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A General Development Method of Fast Building an Online
Virtual Browsing System

XU Yi-chao

(Department of Computer Science and Information Engineering, Shanghai Institute of Technology, Shanghai 200235, China)

Abstract; Considering the growth of virtual online browsing systems’ demands in different industries, based on the
fast development mode of visualization programming and the convenient network release of the virtual reality plat-
form Virtools, a general realizing schema of fast building a virtual online browsing system is presented, and almost
all the key technologies and the typical functions’ realizing script schematic is listed in detail, including 3D scene op~
timization technology, autonomously interactive browsing realization method with mouse-driving and key-press driv-
ing, etc. Finally the feasibility and effectiveness of the proposed method is verified by a practical case, showing that

it can provide good technical support for the professionals of various fields to develop the browsing systems’ net-

work applications,
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RN =4 SRR — RS E R ERRS R
AR I 5 FR IR R E 3, X L8458 M Virtools
BRI ZR A, Virtools BEENRA RN
LRBREEN % 6, XEREFETEEMS ¥
5 F, 3 ELAT SEELEE 2 B X 48 K .

A SCHEH R T IR A Virtools BAR P FF
R B ITELRN W R G038 F T .
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2.1 ZHBEHEEXEBEAR

J 00 = 4 B R 2 N7 R 100V U AR G N R A
w L EESRPEE AU TEEE.

(DX R BIREW

SRR, FHBTNRNE O RE—
A, [, AT LAFE Virtools # B & B 48 (hi-
erarchy manager) H1 8 2 5 A = 4 (three-dimen-
sional, SD)XRZEIMMNBR R, FEZHFEWIEL
LYBEAIE R R,

()Xt ar 4 AN

TEAR R & 2] Virtools Z R, B — MBI 2
RLREHE 2, BLRIF LT 30 & (Virtools § A
XHFAT RS HH BLELAS, N A A 3 AT E SR AR
Virtools [E B XL EMS) , MR RLZFRFARE
X, &HEINTF & EFE Virtools F1- 3 BHAR#RIEX &
) R .

ORBEXNRHAE

KA “H IR BAE R H— X R E D RBRAIIK
TR, XFEREB I /D Virtools I 5| AR E
BERST AL IR 1R A
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AT Virtools St E W EMGE R HRE R 2
TR IR K /INA ] % IE .

(5) ZHERERI B 4 R B Y

Virtools 2y = 4t B # 5 k{4 3Dmax £t =
FRRARPBIRI G, 2 R X R (object) , ¥ 3l #Y
18 (character with animation) , B84 4 5 [ (ani-
mation only). FH KB TFRIEF M8 L e E, B
H 5 H B RIPSE T 7E Virtools g iR FI Xt 52
AL, AR WP T AR ] AR A,
2.2 HERULXEER

MTREGEEUN R RS, GRONAERE
B S HE R M IR B I 05 AR B A AR B
AL B HE TR AR LT AR,

(DB A

=R )\ 3DMax % 25, nmo 3L
A R R A A AT ILE I ER . R RE B )5 1
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A 5 R R FEA# 2 ).
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T X RBR” R HEA R AL BB TR
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LY AT RS, B ARIE T 7€ Virtools fil
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A& (Culling) /& Virtools i 3 B H B — 4
BEELR, ERBTHRPX R BB K (hierarchy)
RE MR- GRPHITE HELEXRYREE
EATEIR R R , Virtools ¥ X 35 5t 1 #Y B B X R 3,
TR R (culling-check) , X SR AL RKIEMN
B Hit, W FREGR FHEEGSEWHER
ZHBEAT, LA ERGRSEFRILES, BE
— A EREMNRFEEFTHA. B XL,
MTE Virtools I FT A ERERVERTS , — X R B Xt
% (root object) B SE# B & FE VL4 =, R A
£, MRZAT R FYERE R SBAM, ATT4 T
CPU #it+3at .

(4) A “billboard”SEEAE 3D MR

EZH#ZHE RS, —ME 28 3D REEE
# F 2D Alpha #&BAE &R E R, 7E Photoshop #f4
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“save selection as channel” 454 8% Alpha 8 1%;
BE  REEZEEA tga #B=.

S H AR tga SUHFTE I Virtools BF IR 30
B1“3D sprites” 3 H, B B ZTE Virools
BBEVE— 3D sprite &b 3, A R—NEEHISE
. #E Virtools X4 AL BAE B : TR R Y tga
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(Df&B) Virtools {fi B FT & — R L6 EH
BHIBEZR (curve) YEN B RE B12 5
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(3) % FH “Enhanced Character Curve Follow”
BB f# /.15 [ & 1 g R 3, ;L & “animation” &
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constant distance” BB i B E — AKRBEBEINSE
It 3D WA B S , W E R ILALE 5
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“mouse-driving” BG # #t }1 “key-press driving” BG
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FH R BAR DL A #5268 R 452 X Se B 1. it S Al
FRYE, G R R YIRS R X X R
B— B (Group) H1, % F “Object Slider” BB 4f
X AAR R il A A R B s . [,
B R H AR R ) “floor” )& 4, A “Enhanced
Character Keep On Floor” BB [ 1 6 “B A”
HF.
FEARBBILE R BREEACNEE, A
“keep at constant distance” BB f{“Position” Z¥ &
FIRIES Z AFRHEX FAGKALE. R aBR
YA B TES), % 3D A G K “Floor-
Rel"{E MR BHLIRE R S8 LK, TIA R A A
BN 4 Fim).
3.3 WESMESRRERER

b AT LB R R &, b=/ A
IR EEFEABSREW. R/ E RS



156 P T2 5 E AL

2011 4¢

B4 RBEINE=ARESMATH
ZRBGRERW, FRE . B . FE-INER
B, “Set Position” BB ) “Position” ZEi% EE B
VLR B i R RO &, “ Additional View”
BB “438R” B EBIE B R A/ D B, Rl B R B “ view
region” SR 15 B /)N b B B /N,
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Virtools 244t T W 4% & 76 T B4 56 Z iy F P 4
FRFIERAEAE R, R85 B I R ST o P48 S 32
H. f£ Virtools F 1 fT“create web page” #54 NVE M
B —A™ html ¥ T 3 A4 F1—A 5% B B vmo 5 28 3C
. FE&%e T W4 15 14 3DVIAplayer RESL T, 8 /T
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A AT 5 B IX D 491 1 1 72 £ A PO Bl
WIREI RS AN 6 Fin) , WiE$R b T k2 E K
ATATH.

H6 ERRENEERNRS
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AR T 2T Virtools fy—NE A B B HIE
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