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Mdolu, Ao FEEE 7HFEA, Jeidl ¢ BEkeA Lol
N AAZEe 2 AbgAte] o HbgEHEA RAAE 3x9F 1Y
714S 23l Web 3D TechnologyE ¢l &3iA 71&S HAESR ¢
z29 29 olnAE2T oA Al 8435 7HEEA 7t 3

o,
T o
1o
off
02
i
i
oN,
24;
=)
0
OF
ol
o
=
ruld
9
oo
__er_r‘
%
i
o
S
-

_9_



oke] 1H3E F3l, Web 3D 7]&°] A diF3sE UG,
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£5 & § fastdn 28 5 Qv HxE Web 3DEle 22 AHE
3k AL 199593 VRML (Virtual Reality Modeling Language) o] &
A wiReolct. stxut, £F3 FA L st=do] E AEH Ik T
£9 Fog g A8 HA X3 oy 20008 E FEH £
2 <JHlolES EFIE TA| F&8] Wt {3 U] AIFAHAU
3, olu A=A} AL CPUY ¥HE $3] Web 3D FHAZE Y
AEA £A 7] B A ES] Web 3Dl & =2A HAH. dF
o] HAolE 17t FHE ZFolot +d 7lERE 7IsE°] HA
CEHY 74 71&9 wd oz st PCAA 3] FAS B £ A
ZgZog ZFAAWEA, =] 5 ANt A1 ERA} AL EFS] AL
Halels FHS JAY Web 3DE 78 a3 Yoz 143}
Azt Aottt tlo] &3 3D AlY Eolet AlEHolA, AA}
AA e BopollA B AAE Holn e E3] Ha AAH okl
Me thekdt Adx9l 7jegor AES AR FHY T Q&
HkQLg R A AH|RFEAA AR E A Foltt. 7] FEE oA T
g3 Web 3DAALS B2 Al ALEAEH Lv|ASoA 3T
JAR 35 7t&53 AA F Rolth
[T7]&20] wrASHEA thakgt Holol HHD IT7|s0| AHEHo 4
Z olAE ITANYol FAAY e s AgwZ 3t k. 53] 2147
M2 35 WeE Z319 Alde @y 1T 3t e HHE 2

1)  VRML(Virtual Reality Modeling Language)< A JEF7]74
[SO(International Organization for Standardization) 2} I[EC(International
Electrotechnical Commission) oAl QEYAelA 3xY 288E HESHE
HF0 2 FUH U

2) IT71% [t Information Technology] : A3 A|AH fZof HQ3F
&8 . 23] & J|ed FES o2 AHFA £




gto] A& TAst Ut
QIE|Yl 71&7 459 AR FHPAAoZ RoAQA o|u]XFo] 3
g a#HFE o2& QEYAME HA RIAB2EN Y o] R4l
A 248 seEAY, @4 Zo] L ol W dFe §
o] 71 E 1% 7 njkH oz wAsy Y.
Web 3DE ALz} A XxAlolo] AT o] 7HsdtElE &% E, 7
o] AAH, A|BH oM Fo] RTFHE A|EA Hojd EHE L=
T U
¥ 29l Web 3D7]£2% VRML, Cult 3D, Pulse 3D F°| 12
2 SojAe Zeae] HQ ¢+ Blaxxun 3D, Shout 3D, JAVA
3D 59 7lgo] &L U,
oY AXEE TF A ol HMILETE 13 Yol & ®
2 w7 LA oo, Z+ A EolM Y sFAN EF I
Juttn & 4= k. FHErjse] F&3] wHsEA AR dE=
Hpo] e W ol AFZHQ AT delr F - Y] IR
Z ¥t £§ T3 At E il AR Bo|XABUS
2o ot H2Y HFEH 7ie 9 HE oy HAdE A&l
Mol x9S 33 o 5o 9 4L adHoR ATEE F U T
AAQ 7149 AL 7H5A dn ok A AHR JHEEAY
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g &0 1A w2 v FE & Zo] § FAojy ol Y2EE A
&9 Aoz BAY JMIEAS 9 dFY Jhsde 72 s <
Aol A2 ZFHE BE d Aog st Ut



2) Web 3D¢ &3

Web 3D 9B 2924 (Web Browser) “dolA 3xtg o|ulx], A
AAESo] AN FAEY uleA Y g3 HAgXE A&
Bt £ JAS] B3 A FollwrA ¢gu A AAIE 4
7 o] wrSo] QdgHog FZE AAd EUYPLEN AXlo] wizE
I3 9= AANY -2 4 JE Cyber Spaced] AAE &vidh=
Aol = AA9 FAH WEolA AFHY Bd $o08 Foi7t
g o Aoy AHAE A¥stn Uy oE ARE FuEE 7 YUe
Mz AAQ Holth dA FEHT Sle AU 7HFEA (Web
3D) 71428 d=glol9 YIEY A, 18 Real Time Streaming3d 7]
& 9] QJEY 7l&9 HHo® ¢ w23 oyt VR Worlds
g Adsa AT
Web 3D Interactive(A&#8&)E Web 3D 71&€3% 7H3d4d 7| =l
olo] 7FF 71 7lsolet & + UH.
2719 Web 3D & F2 AES YolA InteractivedtA &df, F=,
AN B F AEF 3 7|0 dFEIAUH.
3] MARPFA Alo|EoA 3D e—Catalogue
= g o2 FAsHA HAH.
B2 AES Yt FEHE A A
1} opu}el) 7} Navigations 3HAA 7S
7 oA A"E EE 3t WAool T

g olxqd %79 2 HIole Webd

Besuchen Sig unser Taam
in der yvirtual Comarena T

<13 3> olu}EL

3) Real:Time Streaming Protocol — AAIZtez2 $Aolv F3E % - 2= A13}7)
o183t Al ok u]z Real Networks(F progressive network) 2t Netscape
Communications’} &% 7H&¢3i3iH.

4) olulel(Avatar) — BA(HH) - FA(LH) L Fa= TE, Alojy FA
A22}o] Age A= ofjydo]ld FHEE S “eh]":l'.



& Aol AAsol 45EE FHAD
4 So| 2o WA Mesd 3Dz 2dg g A MZo| ulz
AAY, Bdstere] i THe AW Ao # B F AL &
A AAGT chekstA WBA 7= waoz WA s FAolh

(1) A5 3874 (Interactive)
o AbEAt o) 23 F5 87 GAo] 7153,
e VRML 95 oA A&t F99 A2 # 43 aE0] 7hs 3.

(2) gA3%sl| (Navigation)

e 12 7IWto2 39 A4 VRML €= W€ vlEdE ottt
d 5 At

e 1] Y& EAE viSUE EEAY oJFAA & FE UG-

e HTMLAA A Y Anchor®& %F3lo o2 VRMLEAIY HTMLE
ME ol FETh.

(3) VHUE B¢ OF FolAE s /B A" THo)
7hs8teh

(4) AAL] 4

o T#HFol} v ZE wiAlE $2i7t HAE Biuz = F™
of th3t HolElE nmlg Fu|siA FHY Fol ARG

e VRMLE =4 X3 ofA7](ASCID®Y FYZE(Unicode)?)

5) HTMLelA HAEU ojnxg tE Bz AZsFE e solsya
(Hyperlink) && °# (Anchor) &1 ¥,

6) ASCII — 19634 u]ZEZY3 (ASA) Yl & 2R u=9 BEF27L
g9t nUAEFEY 7108 AFEEPC) ) T A HAFHE TH2E X
2xlo] dA) ZAAeR da AMLE 2 St



groz AFgdd.
e VRMLS Ao digt dlolE & AAste didl ARe olFe &
AZd i3t ARE AR, (VRML Z27<Q0 7t AASA S
o ¢ Ago] 7hsd oW AAHAME B F A #®E AFS

|

AeA otA7] v FEZ Hol UR})

(5) 4AE 5 gAoz o] gon AT AM o ]
gtele] 2717t &},

3) Web 3D¢ FH @ #8El

(1) Web 3D8 FF

@ VRML (Virtual Reality Modeling Language)

e VRMLY &3

A elH 3DE FESE 7bF ZEe doldl VRMLEZ B4 4
Abd=o] R E ZHH L Web PageolA] 733t

VRMLE H{AE AT Fu|gl oju]z| g} & & nyo{gte] 3jo
By 3 @ HEngojg AFolx ol T3 3DE YT 4+ S
t}. VRML #94& wE7] A8 AR ETE ofvet VRML B4 &
uo chokdt ZAF oA o] 8- F UL

VRMLE 3719 €40 718 EFo wat 4358 7t &

7) Unicode—AlA| er—_‘;,L,] c}okst ﬁfﬂ 01013 AN HAE o3 ’“I.u}l
qz] 2 EHL LolstA 371 4% A"l A FUIE 247H
Aol & z]%'ﬁlr?] 93] 34,168712] 7/ R=EEAE G =], ol -"7‘]'
A =2 dojz ZAE EAEL BF X477 FE3H, HA|f C“131
71A] Qolz AAE EA (Ei%)”}zl.‘i AP 4+ A} AR ofF E¥H
2] g2 @ 714 o QoS F7187] Y7 Aol AW Foln.



