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“Application Technology of Multi—-texturing for Effective Representation of
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Abstract

4D system has applied to construction project as a management tool after the late 1990’s. Various 4D systems
have been developed, however they have some problems that should be improved. Especially, the 4D system for
civil engineering project needs synthesized 3D model between natural ground condition and physical facility type.
It is a different problem comparing with the system for building project. This study suggests an automatically
synthesizing methodology between ground trianglﬂate network and design triangulate network. Furthermore the
study develops an application methodology of multi-texturing technique defined in virtual reality modeling language
(VRML) for skipping the 3D model synthesizing prbcess from the 4D model development processes. The suggested
methodology is applied to the prototype of real 4D systerh. The proposed technique for 3D modeling may be used
as an essential methodology for developing 4D sySterri for civil engineering projects.

Keywords : 4D System, 3D Model, Multi-texturing, Ground Triangulate Network, Design Triangulate Network
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