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Making multimedia contents of a cyber sermon hall
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Abstract

The endeavors to construct the virtual reality in internet and in image-embodiment
media are increasing in these days. Such a endeavor is much affecting not only in
reasearch and in eduaction but also in actual life. In present work, the cyber sermon
hall, in view of the fact that our traditonal cultures are preserved and informed, is
developed and constructed using the 3-D aniamtions, 3-D images, and virtual reality

software.
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Fig. 1 3D Character model
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Fig. 2 3D Character modeling
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Fig. 3 3D Architecture modeling
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A oMES ABAZ} AIY 4 YES Zzagy & // W T Functiono] 4%€rh
) Aloly WY Z2aAdoME ZA 4RE Y § void _ fastcall TForml::TimerlTimer(TObject
! *Sender)
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#include {vcl.h)
#pragma hdrstop
#include “Unit1.h"
//

#pragma package(smart_init)

#pragma resource "*.dfm’”
TForml *Forml:

//
__fastcall TForm1::TForml{(TComponent*
Owner) -

. TForm(Owner)

// C++ Builder ¢ 71 Constructor:

// VCL ( Visual Componemt Library )¢

/] 718 ARARN RE 2730

// 718H o= wEoR|E Z=olt)

[/ ANA Z18AQ 22 o) Ay

// BEEY 23S AR FAT

[/ EZ2OYNE AMEHA| et
}
//
// Timer Function
// Timer Functione 1 / 500 InterruptE &34l

{
// MediaPlayerl : Screen Saver
// MediaPlayer2 : Screen Scene #1
// MediaPlayer3 : Screen Scene #2
// &-&9 Codex Play List o #%
// Autometa o}t
if( IsClick == true )
// Pointing Device®] o] JoH?...

PlaySaver = false:
// Screen Saver #2l9] 33 AL
// FAES U=F g2 Toggle Frt.
IsClick = false:
// Click ¥ %% Toggle ¥t
MediaPlayer1-)Stop():
// Screen Saver & 33 A7,
// PL:
// @A Play=l®n e 94 Index.
switch( P1 )
{
case 0 :
// Screen Scene 1°| play Sz 3154,
MediaPlayer2-)Play():
// PlaySli 929 A& Playdht.
if( MediaPlayer2-)Length
== MediaPlayer2-)Position ) P1 = 1;
/] 878<] €74 718 Play 942
// Screen Scene #22 Ag &= U=Z// k&
Xk
break:
case 1 -
// Screen Scene 2°] play ®3 0S4,
MediaPlayer2-)Stop():
// @A Playdx e ¥l
// Screen Scene #20]2%
// Screen Scene #1< AA A7t}
MediaPlayer3->Play();
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// 2183 Screen Scene #2& Play %t}
if( MediaPlayer3-)Length ==
MediaPlayer3-)Position )

MediaPlayer3-)Stop():
// Screen Scene #27} U A=) Alzich,
Pl = 0:
// Screen Scene #1%& Play &5 A==
// &H] @t
PlaySaver = true:
// AL 52L& 3 Screen Saver®
// BF ANBF UEE A,

break:

}
switch( P1 )
{

case 0 :
if( MediaPlayer2-)Length ==
MediaPlayer2-)Position ) {
MediaPlayer3-)Rewind();
Pl =1
// Screen Scene #1°] EUH Screen
// Scene #2% =71 Playd E¥&
// 2t
}
break:
case 1 :
if( MediaPlayer3-)Length ==
MediaPlayer3-)Position ) {
MediaPlayer2->Rewind():

P1 =0
// Screen Scene #27} ¥UH Screen
// Scene #1& =713 Play
/g EME g
PlaySaver = true:
// Screen saver® Play@F Ux=& 3},
}
break:

}
Caption = MediaPlayer1-)Position:

// Title Bar X &g #jel Atz

/g NS BN
if ( PlaySaver == true )

MediaPlayer1-)Play();
// Screen SaverE play 3t}
}

/7
void _ fastcall TForml::PanellClick(TObject
*Sender)
{
IsClick = true:
// Pointing device?} Click Message®
// B,
}
/1
void _ fastcall TForml::FormCreate(TObject
*Sender)
{ PlaySaver = true;
Pl =0

IsClick = false:
MediaPlayerl-)>TimeFormat = tfFrames:
MediaPlayer2-)TimeFormat = tfFrames:

MediaPlayer2-)TimeFormat = tfFrames:
/) ENk ARY/f—
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