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ABSTRACT

Navigation in 3D virtual environment(VE) is very difficult because the virtual environment is lack
information than real 3D world. So navigation is import research subject in 3D VE. In this paper, we study
tour path setting method using spline curve. The spline curve is augmented polynomial function. So the
curve is differentiable. In particular, since the curves which are order of 2-and 3 are second order

differentiable those are sufficiently smooth for using the computer graphics and CAD system.
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