gbooobbooogoobbbbod2o000td, pp. 407-410, 2000

Jooododboodgooodboogoooogoogn
00 008000 008000 oOo8O000 oo+

A Study on Object-oriented Construction Method for Virtual Environment
Daisuke Komaki*ll Kazumasa Sharyo*t Hirotake Ishiit} and Hidekazu Yoshikawa*!

Abstract — The goal of this study is to develop a new framework for constructing vir-
tual environments, in which the interaction not only between a virtual human and virtual
objects but also among plural virtual objects can be simulated, and the virtual objects
can be reused easily without reconstructing them. To achieve this goal, a new method
for constructing virtual environments has been proposed by applying the object-oriented
concepts to the definition of virtual objects. This method allows convenient construction
of virtual objects by combining the components of various functions which are indepen-
dently developed in advance. In this paper, how to apply the object-oriented concepts to
the definition of virtual objects and an example of the construction of virtual objects in
accordance with the proposed method are described.

Keywords : Virtual Human, Virtual Environment, Object Interaction, Object-oriented.
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Fig.1 Configuration of Class.
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Fig.2 Roles of Class in Virtual Object.
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Fig.3 The Petri-net for Motion Instance.
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Fig.4 Process Flow of Collision Event.
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Fig.5 Overview of System Configuration.
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