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2. VRML Authoring Tool

#ad AFE FIAA TEHAI VRML
Browser, Parser, Scene Graph, Graphic Library,
Authoring  Module & dAI#A 7N&
Shape(Cone, Cube, Cylinder, Sphere)& AH-8-7
gAeA AT & UAEF AdHH|2E
A3t 2w, Pan(ddts$01%), Rotate(3]
A), Scaling 5 AL 4% 715E FEst
ot} E3), Drawing ¥ % View & & QlE
#Ho] A Qte] Fo}A] Scene Graph H.2h-$-A ¢}
Serialization 3%} AM&-z7b VRML Heb$-3
2 AgAA A 2 sjof sty HAREES
A stk = 4% F9 AYES AHE
A7b 274E £ YAEF A, AA 34
H olulxg A FAE % AEF s

< 7% 1> VRML Authoring Tool(VREyes)

3. VRML Authoring Tool 2 2} 74
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<1% 2> VRML Browsing Process

3.2 VRML Parser(Active Parser)
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< 1% 3> Parsing Structure
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3.2.2 Node and Field Structure
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3.4 Graphic Library : VRDraw
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VRML Graph Library Structure
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< 2% 4> VRML Graph Library Structure
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3.5 Authoring Module : VRBlock
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< 2% 5> VRML Authoring Library Structure
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