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Cooperative 3D Modelling System based on WebGL

Hae-Gul Pyun*, Haeng-A An**, Jinho Park***

Abstract

The proposed cooperative 3D modelling system enables more efficient modeling works by
improving current cooperation systems. Current 3D modeling tasks work on off-line and most of
works are cooperation systems which communicate by files. These cooperation system cannot be
interactive, occurs time delay while feedback and must have some programs which can read the
files. This paper solves these problems using web that has the characteristics of network and
proposes new cooperation system form. Using WebGL(Web Graphics Library) which is proposing
technology in technical realization of Web 3D modeling, we make 3D objects in web browser and
these objects can be manipulated by server-client communication. Therefore, if people use this
system, they can use real time interaction and feedback. Also this system lowers a software

installation necessity and can access everytime if web browser is installed.
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