WebGL 7]4Fe] Foztd Zel=E 93k 3¢ Az

Behavior Engine for WebGL-based Interactive Contents
Jinseok Seo
Dong-Eui University

E-mail : jsseo@deu.ac.kr
2 <%

WebGL-2 OpenGL ES 2.07]Wte] Z-9-2¥ (low-level) 3%}l 1|2~ APIE I3 A2~ ZAF
A BFoEH, § HepeAo HEe Zee MAAsHA] gux 339 1#gs xdd 4 9l
= dFh WebGLe] B2 ¥ I Sl olff= PC #Wh ol AmtEE, HEH, AnlE
V 5 Utk tulol A5 98 ApAlY] RIA(Rich Internet Application) ZHE o2 73S Wy
HTML59] %3 <tell X3H7] gtolt), & AFolA= WebGL 7]18Fe] ZulZofA Hgst 4
7 3Ad AA] 9 mElg Ha wEA AFetr] 98k 9] WS Abskal v gomx} ==y

2 b
{o
ﬂJH

ABSTRACT

WebGL is a cross-platform web standard for a low-level 3D graphics API based on OpenGL
ES 2.0 and presents 3D graphics in web browsers without installing extra plug-ins. The reason
that WebGL is notable is because it is included in the HTML5 standard which is getting the
spotlight as a next-generation RIA(Rich Internet Application) platform for variable devices such as
PCs, smart phones, table PCs, and smart TVs. In this research, we would like to introduce and
develop a behavior engine for easy and rapid authoring of complicated interactions and 3D
object's behavior models in WebGL-based contents.
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