A8 s Ao M2 F3F 3D EAE VM ES ¢ ¥ R4
2 A g3}t o] & VRML EAg FFHCE A HE 3D $82=E
22 AEFH A (APD® EAF Alolold 211G,

tjoks Web 3D 714 ¥ VRMLO| FE5%E olf & B2 °o]#&°] 3
2 A E FEE 5+ U

RH. VRMLE A ¥F 7|79 ISO(the International Organization

D)
O

for Standardization)®} IEC® (the International Electro—technical
Commission) ©llA QElUlAeA 3xd TdHES EH3c ET2E
Q%o Ut ¥XFE3 "oiE= Ao AdHo] JAR, FHS 47
th2 gAlA 71& o] APEHHeE A Tl 7Hed TF
291 7o} 7hsdithe ZolH.

= 227 FAE0] 9o ¥y VRMLREIEE 93 7les MY
g 4= 9ok @l AAeA AR 71ES Yo g wE Ve ¥
Abol o2l &o] AL & Utk 23y VRMLE o2 A8 w3 A
A 71£84e =¥at 1, Web 3D Consortiume $3HAM T,
A HT A

=4, Web 3D 71€<& Asrd A 2F7Y EHCE FEE T
olt}, 3t olulzE Mo g 3xkY oJu|AE WEE POl ©
2 s EAE AAZ 3xd Zafes A (RET
= Aot} AN AZAAHOZE ov|AE 7|Hte g It

Zoja 43 wolm AFsr: Hoh. AU Ao FIHoly =4

8) API(Application Program Interface) ; S8ZX 213 I Hoo|X
API:= 29AAY te ggxzaadA HIALTE & & UAEF HFH
eAFAY g2 Sexz g o8 nlg] A 58 method °|. API
= gAY 228 o)Az AR} AAHHCE g =HE
T8 AL QEHo| AU HEHF Qe Ho| A8l FEF zlo|7} UG,

9) ZA)A7]7149 43 (IEC: International Electro—technical Commission) :
25t B AuEAS} A7) 2 AAV)E @dAFok] dF FAE ol
ol ¥ye A, 1908 2=, o 507122 HEFS 7ML S+




X3D
(A4 AP

JAVA3D”
(Cult3D, Anfy3D, Shetit3D)

VRML 2.0

10y HAEE (3D.Miilti User)
Img
(VBF) |
199049 e — vy

<¥ 2> VRML?® 48

X3D (Core + VRMLS? Profile)
Interfaces, Open Source

ISO: VRMLS? X3D Extensions
I iS0O; VRMI.M

mmmmn;m

VRML Revision
Merge VRML97 & X3D

VRMLS7 Part 2FCD ©
EAl X30 Proties

I

VRMLS? Amendment 1 FCD *
MPEG4 « Maintenance

<¥ 3> VRML Road Map



= MaAsts g= ol o] U3, £3] EA(object) T AFE NLH
7] gEeo) AFHS ol TsE YAFHA FH(world) s EE
NF= WS E31A] %

AR, VRMLS Aslns 25 Web 3D7F HA Q22 3AE 73
o FolAAE QFFT AR LR olfE A ofF 17t HE
o] £oj7}tt VRMLE ¥7u AL + AE AANE F74H AwE0
A BEE & Ut

s valeAoA 3ad 2#8Y 2 (VR)E AAEE 2 A8 7}
217k 91k, zbzte] wuich AL YA 2 RAAAE ol WH
o] U ojHAY YE Be ujgo] Ex X ofd RS YT HAH
oz 2957 yFo sk R AA7E F27F A

22} VRMLE A3 ZAEY Qe 298 dojz w7y dAdvt
o)W =W xzgdo] glo|x WE 5 dx, TE AHgo] e A

S Wy 39S WwolEd 5 Ut

e VRMLY AF4-57 3 AA HF

VRMLE A3 stz 3D Ea9 AL Edsy] A d4d £
o]t} VRMLS <QEYl, ezt iz 24 Felo]AdE A A AHE-3t
7] 98 ALY} T3 VRMLS 3D 293 HEvtold] F¥<
s WA 3§ ¥oo] F 4 Ytk VRMLE Faa oA
AZ2td Bd, YEluge] Ao, 233 w&E3, § HolA
227 JMFAAS Bed AL E £ Qdth

VRMLE t}&3 e @32 UEAAL £ AES 2AHUS:

— A zto] Lo|3HAl Tk (AFA)
FEoz AMLHE o2 3D #d ¥WE VRML BHY2 M3
9 & AFNYP TZIWR ohlet VRML HU& TEX VAL
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A+ AE AFY Z2IH LS 7HEEHA #h

- FAo] 4EF . (2AA)
VRML AlA WelA F3< 3D £AE AMgstE 2T 7 U
TP ofyet MAHRO] TS ES R

— o] st es b (FFY)
VRMLOIA B&3] Aoz ¢ M2E 4 FH: 718 7
AEE F.

- 7859
chdgt A|AEoA o] e =S Tt

@ JAVA 3D

Java 3DE= 3a3+9 I# AR E AP AlAE JEHOIAE A ¥}
o AulAol2 3xtY 2 JEHAAHT fER FHE T T S
Al §ot.

o]ulA © 2 Direct3D, OpenGLE 7]&9 Ulo]gH glojH Y E Ab
g23le) FdEHY Scene Graphghe= High—Level Programming
FeatureE A| ¥ %o

Java 3D API¥ VRML#9] dXAF& 1ejdt] BASHIJ2ER, 7|&
Al sido] FA18ke, 3D APIS] Z8#lA, wl2xEE 7k VRMLY Xk
©, Yo st 1 olF % vt FAFEHCl B

Plug—Ino] ¥& gloy HLRols F3FASGHL & 5+ UAH



@ Image Based VR

Image Based VR 3D HIOIE|E o| &3t &= A 28 A
2 ImageZ o|&&th AbA ImageE o] &34 3D GraphicX¥d KO
A & VRS utSo] 27 3D Graphic Bt} System %31& 24
=7 Data A|&o] Lo]stAAE 3D Graphicol HAA &+ AAE
Eo] ¥ 4 9ty 71 FFHE = Panorama VR Object VR o] 3
=

e Panorama VR
Panorama VRS 7% A} olu|x& dFojy 7 FHE o83}
zZAAN SR A7 zt7] & XA B2 o Fe AR
o 3ol 2Rz ZEstE o] Qed AFFAO] dEn AR
S AFE3E) "&o] AAQ "M 435

HAA 2o]l1 Y= 3x49Y Panorama 7| Live Picture Plug—In
3} [PIX Plug—In, 283 Z81 & AMESHA e JAVA &R
B} 4] 2] Hot Media &°] At

o2 J|BAH o2 Zoom—in /Jout 715 ¥ 360% 3H7|s & ATt
o A7 EAU AL SE & UES HoUEE Web 3D
7140 A Fdo g Zo] o]&HI YT

o] Bolx 3D datolyse AJE uHYr] Rues FRVIVIE
ggate] RS o] o]Fojx| 7| Wi AIEH F AR
o] Fr|Egd FFuU 4A e Hxent 7lEe TFHEA = 7 5

30 off o



e Object VR

Object VRS &4 EAES A3 o] olgAa A AAS] 247
Ax e ARE FE= Aoz &4 360% F3 & & UL,

EXR HEO A5 2 & YEE A&l £ 5 A HETH.

Panorama VR A& 3 A2l oy Panorama VRO| REHO|HE

o] &3 sivlgls Eeisty B A 2 Object VRS ®HOIE

oo BHE HFY ELUE =87l HeT

: { i | towect sl BSG RSEVMTED B
| i i D] 4 T Pertert oeage W P sge BLIL:

'] " Ll
17 ! s0@y ABE GEMAY YN E

DLt omgE st v tn coered 0 RRLE SNBERRA i e E
o N e i DI - Sl SR ET] ad ek JtRAE
o S T et R AZERE AN WWUT

----------------------------------------------------

eyt FEFI TR LA FLL R L R D EL L LA R andbirdrsddd404+TY I--‘--*i-iHl‘lil".“f"#-ﬁ‘ﬂ‘il‘miili“‘-'--*iii‘i‘il‘lll'iIH'-

<1¥ 5> Object VR TFE Y& <19 6> WebidollA 7€
Object VR

@ X3D (eXtensible 3D)
X3DE oA e 3D FHEL g% A AYE EFEo|H. X3D
C oAAx AR =7 HApd A% ueeAsh 7 whe 3D



Application®lA Import ¥ Export 25 7| A Yo 7M=EE St
ax 7b5g ®Folth, X3DE VRMLE diAlstAw, dEs= VRML
Aelxol vleAsle] AL ATt dAe] VRML A==
2% 9o] BRE X3D HEt¢AdA HoE & AL HolH, A
VRML Applicationo]A 23 E49 & A& Aot

¥3D= VRML® @HAIE Agstm ot olo) dsixe ofF B&#3
Ay o] 9l7] Wi Aelx: ¢4As 389 Zojt X3D= BE
sl=stt ol= X3D7F &1 E&AQ 3D ofydold A¥7IE TUE
g Abgo] Zbsgolu, HAY AEY T AMY FF7|Te A
dat= g AHEE 4 QLE oujdith X3DE tFd =P APIE
a7 e, XMLL & € BIE$AYY FReY ©E
Application#¢] E&o] 44 ol#ad & Uk Akrk XMLz IA
3 dBo7 X3D= MPEG—-49 3D 7]+ A Y 7]=olt}.

