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Result of environment

prepared m = Amount of game objects,
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3D base model

FINISH A = First altered 3D model

B = Last altered 3D model

- Put along the basic 3D model the
[N L “ s MIovE S isplace the R L game objects with component
B o box collider and trigger enabled,
{y do it having as reference the
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Result of "n' 30 models altered

_ ) ) Fi g Preparation Process in Unity 3
Fi.gGeometry Alteration Processp in Sequence met hod.
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oper a tin g sSys tem was used. Scalpel 3D model Create a game object as child
in its hierarchy and add a
box collider component to it
UNITY 3D - PREPARATION PROCESS with its trigger enabled
START A
\ \‘.
l Put in the scalpel's new child, a
v o) i \ script as component, this script
- § must know the list of game
\ objects along the 3D model
'i\ and the animator controller
Put the basic and altered 3D \\_@
models in the same position
Basic and altered and deactivate the altered ones
3D models Result of incision using
Morph Target Animation
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[ FINISH
preparatio
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m = Amount of game objects,
it should be the same
L amount of altered 3D models
A = First altered 3D model 1 2 3 n2
nl = Amount of game objects
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collider and trigger enabled, do it equat ton
having as reference the first and last When scalpel's collider collides with
3D model altered each game object along the 3D
model, it sends a message to the
script to execute a portion of
FINISH BB animation that corresponds to it
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Put in the basic model an
animator controller component . . . . .
Fi ggFuhctionality Process in (Unity
u Ani mation method.
Duplicate the animation imported
with the 3D model and put it into
the animator controller
U+
Put animations events along the length of
animation, each animation event will activate
a portion of animation, the amount of them
should the same of "m", it is necessary for a
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a good incision effect
Fig FBr eparation Process in Unity 3D for Morph Target
Ani mation met hod.
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Figure 10 illustrates and summarizes the results of activati
by sequence method, Figure 11 illustrates and summarizes the
results of activation by morph target ani mation method, and
Figure 12 illustrates and sumnemadlzes tthhee arned smalttisonofanact it vatie
by apgl vtihe CG/ HLSL Programmi hae—mat hnd Sconunanca

met hod.

Fi g. Breparation Process in|Unit)y
Programming method.
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actions and the projection of t o
execut e and project. Regardin he
Activation by Sequence method
variabl es, this i s because t Fig. Punctionality Process ilnlynit
activating and deactivating o Programming method. | ean
instruction which is generate d to
ot her met hods i ke Mor ph Targ Y
sending collision information t hat
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