[6B-25]

VRML d6i¥& A8 47249 3D AA HHg
MAF, 2EG, AR4A, 454, 3T, EAFT, FAFT, EF
zAN%E ARG, "EAFGAR, "AFUGE FRFATS,
TEAUEgR FAFHARAL
A Study on the VRML Rendering for Actual Feeling 3D Object Optimization
Kyung—Hyu Suk, Chul-Young Kim, You—Sun Jeoung, Dong—Suk Park, Chan—Joo Jeoung’,

Chul—Soo Bae™, Seoung—Soo Hong™*, Sang~dong Ra
Dept. of Computer Engineering, Chosun University

"Dept. of Physical Therapy, Sunchon Cheongam Collage
“Dept. of Electronic Com. Kwandong University

ity

Dept. of Field of Com. Science. Kwandong University

e—mail:sdna@mail.chosun.ac.kr

2 o

349 299 HoEE VRMLE NSy dads $% A48 A7 Aol T
AN AGPE Adel Be Ed s JE WA R, D S0 4o ANYY o)
AeE 3 Felad 47 wol Hols 8% AW onAE ERHL Fou e UASL Yas 3
of, DH @4l W4T AN Aol ojFA Ak,

3822 dEda BT ds) endse dze) s&aa& Aga 4 v AAF
Haon A e EABEA, $B8 AAdAd E28 G40 WAGA Ho@ 4480
Ak,

£RANE 299 dolHs §A £8 Fo dolH 3¢ s sha, FA Ve
N 475 2SS ¥E AAL § dE Yo B-rEAU 33 wdAd W ek
B e olgste] AARE REWA AU + Ak FlPe ANE

719l =
VRML, B-spline, 3D Rendering, 3D Modeling, Data Optimization

1.4 &8 3xtd 718tetd g FIPeR FAF
e} E] B.(Interactive) § BNEHL A T8
7Hd @ (VR. virtual reality)2 st=ol9 & 98 OpenGL, DirectX 59 33¢ @iy AR
T Eg o9 HME dHoz A3 #8499 & g & Ao AYY HolATh
‘95101 7ha ok HEEAE R 2E 92 AY Y FAL FASEA AT ASES
el ExF "“ﬂla ol &atz EYW THIAE" o)y gis) ANE WwHoezE AT B9
(Immiersive VR), ¥7]dBy AA AELEFA A2 zAlsir AAdoA molx g= EAE
F2 AgHD Jde 299 ouiAd FFEIH  Aszm Bolx= Eaute AdHys:= v
T olulAE A& MFFRE AASE AR (visibility culling)[117 7A7AE AgldME 2A
fg 7} Al 28 (Third Person VR), AUE AF  7&atd mdL A4sn dAAdd gs 219
o F@se 23w 744 AAR(Desktop  islAE eEtA ZEEE AME 9ARE
VR)e] Adtt, (LoD) (218 & & Ut = ouAE nFge
HAEY S gAEElY dOHZY 2 ssind deolHEg FZdE ovuA vt »
F A9 AR 2 AH4VIFS FAATIE FT o9l whd(3]e) ded. AREAN, AY, 98
< Z43ly "J‘Cﬂ” FAARE SUIANA FE QA BopdA @354 245 Ut

2 Hr

Aol vty 33k BIFE adgzste Aol YEYA 7 334 293 dHolHE
o}, VRML(virtual reality modeling language)& 7}

- 277 -