(2) Web 3D &8Fo}

VR 7122 mojd dAAE 7utez w3 9 ¥R, 2, B3, %
TP AY, AMOCH 2dHSA)S tad Eopelx BEFolH,
slo} A 8 Abe] AEY EHo|AE F3 AL AFE R AELE FHIT
oz ggFolt

o1417) AAF AAH AUS duldts NdelA ALEHA SAS 7L
23 Q¥ VR 7|€L HF4AHQA 242 AL gl

O #3%
Aalo] WEHTA e £ uel FESHAL A AA BHA 3
A= 7158 AT



@ ¥R
Qe e E3A A AAY ZE AFEAA FF R ALl didA
Fpae $9g AT

@ L
Eatx 2t AHZoll} Aa(l: HAMNE Rgolu $8 4%
H5)E JHY ALEZ BF ¢ FE Qx, AT Ax KH

2, #9% B2ge v R F e T2IWS AT 7 3

@ A
AAHA AZEolY dA BEFY BFE dalA o5 =¥y
o] L} A|ZhgH] glo] QlEidloly CD-ROME ol 8, AH-a7h A3 7}

A wEse A3 $A¢ aRE AT & Aok

® I

HA) AlZo] ehll FQ ABojy A2 e 7leAA (HALA
) 71243 7MAEA 7] AFS FHA A Ul ALHeE ®
a8 2= 9t} ojx= zale] wEstuA s FA9d 1 942 Fad
st ARE wo AAET @47 QA AT 5 A

ol glol . We HololA] Web 3D 71€°] 851 U,
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3. Web 3D9 WdFo] 9 A%

1) Web 3D8 7€ &%

2= Web 3D 71¢ $32 ## VRMLEZ €3 <A Ud Web
3DEoFe] HFE 149 ojo] 24t & & U+ X3DE Hort= Al
oA me AP} o] Mt FE 7IEFH JEE o|FL AU
ct.

3D Polygon 7]¥t 71%Q1 Web 3D 7]&2 o|u|A|7} obd AA| 33
9 mule Al AAZE AW oer FIHEE FHFH LA
Hojubn ALgArst 3 EAGY AL, AREYS FI, oH4H
ojlde] A o= 344 FXE HYPs= 7lEolH

Aol 7W7HE- E@_% olalo] ukAlE I} (Reflection), Anti—aliasingl®)
o] 71%0o] ALHT ot A FZHZ(Low Polygon) 9% &<
3 ojsg =gSo] 7|t Hojol = AP gAY AFH|2] FHOE
AA A7te) AZolu sh¢A Ao s Ao A AHe
Panorama VR 71<# 3D A4 71& %oz wWEg M3 Ao
Web 3D 7129 A FAE A28 deddr e T2 AZHA
Ax<e 7HA T Yok ARANME AHLAHF BoleE A, THAC A
g3 A, AN H¢ R & 27Ekn e, ole 58 EoF
= zag Al AEY 3D ARNME FFHLE HEHIL UG,
o] Al 7k 9 F A3 A R & ofF ded dFHo|o
2 g2 AHEEH) A€ 710] FAkE Fojske Abdel.

HAA MAANeZ VRML, JAVA 3D, CULT 3D, MTS3, PULSE

1) AFHZ £82 19 o dolu T, AR So] AT S4d%sl EHHE
AGdAHAliasing) & &°¢]7] 4% Yoz fAZH ol FALE ¥ Aliasing
o] AMEA GEE s A3 WAY WS WANAY A TFse W
o] 9lc}



3D. SEV, VTU, XVL, Toon 3D, Anfy 3D, Shout 3D, Blaxxun
3D, V3D, Revel 3D, 3DML 5& H]Z3to 309 F ©]def Web 3D
71&E0] L U,

1 ZoA GUIZF ZH5olAd AR ¢S AIYHE 7<) BEEH A
B1Q1 JAVA Applet!D (Not JAVA3D) 3% t3sly 435284 &4
T2 7|Foz 2 o % 5F9 7leo] &HA Ut 4 VIeEHRE 5X
& AEd ZF A 2Hd FFS 4 7 UH.

Web 3D 2180 #Zs= A3 ZolE X3D7F XML (eXtensible
Markup Language)® o] ZAEFII=E AAfde= Zol Ue=d,
XMLS 3H 23 £59 § FANE QAse vd2® 548 743t
i At

AEAQ 3D T IHYW EFL U AAAESA g M=

AR s QAFQL HARAT AYY fYolre +d ¢ =§dl

T EFste JEsHA X

1997d ISO7} o]& £9U% Fo= VRMLS F/HE AYHE dl 7

o] AL ol2x EFr} ulE CAD AlZoly FAEH (LT BT

o] AL WQeF FE)oE2E AEHAR, REFF dREF, HFH

9] a3 AH]Re £8 wWEe] VRMLS AlQoly AxEAHY

AFE o E g Aol el 71A] TR

BA71EL 949 3D7F YulRlelA B #HE E F A=A AR
gl oAS 21 Ut vpAE FAAELS AEFS 3AHd

11) ZR(Applet) ol &AL 8z 7Ag oujjict Yoo 17|
olMoli=, njo]ARANE Y599 ) 7|EOE AFHY AL LE2IFS
S AAF} YoM e Aukel ZFE ﬂ}iﬂzl%k 2% AoE HH ¥
go] x| 9} 37 AR 202 ¥UYA £ UEF FAA W ZEIFS s
golg} BEr} Al o ERHS °Ht4uﬂ¢lﬂolt+ st AlAr a8l A}%—z}
7} AMulo] ¥Wxo 2X& 32 YIME FPTE 5 Qe ded® ;Ase 7
3y 4 AT
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<13 7> Reflection®] A{¥ Web 3D 7|8 H&

2

A 3AAF T 2ZAE £ Qe 3D 4av] AN B FFel &
B ad vl Q) thE Rolo g8 o7 WHE ZEolo AY, AAX
S (e—learning) NZ g AolA, dolg Alzt3}, dlof 8¢, 22 H
= A9 dAo]&o] 3l

2) Web 3D 43 A AAEF
Web 3D 71&0] gl #8713 3D A=z A & Aol#

L dqAETE 28 AA Yol FEAE BrE olAE gA ¥
A dAdolg



A& ejolch,

g THolA Az AMTol HAH AYSLS WY 2D GAolUE
o]7] WEo] 3DE el AW AT F A& AFEo| oA HuHA
oskoh A B¢ § 4 Uoh

Z 27k Web 3D AW Aze] BAW AY FF ¥F 2AYL

opxjgto g ‘2l #F AF
A8 93 wjF Eojof & FEo|t
Web 3DE £3% o]5& 9717 de dojuigiast & Zo] ohye
2D7} 3D3} Hojeo] ugl Web 3D HA| AL 38 AE 1
gt A& AQ FxE XX Tojol .




m. 3D AFE 2AY29 Ed H3

3xt9l AFE 2 HWA(3 Dimensional Computer Graphics) &
ElolA] 3zt olu| A ofude]ld 5& A&Rdte dolut 1 AF=Ee
=it B} Y ouldalE CAD/CAM/CAE(RFHE ol &3 A%,
A, AxUeld), 7HdA, #eFQl s A T WY, BB
ANEFolA, & AlEHAH T FHAA o] &7HA Xehdnt.

HA AA A wEAZFAY WYt & AALY FdS =@ bl
g3 AzZF 283 x3$7 79 AR AFEH IHHRAEE %
st Pt dieiel AEZGE oY d2 JHEEE el 7TEE
F QoL 2oy EF, 29, $5% sud, SFE9ET, @4
s = zhzte) d8e AR B £ Y3 WFGHHED E Ay
AAE 2F 4 ks ZAAHol Utk a3y & W AFEH A R
Hol1 TA] ALEE & Q3 YolE HAY, dstdAY, THE ¢
o] glo] YA Y dlolHE Ao zA P3| AHEE T AU

o1o] <3 4> A 7+FsbA 3xkY A 29 AF HHE UHERRAT.



2x E09) AFoIY TR

49 F&oly ztdiet £ Qe

olo| X} AHS AAE7] AT AR E
Ay B FoA4d S42S LI 3=
2+

<X 4> 3D CG EEA A

1. 5493 (Modeling)

2y ggold HFE aHAP2AM A BAOIU 4, F, €

o Y (A Aok, A WAy Ao W3 5 EE dolHE |

3 A AFHZ Bt RS ZdPolE vl &4E dolEs

Edolgt gtrt.

