3¢ % ud ParseMap ~ ParseAdITree ~ ParseScnTree ~ TransObj2VRML %
TransACtion2VRML ¥ 1 ~ fe =t e & o ] 16 A7 3% 4 sofifie 2 fper e &
AEZ AP AR B S RARE RH S T3D KH R GBS
“riiy 2 0 3D Fobde A 0 ot RSt 2 Fini » FSen#tadl 2 FScendtini ¥ 4 & %
R oo LA FHRARE AL A LIATR Y D AEER] o ¢ Bk 2 AR M
flé%ﬁ#% s HY 2 T HE RN A EERAT L e o

[ DEptemeERTEE )

TransAction2Vrml

!
o)

B 16 @k Ak

SDFT AR
/‘,—\\
F.ini F F ini EE
FSend adl FSend ini s
FScn0.adl FScn0.ini g Ipeits
/ ; AvifE
|7 B ] : Wavis
i Txt
v ~ g _xf
i wrlfE
Parsetap — ParseAdTree |— | ParseScnlree : \___/
TransObj2vrmi i
Translator !

HARE T A e i A u) G

1. ParseMap ik : B~8 3D KM & Hw D EFE BIFAA E o

2. PaseAdITree ficie @ 3 » 2 & o T2 & 2 H Blbiebdhongy &> ¥
2RIk B
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3. PaseScnTree #i-ie : 3 » & o ch g H hitcedr > T2 2 F H Biabk &
H

4. TransObj2VRML #-% @ #-% % #1#& = VRML & 2 -

5. TransAction2VRML #-% : 4 » VRML & i¥4 4 ¥ 2 2 VRML 4% -

BFEE (PR AR T

1. § 4 » Rini 4> d ParseMap #/e B~ 3D &4t & & & L AL2 A
Fh L oo Bt Byl BEAEAE % FScnO.adl ~ FScnl.adl ~ FScn2.adl....... o

2. PaseAdITree #-% ix3x FScnO.adl ~ FScnl.adl...... FREF R
2 B8 & & M te BoAk e0dd & (FSen0.ini ~ FSenl.ini...) > #
PR 1 -

3. PaseScnTree #icieix g FScnO.ini ~ FScnlini.... &4 &3 » 2 & o chE
Bidisthr £ 2 3 B IBHR S -

4. TransObj2VRML H-'e ik 45 % 1 B IEahlk S %&£ % 4 < VRML &g

5. TransAction2VRML =8485+ # I sk 15 » # B VRML 372 4c »
$oitdn 4 0 B L& e VRMLEEL - 5 1 VRML 4 % -

42 VRML % & g i 4

Bl Flde i f5F S VRML 70 A 1 2 & £ 4 2 VRML % 4 54- VRML
T B E A 5 2 BISA[B][4][5] 0 4o @] 17 Hrom
(1)Header % #. :
- 7- TEBSTHVRMLV20 Utf8” isfienfest » % kz 2506
VRML = e d 2 g * ch3 2 o B o A7 * engR V2.0 ek &
CF AT DA RF U8 F AR & o dok B e SRt iR 2 K
¥ ~ ur—‘ﬁ xS pHEF AT R Worldinfo{ iz & 2k
el R F R LIER A MR LR AL -
Q3B 4 35 1 T H
BE AP EERAFER o b S s A R B
HE 2 9151 % chde 2 A5 5
()4 2 # ity it T B
kR gp i 4 2 e0de (A2 R A 0 2 ROUTE...TO... 45 4 8 A2 &
P B 2 g D
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#VRML V2.0 utf8
VRML Header <\| #3F SLp

............................................................
.

.........................................................
.

: DEF Objectl Transform {

S translation -0.5-0.5 -2.5
oo s S children [
L EE AT T T S o

url  “Desk.wrl"

.
............................................................

.........................................................

