FH, 715, HE 13T 7HLIAL AA AHAHE

29

Y 288y

3 LGAA AT A dnkind1€lge.com
AFE I M3dY dF4H ghinbpostech.ac.kr

VR Object Reuse based on Form, Function and Behavior

Deoknam Kim, LG Electronics, Inc.
Gerard Jounghyun Kim, VR Lab. Dept. of Computer Science and Engineering POSTECH

a2

Code and object reuse is big concern for fast and efficient Virtuai Reality (VR) system development.
Many VR packages offer reasonably nice abstractions for various functionalities. That is, software reuse
at the functional level is well practiced. Many geometry models are rarely used for main “ characters”

but mostly for incidental and decorative objects. This is because the main “ character” objects usually
exhibit certain behavior incompatible with the way the geometric model is organized. Kim has made a
clear distinction between form, function and behavior[1]. This naturally lends to a reuse method at the

level form, function and behavior.
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[2&2] Snapshot of CCTV: Composing different reusable forms,
functions and behaviors to create an animatjon character

[O&3] [O&4]

[2J& 3] A newly composed character tested in CCTV' s Simulation
Environment
[2® 4] The new character used in a Simple 3D game
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