2e¥e 7] 93 YARLE U PHS A ZHAE Ao $to)
~ .

gd &gl gd 29 £A07 FHE 7j+




Zhe 2 AR z2gstd 2aE A4S Z@s= CSG(Constructive
Solid Geometry)lz)““ﬁlf} Ao A 2de st F4 UAZA S
AL VA EE e B—Rep(Boundary Representation)13) H}-
olt}, o] T2 #|HORELE BFE + UT Eﬂ Application®l|A] T+
zdlad (Polygon Modeling) % WX
w92 (NURBS Modeling) 22 789 & k. HZAs ARHA
(Sub Division) W4l md=a Wi T o] A8l St
2 poHE 242 AZAA ApplicationollA T Hlalo] wdlg o
2 FR3t dHstaat .

1) a2 29 (Polygon Modeling)

L 30| 'Poly(%)+gon()', = thztyold £oz B4d 34

o o|zx JEwest dAF oz olFolA e & F7F Atk

us 37to|u 47 Egzo] 7|ERsiZt Hol g4 FAsE Aol
usolct ZalE mdy WA Fol: A Aus 2l &=

=g Wao] gk,

(1) A#EA 22 (Surface Modeling)
Zx9 9zt Zgzoz AAsE WAol=ZE ol e X2
A BHE 2= AR B W (Face Normal) & 7HA™ H2f %

) _

sto] HAH (flip) BAS LolE & A HIHIE slxz, "ol 74A

L so wxo] EA@T sAw doleel w0l Fu e 7t
12) _7]_1\:2.'3:]0] ng,“ (p—rlIT_;ltWE)E }\]3_]‘61-01 C’t] Z-“Z_l'_,] Boolean 2 Cdt)“ 943“ E_tgi’él% f]‘_

88 o 7 298 IS CSG Tree TRE ARSH: B

13) B-Rep (Boundary Representation)
Solid Model 1 AAIE o83 gl |, 24, BXHLE BASHE HhY



wala ojudlojdol A& eo] & AP Radiositydd ¥
o Aarg Q3kE el AH3si

Ml A mEEe ojudojdola o] 2ol=d UAE T8 A
Aol wo gl 7 AAA] HFEAE YYste] YAE BHIIS 24
olt}, MuA ndaye ALgst7] He@ User Interfacex A8t &
2k o]zl AG2A FHE EIY 5 Jon I

%
iily

ot o
u)
i
ug i
E L]
2
iy
a b
39,
k)

X
A2)
| >
b
e
rlo
Jbr
L
oL
o
!,
N,
N
e
‘lo
o
2
AL
X
1ilox
AL
I
L
i,
X
rir

274 st gol zith vhA| FolE o] Wl AAE U=

vol g AT 2S¢ dY APYFO] HotAle &0l AY. 9]
25 AL FAL O YPstn AYF AP A A gdE FE
2 A 3t= ®Wol o} oA Smooth Rendering®]8ta 3o},
A A mddde] Exg XY a3 2

o 219l Zizte] We Zuel wgAos Hdste] dojeuol el A%

o 7t WSo] 457 BAE AFHA g3, AEY listd AL,

e 1R Thet Aust A7) WE ZAN AR T FF PH AF
A e AArE 2ttt

(2) &2l 249 (Solid Modeling)

ZH2 gastsE A $A FoA MR 1de EE% 71|t} 7]
oz ZACAN FAE FAe WAS

Surface Model® §AM8tA| g, &A% pol F8Ha A& A5

JEe setg £ I 715 AL Aok SYUE EER¥E OE £
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T UA # Y.

oldidt &)t ndg o FHPWA S B-ReplEH &3 XYW, o
 Perimeter Modeling®|2t11 & ¥t

1 o]Z2AHE & 4 5ol B-Rep2 EA9 9FS I EHE
g33sth. 3}A| 9 A¥ Polygonal Modelergt= @8 B—Repoll &%t
232 FAHGeometry)< Topology (747138t8h) et= S 7HdE
ZFA 3 U

Topology@ && FAsE I (Vertex), W (Face), EAT
(Edge) 2] 7@ Aei7l olgA o]FAA U&e7tE 7lssis 2R
B—Repoll 9% mde A3, A, 2Aze] AduAr 44 Eg 7=
(Tree Structure) @ 29 FA ARl At oo vl3 LA



%o d o ¥4

AR £aH(V)+HY £AF)-EAYS] <AHE) = 2
(V: Vertex , F :Face , E : Edge)

o F(Sphere) & Wol] FYo] Q= WY Torus ¥4 22 ¢ Feolc
of @] o]},

edge
» vertex

o) 8(V) + 6(F) — 12(E) = 2

'''''''
- ' .

face

<a2Yg 9> | A <e Topology

Ql Polygonal ModelerE<& EAU TS 23T + Uth
B—Rep@alell old AL FAE @ EAld 7] Ax GABAL
Aoo= tey e U8 (L. Euler)199 fA2 o] AYHst=dl, o
7o) o]2d 7<% Non Planar Facett Non Planar Object7} 4.

e———

14) 29& <Euler, Leonhard> (1707. 4. 15~1783. 9. 18)
Ao A0] Etat . Eggtat, updll 24 FE 59U - Ao SdAMdE FdE
gorsla 1 sAste) A (b)), A LA E(algorist: EE) S5
2ach 79 AFE 8. 2. Zstig ofpe}, oE - HES - 3

5 9o ool st B 3ok



£gle 2498 CAD FoAME CAE/CAM ZFolA 21 'Primitive
Solid' =& &3] 'Solid' &1 ¥ 2= dAE 4F 23 AHS AAF
HFAQA AAZ A& Y HHolo.

&gt 29 ol F a9l Bdolty. A FHA AN FATy
HEA FHE HEAY EquUth 28 dFel JhHE sy A
AL 7IAE EAE BET A UFY 45 FobM =de UES
A3 2ok 23y 71 EXY U, AAE AN M APES A
U Ak 73S % ob] AAE .

et rdyo FHS A 52 AU FHAHS € 5 AN
B3y ol%, A, &g, 4, 4A, B, £, AHY Y T £
28 4 Yot =3 &£t 2dE HAFH Rl TIYste WHL
2 CSGSt B—Rep#4)o] AHEEH I AT,

&gt 2dyge x5 SAYE 03 H 2o

o Aald EAIY Ao diF WS HARE £E0lx, ol ©HE I
o] A5 AZ #A|, WEY UR/FHIY Foll v YRE A HE.
H 9o FAJ® ofye}t AMAFHAA, AL AFHY T K
2o #go] 7.

e AAI”d (Bounded)
A A7} Solide] WH-E Algtsta Esto{of 3.

e 573 3x19¥4 (Homogeneously 3—dimensional)
gy 2AEy do] glolA AAlE 34 Solidd] W& BEH3ha
lofoF FHr,

o 733 (Finite)
Solide Z7|7F F%tetA] @u Agd &9 FHel M &d 7t
& 3lodoF d.



/ CV(Control vertex)

SR S A

<138 10> Spline® NURBS®?| v|i

2) g2 24% (NURBS Modeling)

NURBS15) ModelingA-& A ZF7tA 4a{R 248 W 7hed 7}
2} AR 2AQ mdy waolgty <alA k. NURBS R4 W<
e gaAgolANAY FEHARA Alias®t ol g TR IH M
pold uraleld), Y4l PCO Aso] AP oz Tu|gte} thF3 HS

NURBSE 48tz oz Aoy FMHo|g Zgl&des 2 EMIHE W
2} "W wEo A ¢on, ZASVIE E Y. NURBSE
B—Splinel® 2] W& o2 B-Splineo] F 7|8 EJAE Alojo] & 3
Ae 7 71 AFL W= Ay 28 Curvedd 714,

15) NURBS(Non—Uniform Rational B—Spline) : 33t Curve® #8302 U= 7H
ARg W0z, E3) ¥ AY}Y Curves} Surface(S] THE YA +3A2= ¥
o] 3= Modeling®Alo|t}

16) B—Spline(Beta—Smooth polyline) : Bezierg 7|2& A TEoA Curvel] HEHZ
B-Spline& 544 Bezier CurveZ} 238 T4 1e7] AsidE 24 oA okt
e AL nolg Ao 4719 FQJER FAHE AYHA EAo| AR RS, A4
A 22 exsHA FAS "tk B-Spline 34& Bezier FARG ©f 252 7
gu o] ZMY FA /MG Zt MIHES "o adety F o AEsE AEdtd 2314
ZHS o] &3 A AALSHA €.




