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Research on Interactive Virtual Roaming System Based on OpenGL

LI Ting—-ting, YU Qing—jun
(Department of Digital Art,Dalian Neusoft University of Information,Dalian 116023 ,China)

Abstract:In view of defects of poor immersion and interaction for traditional virtual roaming system, we present a method of developing in-
teractive 3D roaming system based on OpenGL. On the basis of the three—dimensional graphics theory,we develop an interactive virtual roa-
ming system by means of OpenGL technology and programming tools VC++ and discuss some key technologies of interactive scene roaming
in detail ,such as the modeling of scene, the simulation of smoke, the drawing of the ground sky, the interaction control, the realization of

viewpoint roaming and so on. Experiment shows that the system designed can realize the roaming interaction function of 3D virtual scene and

some natural phenomena and landscape simulation, with better simulation results.
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void DrawSence ( void)

| glPushMatrix () ;

drawObject(50.0,5.0,50.0,0.0,-5.647,-10.0,0,0.0,0.
0,0.0,78,78,78.,78.,78.78) ;

drawObject(9.2,5.0,25.0,-11.0,-5.646,-10.1,0,0.0,0.
0,0.0,80,80,80,80,80,80) ;

drawObject(1.0,0.01,0.8,-0.4,-0.646,-0.4,0,0.0,0.0,
0.0,77,77,77,77,77,77)

glPopMatrix( ) ; |
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elLightfv( GL_LIGHT! ,GL_AMBIENT, LightAmbient) ;
elLightfv( GL_LIGHT! ,GL_DIFFUSE , LightDiffuse ) ;
glLightfv( GL_LIGHT1 ,GL_POSITION, LightPosition) ;
glEnable ( GL_LIGHTI ) ;
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