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Virtual Reality Model of Bedroom Based on VRML
ZHANG Zhen-Ping, LIU Zhen-Min |
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Abstract: Virtual"Re'éIity is a kind of integrated technologies, which gathers computer technology, sensing and measure,
emulating and micro-electronics. The target of Virtual Reality is to denote information by the artificially synthesized
experience, which makes man’s feeling same as what can be taken from the network. Virtual Reality Modeling
Language which is called as the Second Web is a standard for the Virtual Reality scene description and can be used to
construct an interactive three-dimension-multimedia virtual world in Internet. Based on VRML, this paper realizes a
Virtual Reality model of bedroom, including the design of a series of virtual objects. The model focuses on the
application of the texture and material technology in order to improve the third dimension of virtual@_obj.ects on the basis
of the traditional modeling method, and finally gets a satisfying result.
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: ExposedField SFNode texture NULL

ExposedField SFNode textureTranform NULL
}

1 Appearance 15 s

1.2.1 ¥

VIR T . 6 BN SO S A2 T8 e A4
B EER R, KL R A el AAFE L e
s E . BE . AR i, X LT e B A
material 33k 52, material 8/ & —~ Material 7 £,
WL WCE Material 15 5O SE SR ) 2 T AT RHRE V.
4n R material 12 NULL, 5 Appearance #H3<H) JL{A]
PRIEARZER, A A2 U0 7 2 AN LA i 2208 i

%B/Aii/l\ftﬁﬁiﬂa ERONBAP R S E . W —
AR R E appearance B

appearance Appearance{ }

LR H IR, A $5 22 appearance 34

appearance Appearance{
material{ }

}

JEHE R BRI

Material 5 5B VA W1 #] 2.

Material 5 5007 & 4 U BUE VG Y A 0 3 1.
Ambientintensity 5 ¥ 2 /> REDOGHZ A T S,
IREEG I 25 ) [ PRI, T HL e SO T 6 1R £ H
AN T AR T 3R A7 . FRE R B Ll ambientin
tensityxdiffuseColor 11%%. DiffuseColor & 1% 5 i B
0, WIARFE TR T 6 IR A 2 o S R oK EDOGUR IR

© hEAEFEER ST

http:#/www.c-s-a.org.cn



2013 4E 522 45 1 W

http://www.c-s-a.org.cn

i EONL R g

JEIR . AR R TR, R 8 5
ez . EmissiveColor $E & K WA A e IEi .
T A 00 Sk BB 5, (0,0,0) I, 1% (4 B AT
Shininess WAL MK 5o, FARME ST ¥ 0.0
F BG4 1.0. specularColor &4 7R%% i 5 56 61
Bt Transparency WA ME VI, HAAMERAE
JEART ) 0.0 $)58 4> Al 6K 1) 1.0.

Material{

ExposedField SFColor diffuseColor 0 0 0
ExposedField SFColor emissiveColor 0 0 0
ExposedField SFColor specularColor 0 0 0
ExposedField SFFloat ambientlntensity 0
ExposedField SFFloat shininess 0
ExposedField SFFloat transparency 0
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material Material {
diffuseColor 0.5882 0.5882 0.5882
ambientIntensity 1.0
specularColor 0.315 0.315 0.315
shininess 0.4775

transparency 0
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material Material {
diffuseColor 0.36 0.36 0.36
ambientIntensity 0
specularColor 0.94 0.94 0.94
shininess 0.23
emissiveColor 0 0.36 0.27
transparency 0.5
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material Material {
diffuseColor 0.31 0.22 0
ambientintensity 0.0033
specularColor 0.65 0.73 0.11
shininess 0.11
transparency 0

}
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