Knot9 ¢x2} KnotAlo]le] WeightE Z A3l Curved FHSI T
J3tAl B¢

Spline—Vertex?] @AL <2y 10>o4 KHxo] 7o) PS50l <&
Aol YA Porz M2 o] FF FAES A X FHLS
A5 Zgo] HA FEvhd {FAd AXE YAHAE B¢ 2o @S A
7to] APk, a3y NURBSE HH®E  Vertex?dd CV(Control
Vertex) v+ A 4% FLo] 7153tEF A2 dBH UL ER
npx] Mo 1de AR L {4 ARE By g3 wEA B4
g 4 dE FHol Yt} o]k Zo] NURBS HEE NURBS EE%
E2 A1g3te] 3D 2EE AA3H, NURBS #HH<2 F =8 =
AY 2d9e & £ Qrh, £33 AHE 2dE A5y & Fy &9

2 meoA vehts wWel ztEo] molA 7] wEel AP Az

o

_,
=

U



2. |34 (Mapping)

9 e SUr, 2AE, WAL B¢ 59 Adolut AR £4& ¥

BE AGHPY o A MARIZHE WU E AR 9 HE 9]
nZ] 71 WP EA e B HE olu Ao YR ALEH
2 ®do) o|m |7} A= Aot

aisg o] wo= ZA 27HA7F e HAA viB 3y S =(9E) o
0] AT

1) A3 v (Text'ure Mapping)

H 3 vj3 (Picture Mapping)olgt1 s H249, AAP FHE BY
3t7] Y3t EA19) ®EHo] "X (o] A)E Eole A} oW, 9
olu|x]= X ZA]A Aol (Procedure Shader)1?D s} Z3aA 2ic)
olu|x] HAANE Agstd EAZF Aty AMHFHLE HAG, 19
g EA9 g o BAEZ 9AHE F L8k WY BER st
o 7ic}&ch 24 ol B X (Mapping Coordinate) 7} B 3Hd| o]
= 24 Yol A= YelvAD A A, W v T 2.
Az mge JARS Folzl Asl ojnAE FTe Al A%
ojt}, AAE 3D olnx|Ql Ea]xe] ztzte] | o] o|n|AE W& 3
doz HZ YRES 3D AY o] €AX wiF& ALEs T Y
& Jehdz o9, A4 ojulxE 18 ¥ AdMAe 21AH Ft

17) 2doluh, qu=8l gl ¥4g 2 dujzA shte) TRAAE 53 AL 5
W37 o8 T2 Ao ARolr



<18 12> olu|AE EAMel €A o FT o

= A¥o] A =Hojo} Frh HIZ HAAH wWEE NPT WE [k
¢] 'MIP (Multum In Parvo) vj8'18) W&

3D Ao Aol 1Y, AHX, B 5& Ydle AR, HF "i¥
olgtx std A9 "HAAN WBE stEvle A& AR 7P Al
ujg 7]Ho| .

2) &7 v|34 (Solid Mapping)

2l WP A ojPolety JAoh ole TEIH AN AT
st HARE FHE A4, Wysy, F£39 dE AT 7 S
2yg QAo FAFFPT aF7] "l Ao WwEN =4, 1
T, 5, FEoly 9T dE o= }FEH.

18) MIP: Z@©0]9 ‘multum in parvo’ oA U2 22 "F2 2o B s
(many thing in small place)"ojgh= %& 7HA1 . “,':] @& g 37|18
gAxE e g Y43 Z2ao 3719 7P ved 3719 HAXE A
oz o] "AA v 3= AL B} 7] AE ¥ HHdY "
HE YeRg7] 93 *l‘%i]t 7€z A W e "HAAHE o ZA, 7kl 3l
= gAAE o] 34 HolEE jick MIP B2 mwag dYES @ol ARgst
71] HAgE B} g2 AT C’]“l?‘] A5 8}HA| %‘C}



(1) Diffuse Reflection(ZAHIAL)

Diffuset= Aatol@ oJu|2 o] ZAo FAHE YRS Bdhe ¥
Bolt}. o] F£xE Y AL A HYvE molAAM ¢ BT
AAZAE EEE + UA €9,

(2) Ambient Reflection (273 8HA}

o] X7} &g7bd EAY contraste FEXl SX9H(HOl ¥
A = FE)S oA €t

(3) Specular Reflection (%R}

AukAl o] B4 Hwo| god A3 AEE EHolA HRAE=

2o g o] 27} Lep/Hd slojgtolEL] H7|E Holin. 1
(4) Transparency (5% %)

249 FHEE ZHsE |40 Y.

(5) Reflection (HAHS)

239 wiAl AEE ZHIE SHCE AHAAE FAVE FHI
REALE T}

(6) R
293 Ao Yol FHHE AL HIEY F UEF = A
© 2 Ray Tracing 99 ¥ oA 7t 7}-5 3t}

(7) Bump(23)

w33 olu|z| g HE @A}

efraction(Z2 &)

glo
off
N
AL
Pl
io
=
rE
o
=1
=
o
L
2
of
o



<1%¥ 13> Pattern Mapping sample



3. 24931 A4 43

1) %% (Lighting)

AFES Bri: AL AHZe EwWol o] wabgel $29) Fel SO
o AL et} o|sh vRIFAZ 3D FHAME e delo] £
of Bk 22 huibo] mebd EA7F Mol Holx gyt B
k!

z4 ) FFE Applicationo] we} A st 3}
39 zo|7t YA hF daH Zoh

|
)
AL 01:-
o

g1 9L ujxe doj} o] WE AMAA FHEALSLA
G 27hl e $E WA wAlEel Tget W dgwd. @
AP nE ZAo YA v|F7] "o EA UAHE HEE

(2) A& 3% (Parallel Light, Distant Light)

oA A AL Wgo g Hg HaY EAURSH . I¥7] wzol L
YA} S = Yo uig waoz YA "o AAAIY HS
g g g

(3) A F(Point Light)

Bulb Light olgtnxs #2209, A Zo] YT HAAAM &
gho]] W& whAgith AYE BEE o gHFHoH WIHFCE K
A5 Fde M7 Folos @K 7led Qe WA HAE

o
L 1:10]-

AW

_40._



AR £ F AT FFS
Omni—directional Light
ojg}1 % 3Jto}.

(4) EAFF(Spot Light)

Cone Light &1 % 39,
FAES SR =9
&g 7HA D WS ZAHE

g & A7 WE =A

o WAt WS

>
o

(5) H-&33(Area Light)
QH. wg ;WL ALZ}LYH

<13 14> W oM E] MY AP FEALG

st} shEAbelA ZA7E AEAIA B

5
= FgE& Lt H= olH Application®] =X 7ol Dedcriptive

41



E&S Ba{isometric)
X W AHOrthogonal) REHRS P A{Anisometric]

- E 1R 3 — 2% & WAHDIMetric)
gy gy — X3 ¥ ‘ (Ortho-Axonometric)

y (Parelley | LAxonometricl | 9B & ¥ AMTrimetric)

[Prolection) H 11 % lndexed]

84 £

(Perspectivel AHRE B | B 2)00 WA Cavalier)

[Obillque Axonometric)

AU lﬁlcm_metl
Hi{Y 2821 ¥ tGaneral Ovligue)
2 2l 5 2] FYiMintary)

<E 5> EAF(Projection) 8 F¥

Geometry (Bl M) = AA 71&stE 7IE22 dxgse] 7
A5ojott olAL HFEH 2HYAoME Viewing Systemo|ehil
slo] ol Qlal ol X EAY Hul, HX, 7] §& 5T
2 9= AR, ad, FHF a8 7o R T A
2 oulgith. BEAY HAL AFE AP AoNA 3 AE 2F
oz sy g3 Tzl YE EANE A3 FFs= AYO
t. 3D 27+ oM AMAL steete A2 #e JB2M A B
gz A5 A$E ok JHegdeE A9 @ FHole HEA
oyom ZHol o] YL R Ao W& ofydoldE &
2= ojt}, ¥E 3D CG ApplicationolA] A3t Hol #oles FAS

4 =4, 4 54, 33 34 5o A

(1) &4 EA(Perspective)

<1y 15> A% E T4 7444

_42_



@ = A (%A vanishing point)

<13 16> JERE 13 FA, 24 FA, 38 FAl

AIE A

) ,,./.* <
\
\\\ _ ,.,.,,,,/ / ww
BRAVAN
/ \

; \

,.,/ / M
£

W/ b

9o ME FA

| -
p————
.

<1¥Y 17> v}k

8 AHS:

2 5 A7 o) 71 "o A7

&}

A slete] FHe] 2RHES 9T FTE

KT e
=2

+ di%



 RIGHT

<1Y 18> A 5AH(Orthogonal Projection)

(2) A EAH(Orthogonal Projection)
.. B2 nk=x

q Exolgd 28 71202 § WRE B FE FE 2RH. RE
Bucans sty FA(ERE), WA @F@, HSAENE), F5T

CEE), AR (LEE), St (T o2 AEsisel gdw
G 3 S4L THS AN W F2 o]45n ZuEe 9
aa 7] WEel X HEst WA AHgEE o $EE

At

E A} (Axonometric Projection)

3) =

EY
2= =x°o H&= EA(Ortho—Axonometric Projection)®] E-&

= A} (Isometric Projection)©] %°l

P
k1
ol
H
_1\)4'

oyo) ol 1 Foj

L= 3

polm U, 22 A4S o]gdoz shhe] TAEWL ol8HE 3
=aolA 2AE AAL HMAAA 3UL B F Qe JA) ¥ F



& ‘Q‘ﬁ’—*]_?_i Technical Illustration192] % FHE F=
abof] AFR-EH I U

<18 19> £F T2 9

<18 20> Technical Illustrationg] @i

—-—_

19) Technical lllustration® ‘Eyes of Science and Industry'gtil Ao ey A
A AR o Ao EASS AMEs dEAE AR 9.51% o) &=
% o2 W Al7|= 29 wabn Technical IllustrationdAE BEE He A
27} 2% 7]F 08 H|go] Lojol 37) Wil ol T SHS 7 Isometnc
S AHR-EH.