ROUTE CLOCK.isActive TO

, / Time_Trigger.set_boolean
$o 2 B ey i —TOgETSEL

ROUTE Time_Trigger.startTime TO
ANIMATION_CLOCK set_startTime

Bl 17 VRML-=2 fgan’s i

4.3 3D #Hd dERL IR S

AT R AT E L e 3D KM R AR S RARLT) b 50718 B 60 3D i
ﬁﬁ%ﬁ#*VMM»fw@ﬁ%?ﬁmﬁm%%%ﬁ%ﬁpﬂﬁ%%AE%
1 o 3D FoH R AR S AR S A

ER R
(DFm-i%pﬁH%’—rﬁﬁfﬁ—ﬁ% ok % 3D %k

F 5
o A AR EH R H TR SRR L o - > 3D & %'B‘%‘i?
Bl inBR A e A2 F % FileName zﬁg,m R EAFRBRE L
o e TQE) AP ¢ 4 LEBR R A R R LRIR R K

12 3D Kt AT gh LA e

(2) FScn#tadl @ ifith % & 8 (P8 A4k sedrF ot & H 5 F Hends (T A

lﬁﬁﬁ*’4%%%ﬁ*%%°—@%ﬁ?ﬁ?%$%%&’%uﬁ
A BRI A 0 2 e FSen#adl P o2 R A 0 B Ae el o AT -
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FERPHAEFTZBE ijﬁ’ﬁ = R ijﬁ’ﬁ FScnO.adl ~FScnl.adl %
FScn2.adl = B 4% o
(3) FSC#.ini : oty % 5 % H B iebrth > b FHH & 55 2 H PR
PArEH AR EE S FHRRE - PRMARFES RS
ﬁ* €73 5B EH Bt o ALFScniini ¢ 2 # % £ 80 B 4 enidic
FoAr- RPRMACET Z B G thﬁ FScnO0.ini~FScnl.ini 3 FScn2.ini
= BAR

4.3.1 F.ini A% A4

F.ini % 12 [Registry_Begin]2. tag P g8 - 12 [Registry_End]z tag % & > ¢ R 2
[Map0] ~ [Map1] ~ [Map2].......... 2 tag M2 E B DEHE JIFMA CET R
W18 5 ek i A Bh o CAE2 BIFHM TR PE R 57 0l

[Registry_Begin]

[Map(Q]
File = "C:\Documents and Settings\USER\ & & \FScn0.adl"

a2 —_—

Name="% - }
[Map1]
File = "C:\Documents and Settings\USER\ & & \FScnl.adl"

Name=“% - 7"

[Registry_End]

B 18 FinifhZxp 2%!}!

4.3.2 FScn#.adl # % A 45

FScn#tadl 44 & THF F 2 TH2dithit ) - Be&k-THE TR
T BesrF TR B iessh ) 94k & 0 12 [Scenelnfo] 2 [Scenelnfo_End]z. tag
i BEE R E T $ R TR % > 12 [EventDescription] %
[EventDescription_End]z_ tag # s F gg 2 2 & » # B 12 SceneBegin : {... } % H. 3z
B 3pEd R 2 Actor d 2 L Ll }E SR P E AR T s
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S &b R B A
AniPlay( p 784 -f& 3%
ot d BT 5
- BIHFEO.FITL
FaAREHENaR T 19 5 - B
AT E OB T2 AN BT B

%i& p r,fnl
77 =% ¥, B

. .w——
gk E R

z iT
o
B

B,

'T

@ o drk R I*Nrﬂr*ﬂ i+ N.#
- O RPN SRR LN SO

A
fif’;){ }J j\T\'F °

PR TR

el }s f F Ay

}o oo Bl A F Qe (TR

Hid 2 Ariw R 3ARET 85

[EventDescription]
SceneBegin : {
7% B 4.AniPlay( #7

7% B 7.AniPlay(

}
[EventDescription_End]

# % 1, Loop, None, 1 ){
#riw B 3.AniPlay( #7# % 0, Loop, None, 1 ){
#7840, Loop, None, 1 ){

}
}
}
Actor #miw B 3:4
#ri% B 3.AniPlay( #7#> % 0, Loop, None, 1 ){
}

B 19 FScnwadlgiisc M 7 # b

4.3.3 FScn#.ini % & 47

FScn#ini fh#-5 B2 1 & 7+ — B R > ¢

z

v

5
B

1"

