X H|t)o] 7] 714k 3D 7Y e

= o] *
o] F*.74eH

3D virtual shopping mall implementation based on the rich media technology

Jun Lee* - EungKwan Kang*
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ABSTRACT

Cyber shopping mall is based on technique of the Internet that is purpose in a new business form from cyber space. Cyber shopping mall’s
economic activity will be much grow up and upswing compare than past object economy. Therefore we proposed the interactive Internet
shopping mall system. Especially, the proposed shopping mall is 3D interaction Cyber Shopping mall based on “Rich media Technique” and it
different with existing shopping mall. This system is represent to Hyper view when the customer click the object what they want to buy during
cyber space tour. This system can be Move, Rotate, Zoom in, Zoom out and Play the object. This system can increase customer’s feeling more
interesting, immersion, etc. And 3D objects look like a real thing get out of the conventional 2D image form is great contribute to increase
customer's interest.
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Polygon way
v () 4 &MB)
NURBS 11 0.
PDP 2 58
Polygon 28 0.16
oge NURBS 15,860 1.03
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NURBS 7,605 0.96
Hol &
Polygon 1,043 0.25
NURBS 15,481 1.54
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Polygon 7,406 0.95
NURBS 8,675 0.97
&5t
Polygon 3211 0.66
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2 VRML 2lAt BE(pseudo code)
Table 2. VRML pseudo code

#VRML V2.0 utf8
Group { # children: ID name
children [
Viewpoint {
fieldOfView 0.6024
orientation 0 -1 0 0.38484
position x, y, z
description “Camera01”
geometry DEF Box01-FACES IndexedFaceSet {
ccw TRUE
solid TRUE
coord DEF Box01-COORD Coordinate { point |
W2k, y, 28] A 9120 S LERT)
}
texCoord DEF Box01-TEXCOORD TextureCoordinate {

point [
WEl 7 7EA 3 Qe Aol i@

A58 E vEhdn]
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