4. jvfo]d 4 A (Animating)

Animating® 94 ® 223 dolgu =9, shvgtel £3Ue Fo
s Aol Watch o) Waluo] ket Feje] Wah, Aoy
A0 MHE F= AL o] WF] T FAY EA) 4FYL

1) 7] X4 Y (Key Frame) |

(1) 7] =9 B3 (Key Frme Interpolation)
29 ¥AEY} He Y dolHwE ED 1 FH dofH
= AZE7} BEEE = I ¥JEV HE ¥EJIEVL 7] XY R0
a3 st 7] el od) Eel ANHE TAYE JHEY T
o] (In—between Frame)olgt &t} ol F 7] Tl Apololl AF2
2 AAEo] wESolz7] W&o g EAY Feol ®Wol AHEET.
olgA 37+ Zedo] 7] TAY Alele] wEAE B OoRE A
8 w7 (Linear Interpolation) ¥ I ®WZH] (Curve Interpolation)©]
AHg-E o
7] Tl RIPHS 7rastA g shute] 7] TEHYoRRE GE T
A7z East=dl Aale A Wey §4 ®ig Alole] #AlE Y
el AY Aolsr|E doh WE £xu wsES b Z el
gt zg 9oz sied Has Azt ofydold v e
oJsl] o] .
N HZMHE B3 wiow Py TP AlelE AlAbst=
b oly £ 59 W3sE ndde W HaS ALddn
<221, a>ellAl FA Brde] & aHZE yebd JdM A=
AN 2R AR Wz d&S sy shede #3FES ol

_46_



-------------------------------------------- C S D ©
""""""""""""""""""""" E
C L o
i1+ peevmmmcmecssscemmcmcsce e ean o= 9
---------------------------------- C ,:.
S Aannttt oI
B E i
A o™= 2 T T N e P
R A
: ettt oS T .
' ‘ ' ' '
A/ ; 1 s a
- . E ---------- ' :
! ; : i .:
| -_ E
0 2 4 6 8 10 12 14 16 0 2 4 6 8 10 12 14 16

K1Y 21> a. 22X R adZ(F)d b, A8 B 13 E ()

28 W3lzl Qo vl FAREAE ofjudlo] dolA vkt w3t
7} A== YuH.

Ay B7He TP AT S & VMo s T ZH S
So] AZE ulgl YT NFHoE fEXEE u|HI 5= WHIE
WA E E3tE @Foe] glon ofd oF aHZzE ¥ YHERR
t}, o] 9o vy F FAHAE T AP 2A A9 L HIY, A
2

(2) AZ2kel X 7HH (Spline Interpolation)

HEE T AY ojydojdeA] 7] ZTHYHY 7] TP AlClE T
H3lo] glojElE vlc: W e B %o Y-S JdE HFE F
gA 7= Aotk e A AAAML FYolu FVIAF, vhE,
B4 59 E73FA ¥WFo] FAd AAMY EATHDT YLSAU T
e Al E 281% Wy 480 o] AdEHAH THEAA
= Role g wiol AFE gL AYolY EHo| FAALYY
d 7) Ty Yol By wjFo] ofyzel HlolHE UEE AlHS] k¥
o] wa} dHolgjrt AR MEAA FE U7 WOl



Koy Hame

.....................
e e o T ey

11111111

<19 22> 7] ZHYel & 5 ¥
a. A4 ¥ (L) b FEH )

G4e AMeZolY ANz E BHEA RIte HEE F#AUE

go] Qith. olE So], Fol BA $JelM =l off nigoE WA

o Az 2o opRg FAR oL FA 0

gl sgd, 2L 9ol FE "ol S5AMEFE sk oA of
i

A},

o, <1Y22, a> Tol 7] TaYe AAFstE FL AY
A AT £E2 £H0 Mo Holjxe #i
ol do] slojWd Aolch. T BA7F FaE dY SE& A3
Aol magds T et 7 T <1Y22b> Zol W
ANege AAE Fo| WojxAE AT gL TEA HolEzt oA
gk osh gol @ A e REAA ATHTE IML AZe
zMole} 7, ABet ZMe) mat 7] ZaAYs 7l TAYe A2

_48__



2) ¥4 (Morphing)

2350 ZAYAzte] wo] AR YodME ofyHoldE AF3=T
glojA &FA<Q "ho|th Eo] B RS X5 & wpAH
iAol AR, 1231 HE 39 ol REo| mpxA| 3G9 ol F
Bog wisier) st Axolth AL 4] & HE 27| dolH
24 NAsD 1 Aol thgdts AF volHE vhAT 332 P2
2 NAgL 242, dsHE FAES 7122 AA WIS Alc
Aot} 1 AL AA ® ol A L4Eo] N5 vixE dolH
2 5ol A A= Aolh.

329 23 ool & L QTR o] FFH E oo}k T
R, A& vpAEr spato]l HiE 3xd 2ol FLE o
(Vertex) & 7HE o} H42 AHRE & + AH-

S&, 329 2do AE ol dgHE A7 vl AMA ol
Fig=3

<1 23> oA AJLoR ¥y 7R 4



3) 24 73 (Motion Capture)

24 AT 93 2 EASE dBEAY FAYES EYEA
Udjo] A, 43}, AY 5 JA Fo APste d& Td. A
942 wotstm AY = ofurolee] ABF AF2HH AA
sf= AL oA e dojy oleF IRJAEVL Ao BEE BIHE
o $£x1FQ XYL AF W Wy R FAL v]AdFAHA IH
2 274 Hol A3 REY FAS ZA € £F FAAHA olw =
24 AXE AMRsZIE ok Oxds | AEe A sk
AR AAYLE BE £99 AT FHAA FEo] viEZ
oty 1@y Fang 2A He AL & FAHL dFUe
Zet=d e Aol

24 Ao FH2ZAME B84 (Optical), A714 (Magnetic), 7}A4
(Mechanical) %4 F°| U

o

&l
O

1.0
=
Pa
=
B

(1) Optical %4

NzZHH A B2 AL BAAbeld stele A Al |
Ho] dHolgt & F U} AL FHL PerformerolA HaS &
3] 49 QF3E= Ao EAoln o2 A FHY AleFo] gl
Ao] EAo|t}, Opticals FZ2AF o2 FIHY Aeko] e AS ofY
zub g} wrale] wls) oj$ gl T wolA ¥ 2R Eol%
= N7 7Hs dtdke Aol S ol

(2) Magnetic ¥4

AL o]43 Au|2A ZA A (Motion Capture) @y Fof 7t
3 sty wgoltt. Magnetic Opticalel Wlal 7hAol AH 3t
AAIZE AFZol wi$ B sthE o]Fo] Atk dHA|R Opticalell Hj3h



<13 24> F (k)2 5E Optical, Magnetic, Mechanical 4] 24 4% &b

A7 Yol A& & Ue AR AFo] Y. Performer
o] EW3 Patterno] A= HFARE AAst=d o] HAR] ¥t
Q1 A1 5} SensorS Performer?} #F&38t=d F3IF 24 A @& 9
% A4 9lo 3 AHAAE Fir) o2 Qs HAIZF ALRo] &olETh=
Hol Atk '

(3) Mechanical ¥4

A A7 o] o] 1A #|Ejc & 4= Qltl. Mechanical== Magnetick.
o} 1A ALERoy L3t =4 HAo. Mechanical Position
Bt} Rotationol] 2J&E st ok webA Rotations #AMSHe o
o|E1 & FZE T

3zt ofjyuojde] EAZAQ Ao AJFE 19720 Ui
Halftone Animation20o]&tx & 4 Qo) o|A S 7|28 30| F

Adisted AT FFHFA9I77elHREA vlF I Ad7aolA N

20) Halftone AnimationS WA Td& Apg wh5o] T3] B2 A3 UER
3o ¥OEE o] Yol 7 ¥QEQ XYZFY dlo|HE 3xd FA7IE A
sl 2% F o] 3ald dHolHE HFed YHEt 0“]7]*1 9lojo] TYPY B
g2 o8 4= ¢ o] slojo] THY Bdle] Ztzt WS REEo] Solid B
A 5 o




N g 2% 25>
3xtd YA
AZE ohyeold
Final Fantasy (% 1)
Toy Story (A F)
Shrek (45 1)
Monster Inc.(#i F)

ut Ao o]3] DNAS Al E#H o)A (1981)0] 9EoiAA HIA S NASA
oA AHO|A MEE WA AA(1987)2 Algdold s
19959 AL Y€EYRYALS FHAHPIXAR) ALY e s Azd <E
o] AEZDE A 7589 AW ofuyulo]ldE Hx=E A HFH L
FHAZ AstEded A3

2001dol A9d <gold |ERX>E Y El= B HA2DE o] g7t
M3} ojAF dFEAFY EdEle v, fFAR7A ALY &)
A 2@z 3xd HAFEH AL 71Ee F3e) o]=3H
3zhg ofuuo] S FAAIYoIY UAHY WF e Fugox WY
o] g5 1 glew Henoju ¢ Al AAEH Folk ol &HI 3
c} do2 ¢ TV R AlolE w58 oynio]ld, vt g ojyno]
A F1 FTRE T AFE @o] AMEH Aer HAYHY Yo% of
Yool A Hd AAARE Zoldty nF MR E AEde 4
I = g ool A Aol ZigEn.

