EGL Environment Information

System

7192 kVertex/s (54.8 Fps)

13883 kShader/s (26.9 Fps)
22043 kFragment/s (57.4 Fps)

4104 kVertex/s (31.2 Fps)

946 kShader/s (1.8 Fps)

Wanch & Uve Bomsonst
O v GALAXY S 1)
Uncacked [vert

3162 kFragment/s (8.2 Fps)

2362 kVertex/s (18.0 Fps)

790 kShader/s (1.5 Fps)
2794 kFragment/s (7.3 Fps)

1569 kVertex/s (11.9 Fps)

5364 kShader/s (10.4 Fps)
11281 kFragment/s (29.4 Fps)

3442 kVertex/s (26.2 Fps)

418569 kTexels/s

6388 kShader/s (12.4 Fps)
13551 kFragment/s (35.3 Fps)

2190 kVertex/s (16.7 Fps)

10350 KTriangles/s
10065 KTriangles/s
10759 kTriangles/s

13044 KTriangles/s

7802 kShader/s (15.1 Fps)
17144 kFragment/s (44.6 Fps)

1894 kVertex/s (14.4 Fps)
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