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VRML 2.0 "HAd uah 39 g o
Scene Graph 2} Route Table & A st= F&
ojth thg-2 HES & WAook (ISO/IEC
WD 14772, 1996).

=

VrmlScene:
declarations
declarations:

declaration
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declaration declarations
declaration:

nodeDeclaration

routeDeclaration

NULL
nodeDeclaration:

node

DEF nodeNameld node

USE nodeNameld
routeDeclaration:

ROUTE

nodeNameld.eventOutld

TO

nodeNamelD.eventinld
node:

Group { ... }

Transform { ... }

Inline { ... }

DirectionalLight { ... }

PointLight { ... }

SpotLight { ... }

Shape { ... }

Box { ... }

Cone { ... }

Cylinder { ... }

Sphere { ... }

ElevationGrid { ... }

IndexedFaceSet { ... }

IndexedLineSet { ... }

PointSet { ... }

Coordinate { ... }

CylinderSensor { ... }

PlaneSensor { ... }

SphereSensor { ... }

TimeSensor { ... }

TouchSensor { ... }



Appearance { ... }
ImageTexture { ... }
Material { ... }
Coordinateinterpolator { ... }
OrientationInterpolator { ... }
Positionlnterpolator { ... }

Scalarinterpolator { ... }
2.2 Renderer
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th o] #AE A& REESHA] Scene Graph
£ W5 "o
Event Out
LTimer eve;l [ ] I | A
\ Event Queue
ROUTE CF D

Clock fraction_changed TO CubePath set_fraction
CubePath value_changed TO Cube.set_translation

% 3. o4l

i

He 34
2.4 AL &%
Aol Fojel A% @A thy

Windows 95 / NT
Visual C++ 4.0

5 2o,

Microsoft Direct 3D library (Renderer
o] F&) (Microsoft, 1996)

3. 5% W4

g2 Alol¥ HojolA VRML 94¥ 3
AE HolM 3A4doz BAFE FHuo)
T} (Andrea L.Ames, David R.Nadeau & John

L.Moreland, 1997).

(1]

#VRML V2.0 utf8
Group {
children |
PointLight {
location 10.0 10.0 10.0
3



Shape {
appearance Appearance {
material Material {
# diffuseColor 0.0 0.0 1.0
}
texture ImageTexture {

url "wood.ppm"

}
geometry Sphere {}
}s
DEF Planet] Transform {
translation 2.0 0.0 0.0
center -2.0 0.0 0.0
children Shape {
appearance Appearance {
material Material {
#diffuseColor 1.0 1.0 0.0
}
texture ImageTexture {

url "loosedrt.ppm"

¥
geometry Sphere { radius 0.2 }

1
DEF Planet2 Transform {

translation 3.0 0.0 0.0

center -3.0 0.0 0.0

children Shape {

appearance Appearance {
material Material {
#diffuseColor 1.0 0.0 0.0

}
texture ImageTexture {

url "tree.bmp”
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}
geometry Sphere { radius 0.3 }

}s
DEF Planet3 Transform {
translation 4.0 0.0 0.0
center -4.0 0.0 0.0
children Shape {
appearance Appearance {
material Material {
diffuseColor 1.0 0.0 1.0
}
texture ImageTexture {

url "loosedrt.ppm"

}
geometry Sphere { radius 0.5 }

5

DEF Clock1 TimeSensor {
cyclelnterval 2.0
loop TRUE

13

DEF Clock2 TimeSensor {
cyclelnterval 3.5
loop TRUE

3

DEF Clock3 TimeSensor {
cyclelnterval 5.0
loop TRUE

3

DEF PlanetPathl OrientationInterpolator {
key [ 0.0, 0.50, 1.0 ]
keyValue |

0.00.0 1.0 0.0,



0.00.0 1.0 3.14,
0.0 0.0 1.0 6.28

}
DEF PlanetPath2 OrientationInterpolator {
key [ 0.0, 0.50, 1.0 ]
keyValue [
0.00.01.00.0,
0.00.0 1.0 3.14,
00001.06.28

}?
DEF PlanetPath3 OrientationInterpolator {
key { 0.0, 0.50, 1.0 ]

keyValue |
0.6 0.0 1.0 0.9,
0.00.0 1.0 3.14,
0.60.01.06.28
]
H
]
}
ROUTE

Clock].fraction changed

TO PlanetPathl .set_fraction
ROUTE

Clock2.fraction_changed

TO PlanetPath2.set fraction
ROUTE

Clock3.fraction _changed

TO PlanetPath3.set_fraction
ROUTE

PlanetPath].value changed

TO Planetl.set_rotation

ROUTE
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PlanetPath2.value_changed

TO Planet2.set_rotation
ROUTE

PlanetPath3.value changed

TO Planet3.set_rotation
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