21) B 743 (Motion Capture) ¥ AFgoly EAl(object) 8] Y-S HAFE7L ALS
7% FeEl2 7123t AL onjRich AdutA o7 dlojH = HFENA AMEE
ZF 9= Uz 71250 Ao, ojyro|d Xz gMofr Ao] Jl5F QAT
T4 5o Ut




5. ¥} ¥ (Rendering)
1) 3D CGollA AP 9

Aol ‘AAL oluAT H@stE FF otk fst Ax 9
L 3xpg Z7ro] ARA|) & Abmolge 23t oW 2 upF o]
NEHE AY AFEH £ /e ddYolaks B33 E T 2
319 olu|A| 2 ulF o] SEelA RojxE Ro|th

Al RE Syt doyolaly H2E #Y (Render BHE WL
UAEE ARt Yo717A) L 100% AFE] osiA o] oA
o] FAEQY AT T F A AL olFAE Qi IYAAE BT
1 Sel= AR ol FAF L SHA 349 FHo) 23k ofv]
A2 vEYstex 1 AR $ge & olsistn dojof gt

2) AdP e Fw

(1) golojx gy (Wireframe)

743 7vsk Ay woE A 2E 3D $EEZEZ RN ALES)
= fEAQ XAtk EAY A (Edge) UHE 28T WY
g 7oz e £x7 wEn 29 F2E 44 F4E 5 W
o Sof 2] 3w ®HA wioz Hgszl AN o]F IUlE Wy
gk RoF7] d R HF AP FHPSHA &

(2) &4 AA(Hidden Line Removal)
© X (B Hidden—Line)ol& A A A EA & FEoly =
o gz 24 S9 g8 718A xolx ge 43X EAXE(Edge)=



<1y 26> oloj=THd () 24 AA )Y v

& Qujst=d o9} S 24 AA HFS AXE ojd Ho| HFH
oz 7oAl Bolx= WAXE HZE(Visible—Surface Determination) 2

1960 ] o]F B2 24 AA Z|YEo] /MEHAAR I FlA
713 dEAQ &4 AA 71HE& vwlE Z-Buffer Algorithme|t
Pixar?] A3zl Ed. Catmullell &8 714 Z-Buffer Algorithm
Z} We] Zlo] gh& ME4 Bufferol YAIEZ ARs0 v wjA HFH
o7 ojd Wo] vy AJAAE ZAAs= WHold. Z-Buffergh= ©f
& oA Ho| gS AAstE Bufferg AHE-STHaL 3jA 243 ©
Zolt}t, & o FAACE HHsH 2z At} Polygon Tabled] &
Ao wpet zt A EHe M o] e AT s AAtE Hol
@3 @A Z-Bufferol Aol A= @S vladlA M2 At gk
o] o AtA XA ¢ 71Z}HE) Frame Bufferg 2Alstaz I%A
okt 71&E9 & UlE AR Rold. ojd A S HiHIH
A= Z-Buffer? zto]l 73 & W9 Frame Buffer gto] i3 HA
o] Mog AAFNHEZ 71F AlAT 7irto] e EAE FoldE AR
£ A& 4 gt} o] 7|HE Z-Buffer® AFEsl7] % wlrert E
£% ¥"edy rolyd Holx ¢ dd EE EAE EF IHMNOL



3tEE ta BAEHolgte BHdE vt d7t vl 2}
ol a3 g3 4 Ao FRHE " M3 o] g 735
H X2 2 Polygon Meshd €€ Ev 39 A A& &+ U2
o AH#E AT @ Z-Bufferq S Zo] AAsd 449 =A<
2 uz AgYHA Y=o FASAY Depth of Field 32 F+&=
59 Y% Jtesddes ZAYE 7HE €8 AMgET Y. O™
d] #HZo= Z-Buffer Algorithme] 23 AL{-E7|H = A-—Buffer
Algorithme]gh= HEE wWio] o Wo] At&H1 ity A—Buffer®l
A+ Anti—aliased, Area—Averaged, Accumulation® 2Fx}Z A
Z—Buffer Algorithmol Anti—aliasing 7| &< F7}3%t Ao|t}
Z—Buffers} 34 = 3t H dolFojof & 4 A|A VIS HE
Scan—line Algorithmo|t}. o] 7|2 EAE FAst= BEAME 55
(Edge Table) ¥} Polygon &2 (Polygon Table) & o]& 3JtHo] 3l
4 7t Scan—line®} Ty WES YU o] 5o Mt B
o]= WL ¥ (Visible—Surface Determination) 3t % o]t}

(3) Flat Shading(Constant Shading)

Flat Shading®4l2 1970 Bouknightell 2&J3iA HUE FHo=x
Hidden Surface Removalel &% Walo2 Hajel 3Ho|A Hols
HES F&3tn 7+ Z829 Shadinge]l 3 7HA #IE AAFHE= A
o|t}. Hidden Surface Removal< glo]o] Za¢d Aejoir ¥HEE7]
A3 Backface Culling®|zh= vl AlA] 23S AF Fo o] FoA
o 7 t2oof Z} Hell ShadingS 3tA © ¢} ©] Shading 7| &
Al AA 9] Shadings W7l A3l 2 W 7 shvte] Ft ¥HE A
£-317] W&o 713 ¢4 % ShadingZ|¥old 73 w=2o}



(4) Gouraud Shading

o] Shading W2l2 Gouraudzhs= Abgo] €3E&ES UEUT A
olgA Eel9$™ Gouraud Shading®] Flat Shading® ©W& JH<&
Smooth Shading®] ®t}&= Aolt}. Flat Shadings % 718 & &vt
t} § 719 Br1E 71W S9HES AASHARE Gouraud Shadings ©]
Z9 H71E 717 S9ES A o)RE& AME A= B
Aol MEL Ao W3 (vertex normal) S F73tAA WO 7}%‘_
48k (face normal) S 7 AAEHHA 7Hs3tA €k of W, AL
vertex normal® 8719} M2 A3+ face normald ¥718 Ho
U A Shadings 4.
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(5) Phong Shading

1975d9°) A701¥ Rendering Typel & dnzFE T AHFEY olF
o] Bui—Tuong Phongolatx o]&A Eagch o WAL &4 ukA}
(Diffuse Reflection)?+& BEHE 4 QU+ Gouraud®] Eazwel &
HEA(Specular Reflection) &3 & EFAA o|ujA 9 AS HAA
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71 Alog Aol nE 3D TE2WE0] T Phong Shadings
YA AAEA g FA7F vAE EAY FHE EAE U7
olAct= A FAHEEL AASA EIthe Dol EASARY FE7t
w2 3 ket nlE|Ry] Ao o] A sk

(6) Recursive Ray Tracing

19803 Turner Whitted™= ‘An Improved Illumination Model for
Shaded Display’ @& =%& 53 TolAYH Z e 3 34
(Ray) & 433§ ohg o] FMo 23, WAt5& AATeA Aol A%
el 2o o] w7tz ARE AFF 3 Urta o] ¥ E F
s Z Ao AL AAsE HAFHQ dG™ WHol HE Ray
Tracingolth. 3] FAL FHdE HAFNA wiALY 20| HEC|
(Recursion) 34 dojdttn #|A Recursive Ray Tracingol2tal
2xd & A¢¥E Ray Tracingelgls oA Classic Ray
Tracingo|&tx ¥2Z71% 31 Whitted7t /B2t 34 Whitted
Ray Tracingelgty H# 27|k $tr}

Ray Tracing 7|¥& 2E AME9 23 NS HHE3 = WS HFH
2 Algorithm3} st E&@& W7 wl&eo] 2 ofd dEfd Algorithm
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vt AA 7p7te AR =Z4& ZHA o, 53] Phong Shading
o]t} Gouraud Shading 7122 += o2& Reflection %5 2 A3}
Al B@s @o2A 1980dd] FuHbEE E7] AR WFFi g U
33} BoloA & F o] o]FojFT.