%[E H L AL)2 tag tAF EE 2

A REEHFHRLFR -FHEA? I NE: GRALRGEEIHOBE 2B
Ml & R EBHEP 4o

1. objType : % 4482 ¥ enfdsf > 40 13 S 4 B > 16 R & 5 -

2. objName : % #R8 A H R ¢ h L -

3. atrPosition : M F H = Bz P hizl o

4. atrOrientation : 5 M Z H = a7 P 97a 2w o

5. atrScale : s 4 E M= az Y ML) o

6. filFileName : % #5448 % # K ihih % ¢4 -

7. visColor : ¥ 4R % &R0 % g d o

8. txtFontface : ~ 3 % {HE 4 H 57 -

9. txtFontsize: = F WA F HehF 4~ ] o
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10. txtFontcolor © = F 3 {48 2 HenF fpad o
11 txtText : ~ F 4Lt E H > TR ZF o

20 5380 % 3 B 2 e BiAE R R 5 7 0 ¢

[#riF R 3]

objType =13

objName ="#7;% i 3"

atrPosition = "(-2.31738 2.0403 0 )"

atrOrientation="(010-0-0-1)"

atrScale="(333)"

filFileName = "c:\# < \MyProject\ModelGallery\ -z 1\ @] *
\Glylmg0001.bmp"

i E 0= (

(T:0 P:-2.300162.21860 Q:010-4.37114e-08 S:333)

(T:5 P:-237197 2574120 Q:010-4.37114e-08 S:333))

Shs

Bl 20 2 FScn#.ini fHp 7 1 )

44 % SR m AR

4.4.1 ParseMap i

ParseMap #i-ie e iv & M- Fini g enp 7 f#47 & 4o B 21 #7770 chlbik B4
L EEA Be g F RH L R S AR & & & E G o0 4L - ParseAdITree e
RRAFE G RADR AR T LB AR LT ORI £ 2 LT L

—{ H—EAENE | 5 H2EeS |

. e 5 HEELR

—{ m=ERERs B HEELR

4‘ Tree_Null ‘
B 21 Fini 4 ik 5 15 H
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4.4.2 ParseAdlTree $-%

e enFt fp 5 B-FScn.adl #) i B R4 = Ao @) 22 Ao m;}ﬂ;{»’:%f# - A
"HR ) B EeSF TR M Bkt ) f ¢ o ParseScnTree e 1 HGE R
B TR E I TR P B et ) SR TR S 25 TR
SR THREARRT A BT SR A F TRER 2 TR ERRT R
& 4 ik ends (T4 i o TransACtion2VRML Hicie 7 & 45 & & B AHk S jer iz
B & chfs ey 4~ fp ¥ k2 VRML 8 (o434 > B 2 I TR 22 0

s (F o

(Root) EHBEE |

Action Tree

—{ B - e il R4 uBhE R RUBNE|
D2 BRI BT

VIS BIB(E| {9 HomE]
VI8 BB (E

| PRI T H Action Tree1 |

BISHET

YIS RYEHTE

B 22 FScn.adl # skt 5 1

A hHk BHEchA 2 £ % lexyacc[20]ie 5 B 2 iéﬁ’aiﬂffr Fscn#.adl 4% 7 &
Ple gL lex #4h% ¢ chF p 7 = Token i% % yacc » &8 * yacc <7 ! i

YA R AE 2 RR] 0 B AR B 22 PR B4R o yace {247 Fsenfadl A ceE i R
4B 23 -

4.4.3 ParseScnTree -3

A ke j5_ParseAdITree B~ 18 FScn#.ini chg§, & 15 0 § #324h e 7 1347 2 4o
B 24 #7m Sk B o BB 24 ¢ hE - BR P EEE - BR ST R
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m%ﬁ%’“{ﬂT - KRS § B fi- Bt E 2 g v E B F15 T
R NEC S o T E & {F- K o+ &2k o ParseScnTree #ole B & 4R F iz B AR
B ﬁ*‘u? A2 ¥ &2 VRML &8k o

Action_description
<D D &
Sy > @y CoroRomame: ) oo (D
Asthame( § (Bt (hctontt) (3

Name > CVall > Va2 > CVald > CVald =

W 23 @& ™ lex & yace 17 5 em3F % LRI BHK

| pren ANBHE
—| BB
W4T L AANBE

- mEEE | | L2HEE
E— — FamE AR

i . A | T EMRE | L %bé%“f_&c

:
iiks

=
&
i
i

—| FEBRM

B 24 FScn.ini 4§ ik 5 4
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4.4.4 TransObj2VRML -

