1

                Dreidimensionale ,  virtuelle

                                    Welten im  Web

     F

          Grundlagen : 3D  Graphik

     F

          VRML

            ˘ Einführung

            ˘ statische Szenen

            ˘ Animationen

©  Dr. Stephan  Diehl , Universität des Saarlandes , diehl @ cs .uni -sb .de, 1998

Graphics Pipeline

F

Transform

Graphics Pipeline

F

Transform

F

Backface  Cull

     ä

          Transform

     ä

          Backface  Cull

     ä

          Lighting

               Graphics Pipeline

Graphics Pipeline

ä

Transform

ä

Backface  Cull

ä

Lighting

ä

Texture Transform

Graphics Pipeline

ä

Transform

ä

Backface  Cull

ä

Lighting

ä

Texture Transform

ä

View Cull and Clip

2

       Graphics Pipeline
ä
     Transform
ä
     Backface  Cull
ä
     Lighting
ä
     Texture Transform
ä
     View Cull and Clip
ä
     View Project

Graphics Pipeline
ä
Transform
ä
Backface  Cull
ä
Lighting
ä
Texture Transform
ä
View Cull and Clip
ä
View Project
ä
Rasterize

Pixel

31

30 30 30 30

31 31

31 31 31

32 32

32

33

32

33

Z-Buffer

VRML

Dreidimensionale ,
virtuelle Welten im

Internet

                  Geschichte von  VRML

F
     1994/95 VRML 1.0 (Mark  Pesce )

       ˘ beruht auf SGI´s  Open Inventor

F
     1995:  erste  Browser  und PlugIns

F
     1996: VRML 2.0

       ˘ beruht auf SGI´s  Moving Worlds

F
     Ende  1997: VRML97  wird  ISO-Standard

Virtual Reality

�
State of the Art: