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The Application of Internet 3D Technologies using
Java3D and GL4Java

Byungsoo Kim' and Byung-lk KangH

ABSTRACT

Various virtual reality methods are examined on the internet. In this paper, 3D implementations on
the internet are discussed using Java3D and GL4Java which are based on the Java. 3D shoppingmall,
real time 3D renderings, and various objects are implemented using Java3D and GL4Java, respectively.
Especially with Java3D, the file formats of VRML97, OBJ, and 3DS are implemented using Java3D loader,
which shows that object implementation in Java3D is better than other methods. Also, the comparisons
between Java3D and GL4Java are discussed.
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