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Abstract
Highway have to be constructed under thorough investigation about function, economy, safety of the traffic
and environment, because they are needing huge budget for construction and management as important facilities
of the social overhead capital in the national economics. Initially the construction of roads becomes effective the
plan, the design, construction phase. The design is foundation of accomplishment of the roads operation, the
results of the design operation come to much effect a nation when using roads.

Especially ancient design methods were not expected for visual effects as attaching weight to 2-dimensional

drawing from flat. Therefore, it is difficult to recognize troubles happened during the work operation besides,
many troubles are solved by modification of drawings as situations.
For solving of those of the problems, it is emphasize on visual effect through introduction of 3-dimensional
design from the initial phase. In case of national conditions, limited national land has caused increasing weight
for construction of the roads through cities as the urban centered development. thereupon, citizens are
increasing concern about the right of the light and the environmental effect, road designs and construction of
the structures under agreement with local residents cause to make troubles. The analysis of 3-dimensional
design is necessary as intermediation for decision making.

In this study, Virtual reality techniques in 3-dimensional roads design are expected to visual effect on the
publishing Internet Web, find problems in first phase and make decision between users and people having civil
appeal.
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<?xml version="1.0"7>
<!-- Viewpoint Experience Technology scene description file. -—->
<!-- Created: Fri Sep 10 10:40:25 2004 -=>
<!-- Creator: Viewpoint Scene Builder (Build 3.0.11.131) -->
<MTSScene Version="311" >
<MTSSceneParms RenderMode="LightTexture” BlendShadow="1" EdgeBias="1" >
<Transform>
<Scale x="0.02567" y="0.02567" 2z="0.02567" />
<Position x="-1731.77551" y="-0.09228" 2z="-1719.71838" />
</Transform>
</MTSSceneParms>
<MTSCamera Mode="Walk” OrbitDist="1.49" >
<Rotate x="25.21015" y="87.089%6" 2z="0" />
<Scale x="11" y="11" 2z="11" />
<ViewLocation x="0.60837" y="-0.0577" 2="-0.20795" />
<LookAt x="25.21015" y="158.70927" 2="0" />
</MTSCamera>
<MTSInstance Name="6" >
<Transform>
<Scale x="-1" y="-1" z="-1" />
<Rotate x="90.00001" y="-180" 2z="-0.00001" />
</Transform>
<MTSInstance Name="Layer:pave” >
<Transform>
<Scale/>
<Position x="67461.67188" y="66993.20313" z="1.649" />
</Transform>
<MTSGeometry Name="Layer:pave_GEOM” MultiUV="0" BackFaceDir="-1" />
</MTSInstance>
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