(7) Radiosity

Radiosity E#7} 7HA& W] A BALE AAtsliA olu|A| &
5o} Jth RadiosityZ7} e & $FA4o] ¥ E5AL
=19 BEA A4S AE7] f3 1984 'Radiative Heat
Transfer’ 2= o]&02 WHHALN, I §F Cornell e8] C. Goral
o] o]F 7|22 o] ¢xaFE U5 WA Ray Tracing 718 =°
Mde s ALERAE EFE o7t AHA ¥ T €A
sl oy ulg dyukabg FAdo] o Ede gFES vA

‘Diffuse Inter—Reflection’ #&Aelth oAl <IH 29>0A FAS
=z JFE T Solexn U BiFFA whol o wEbA ek
o] #ME Ray Tracing®Z dd chd sjgFo] AR v[HAIL

rir
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A FES AYst UR FEE JfAE FE &ds] H4
o2 AEdE HAUES Aojth AT A A% 2EX|7F &Y. AA)
oA E AR Yol HHAR] = Kok vigoly ¥H F T &
A EHAA IRl dlo] AE & EA ®H] YEAH(Diffuse
Inter—Reflection) o] <I¥H 29>} & A7} Aojx|Al €}
weba o9l F2 @S A7 A kAL A9 AlAbe] {19
T4 & EAEHS #AE X883 (Global) 0.2 13t WHHO
M= ey o]zlo] vlE Radiosity 7]¥Ho|d.
RadiosityollA& WA AHE o|F+ B Surface® Patchelil £
= 2o F Jya Fdor £ Patch® = ©] Patch2HE &
Patch 283 T t& Patch® dupetEe F odyx7l AGEH =4
1 % AlArgth. a8y zt of" PatchZb 39 Patch2FE @& 9
=x]2] <ko] 100%etx & o, R %= ©] Patch?l F538H1, U&
Patch®Z % %< WHASHE o|g A ¥HHALR oU A& ¥+ Patche
oAl AeigtgE F98tn dupgtE& HRALStEAE AlSaA Alitrst
Al He Aol ol HuigtFo|l F55H1 dvlvtgo] RAEE A=
A o7 F Patchte 7131808 A (AA], W) ol sy 2FHT
o]£2 Form Factorgta 3t
f t}. o]g} TE AAto] W&
WA |« = asgoz oux 39
o|FA ¥ = Z Patchg o
WA S5& WAHAANE AHA
A 7 A E9. ol
FHolA ves= W ofyA]7}

A S o]lF+= Environment
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<1¥ 31> Ray Tracmg(E)ﬂr Radiosity Rendermg(E)——] z}ol

S F&3A = =dl Radiosityol &3 Ay € o]n]|=|7}
A iR AE R Egd AX HIE o|” o]F wEo|t. A4
Ad55H 1 A= Patch®] HAOE Ao A Ao] Hial o|gA
AFdd HA#E Scanline AP T2 Wi 23] HFE] olv|A=
ul=o X,
o]+ Radiosity”} Ray Tracing® Rtd|E ANIAlE 183lA ¢
WiALEES 12jdl7] wWie] Zhedd 2 A AFIE #AQ] 2=
2] Z9 o] JArziRte] Ao S vX = AL /e 54 HE
o Radiosity €Al A3 533U EAS Z2A €9 A1H 57H
Py o] AAL Fidletz F39E HA] dH3d S € et floh
A EA|So] Fo|AN gtevhd dd $H AlAbe] Euyd 1
H2E = vl dE AIFES b 21 A2 FES & 7 Ue Aotk
EA7F A £30o]A g1 gt o] FstE Fly Through efy =) o]
Aol diF-E1 AF Algdoldel A3l
Radiosity 7]®¥°]l T8% T 3 olfr& AAg &2 29 LR L
2 AA A Aol AT 2oz vuE dHAEs ¥ 7
A= Holgh ol 7lFL W™ At AA| Aol ARl o 3t
= AE fAQl Fopt HEof, A5 AlgH oA Eobd Ao
12} Radiositys WHHAIRE 188t7] dEo] ¥AL 22 S XJEE

4



T $°! WFE Ray Tracing2 7 A}L38t= Hybrid ¥&9] &g
FHE AT WA Radiosity 7IHE ol €slA kA (Diffuse)
S48 AL €9 g Ray TracingC 2 RHIALRL ZA & F7}3)A
THElSHAl v E stue d3d dAg" A7tk 44 Radiosity
o AE Aol & = ARe] UL o]FE= BE Patchte oyA
olFE EF st IFUA Z AL Zojof gl= Holuh
=€ °ld IAE ZFolunt #As7] Y Progressive
Refinement 7" ARE®Hh o] 71 oyx|9] 580 ¢A Yy
FEI7E E w7tA] AAdets YA g RFE Ho) oluat dHaA)
Ua 2 ARE A3 Zo] ol AHg ANFHoZ JMEY 7}
s HBE Bort Bow £E9 AR FolXd ¢ o)A AALS R
PA712 41 2 AHE AME-sl= 9o}

(8) HAl d"kd 7Y

@O Photon Maps ©]&3%F Ray Tracing
of ¥¥lZ HT /1 Z4FgE w1 9
= dd8 Z]1Yolt}. 1995d Henrik
Wann Jensenol o]& X3 A/E o
7Y% Two—Pass Ray Tracing?
dFolth. Caustic o]u|xE A 317
A3l AFE-3l= A WA PassE 33
ol 31| Photon Map& o]&3%tc}. =
FUO 25 E B (Photon) EL W2
et o5 °o] FAEo] WAlE 3z FA )
P N, ey = *¥S F3A Photon MapE A%
<21¥ 32> Participating Media ¥ ©& °l& ol &M HFAHA An
2 7¥8¥ Volumetric Effect £ JdE Folt}. Ywry oz oo &
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<238 33> F(E)EHE Photon Map, Image Based, NPR Rendering
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&S 93 Caustict: AA37] Y%t Photon Map¥ Diffuse
Inter—reflectionS AA3}7] £1%F Photon Map, Participating Media=
A@37] 93t Photon Map2 HEE A FTh

o] W}¥eo] 7}&A & AAL Ray Tracingdol: =33 Diffuse
Inter—reflectionS APE F A= Holvh. Anrt AP | %
o] ¢ W= Radiosity ]l Meshd ¥ Fdorl gtk =37 9
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@ Image Based Rendering

o] 71"H& AZEZH 3zt ool Az A il v B F

& AAEL oA HRF olu|AE dojule WHolkg =&

2 ofg] 7} Aleko] B}, A gL o] ¥MhHo] FEUE o|F & vt

Z o9 AMA AR e EH Ao At 19989 WHEE ‘Rendering

with Natural Light” &97} 1999@ SIGGRAPHeIA LHEEHIIW
‘Fiat Lux22)’ 7} ut&2 o] 7]]-& o] &3t ofjyrjo] ol

22) This animation sketch presents how image—based modeling, rendering, and
lighting were used to create the animation Fiat Lux from the SIGGRAPH 99

Electronic Theater. The film features a variety of dynamic objects realistically
rendered into real environments, including St. Peter’ s Basilica in Rome.




@ NPR(Non Photo—realistic Rendering)
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S ol&o] ¢}, 128} Ray Tracing® Radiositys H|FE3 2}
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1. Web 3D9] A& Ed ZEAMXL

1) Web 3D 7+%9] 9% A3 AT Eo]

(1) Modeling 34

Web 3Dol*1 9 Modeling #32 53¢ 4atd 7H38d & AAIZt
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Ao SloA F=dofrt e HRAE AAE 457 HEl
42 Polygonl® Z¢dsle AS Lot g2 RdHE 39 F
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A AHEE & F7F AN
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(2) Optimizing 373

Web 3D AdI=2] 7} Fo% FE8<d &3 AF3E 23 dloj
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ol= Viewer?] 715 % X331 Q).

(4) Interaction F7} 37
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(5) Expansion Function 7} 373
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(6) Publish & Viewer @A #A
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3) Export®} Optimizing
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24) The MTS file contains the actual data. The MTX file is an XML file that
describes how the data in the MTS file 1s to be displayed.
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Abbreviation

ASCII (American Standard Code for Information Interchange)
API (Application Program Interface)

B—Rep (Boundary Representation)

B—Spline (Beta—Smooth polyline)

CAD (Computer Added Design)

CAE (Computer Added Engineering)

CAM (Computer Added Manufacture)

CRT (Cathode Ray Tube)

CSG (Constructive Solid Geometry)

CV (Control Vertex)

GUI (Graphic User Interface)

HTML (Hyper Text Mark—up Language)

IEC (International Electrotechnical Commission)

ISA (Internet Scene Assembler)

ISB (Internet Scene Builder)

[SO (International Organization for Standardization)
IT (Information Technology)

MIP (Multum In Parvo)

NPR (Non Photo—realistic Rendering)

NURBS (Non—Uniform Rational B—Spline)

SDK (Software Development Kit)

VRML (Virtual Reality Modeling Language)

X3D (eXtensible 3D)

XML (eXtensible Markup Language)



ABSTRACT

A Study on the Product Expression
Applied Web 3D Graphic Technology

Park, Min-Soo

Major in Environment Design
Dept. of Industrial Design
The Graduate School of Art

Hansung University

The improvement of computer graphics and information
technology have brought incredibly many changes to our lives
in these days. Especially, 3—Dimensional information technology
moves to be integrated with web environment which 1s already

settled as an very important basis of modern life.

Web 3D graphic technology provides functional expansion and

practical expression of the products in the cyber space such as
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shopping mall. The Web 3D technology enables real—time
simulation and expression of 3D ‘graphic images integrated In
internet. Nowadays, due to the fast improvement of computer
engineering, especially for the personal computers, Web 3D 1is

getting more powerful and generalized to the users.

This study aims to see the present situation and future
perspective of Web 3D graphic technology first, and to see the
possibilities of its application for effective product expression
at internet next. This study includes a case study which shows
the whole process of producing Web 3D contents on the web
and helps to understand how to actualize real—time 3D product

simulation in the cyber space which we live in at present.
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