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Development of 3-D Web Graphic Library Using Java
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ABSTRACT

This paper describes the development of 3-D web graphic library for dynamic web graphic design. The 3-D web graphic library
developed in this paper supports the creation of 3-D objects like cube and sphere objects, the elimination of hidden line and
surface, and the shading of diffuse and specular reflections. It provides, in drawing, perspective projection of an object, depth first
sort of multiple objects, and wire frame and solid models. It also supports texture mapping function for realistic and dynamic web
application in application software. Each created 3-D object gives functions for the scaling, translation, and rotation of itself. It can
be used for the development of dynamic web application software and the advertisement of information for business and tourism

a8 a 3-D web graphic library engine. It is written in 'Java’ language and runs on web browsers with Java virtual machine without
any dependancy of client computer system.
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private double[][] Vertices = { private int [1[] Faces = {

{1,0,0}, //0 {0.1,2,3}, //0
{1,1,0}, /1" {4,56,7}, I
{1.1.1}, /72 {2,7,6.3}, //2
{1,0,1}, //3 {1,4,7,2}, /13
{0,1,0}, //4 {1,0.,5.4}, //4
{0,0,0}. //5 {0.3,6,5)} //5
{0,0,1}, //6 i3

{0,1,1} /17
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Fig. 1 2-D Array Data Structure of Vertices and
Surfaces for a cubic object
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Fig. 2 Cubic Structure in 3-D Orthogonal Coordinate
System
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Example after Hidden Surface Elimination

a) Viewer’s coordinate translation
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b) Curved surface
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Fig. 6 Drawing Example of Plane and Curved Surface
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Fig. 13 Racing Game Application Example Using The

Developed 3-D Web Graphic Library
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