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Abstract: As a distributed information center easy to use with no limit of time and space, the digital campus is a new type of organization
and management, which has become the trend of the construction and development of digital campus information. In order to provide an
important campus information platform for the construction of digital university ,based on the technology of virtual reality , the design and
implementation of virtual campus roaming system based on VC++ platform and OpenGL are discussed, and the basic algorithm of develo-
ping virtual campus roaming system is further studied. Taking Xi’ an Technological University Weiyang Campus as a model, it is simula-
ted by the technology of virtual reality ,3D Max modeling , SQL database , three—dimensional panoramic and computer network , to achieve
a virtual campus roaming system with good realistic effect and real-time interaction. Users can use the mouse and keyboard and other ex-
ternal devices roaming in the three—dimensional virtual campus scene,so that the campus realistic interaction is achieved to meet the re-
quirements of digital educating and training.
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namespace OGL

{ class CCylinder

| float m_Radia;// [FIAE 242

floatm_Height;

int m_Slice;//[F#EH m_Slice 4~ 43

CGLTexture * m_pTexture;

Public;

CCylinder( ) :m_pTexture( NULL)

{ m_Radia=1 280-128;

m_Height=1 024+1 024;

m_Slice=12;

CharCylinderTex[ 255 ] = “Scenel. JPG” ;

LoadCylinderTexture ( CylinderTex ) ; }

void LoadCylinderTexture ( char * CylinderTex )

{ If(m_pTexture! =NULL) delete m_pTexture;

m_pTexture =new CGLTexture ( Cylinder Tex) ; }
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