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‘ Applying Multitexturing Techniques
to Increasing the Image Quality of Dynamical X3D Contents
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This paper is concerned with the techniques of multitexturing for increasing the image quality
of 3D contents in the Internet, where the attributes of objects such as textures are dynamically
changed. First we explain the empirical results of implementing the X3D nodes related with the
multitexturing in the recent X3D viewers. Next we discuss the directions for developing the
next-generation of X3D viewers that satisfy the user requirements and the advanced graphics

accelerators.
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TextureTransform{
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appearance Appearance {
material DEF X456 Material {
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textureMultiTexture {
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texture [
DEF Tnode ImageTexture {
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ImageTexture {
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