AMe ehrt iy 5 - ParseScnTree #e #rad = chde i M ST &
VRML & i &- 8L > 4o 25 #1770 - B 2 it ﬁ;k;%ﬁg‘ga\ VRML # i &

BL e o] -

i DEF Obj3 Transform {
i translation -0.5 0.5 -2.5
seele 1515138
rotation 0100
children [
Inline {
url “peshil00A 100010 wrl"

R T

| EBR%
| ARB%

| EMEE o .
; ! DEF Obj3Re_scale Positioninterpolator {
| key [1.0]

' keyValue [151515]
— R }

DEF Obj3Ani0_onent Orientationinterpolator {

........... }
{ DEF Touch3 TouchSensor {1

i DEF Clock3 TimeSensor {
: cyclelnterval 1.0

:
i DEF Ctrl_scipt3 Script {

F oo
vvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvv

B 25 - B4 & A A VRML $ & & 8o 6

OE S EFEAR S AP AN KRS EDRE T - B
Nodelnfor = structure » #X {4 3% & B8] 24 #7177 chie 2 ARk B £ g it —’,;rsié
= Nodelnfor 4 it ¢ structure - #X{5 £ & B VRML %2 > 5 & B Nodelnfor
4 »~ TimeSensor ~ TouchSensor %2 Script & gL{s » - B3 ¢ PHczdek £
T TransACtion2VRML #-ie g — & B » 'tk & 2 wrl g s P - A5 Bt
4v ~ TimeSensor ~ TouchSensor 2 Script & 2L&_5 7 &K fofl9 2 d w72 % o

4.4.5 TransAction2VRML #-%

AMCe % RIFH J ParseAd|Tree fi-e #riE = chif] 22 chjiih S HE - Mde
i g (500 B g i & VRML e 54y £ o
AN FEFREY TLEe AR P88 - AP IR 26 K RGR

o B APE L - K S P R S I T2 3 (v HEkpr o 9]
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I

I3 S DB 5 o AP0 g LR e R 0 Ao 26 ¢ 2 ko d ARG 1 AR AT T
Flifes Pk o STERIE - KR - BEE T2

ST S BA TAMG AR e SR BT E F AR 267 2

FAREL 22 § - (EcPE PR 0 o d B34 562 A 2 R RAIA

4 o

-y

L

o

&
5

F’_k
o

{

1\ o] [7ore umnE] i BBl 90T mumE (v o) @

- w2 e e @ &)
|- e g musne i)

YIS HYBHIE { Y48 RYBHIE

— @ @

— f2asE T | Action Treet |

VISR

Bl 26 iR Bafend: (TB4E

EELERR AR RER -y - Ssp T AL ffﬂfjﬁfi%#)%éé g B ik e LA
Bh4tdy Wt ehde (TAEA] 0 P AR 0 VRML s (474140 4 40 ~ o

VRML # & 7 #= 4| pF B e TimeSensor & 2k > — F&“iﬁ%‘uz‘ﬁ £ & g K M ehds
ﬁ%‘ur} TimeSensor & 8L ¥ iisActive 2 clock & 1+ 5%6 -

PoidadeT 4 B (TR IR d TimeSensor & Bk ¢ touchTime 4 14 55 o
= -3 s gpd EHive w)d Positioninterpolator ~ OrientationInterpolator -
Colorinterpolator % #- it s~ 2L ¢ 2_ key/value &4 set (b & 2 ehi= % ~ 2 % ~
AR Y A

Pritengs (FRRE PSS LSRR P AT RS MR e BT AP A R
P iEA fiR T G VRML & (el £ Saingg



Bit%
TimeSensor

'

15 Active

fraction_changed fhaction_changed

value_changed value_changed

Ctrl

_Script

e
’.. TimeSenser.s !
tartTime B RFRI B AR
<AARLY
W27 ® i%Ed?mVRfMI'_ # ,rmﬁwp £ m gz LW

lW%ﬁWﬂmML%wﬁﬂ%q@gﬁ?T&ﬁhﬁM7wT ST

1)

()

HITE ¢ g m%‘“dﬁt 'I“meSédser-a‘—«*gy;«:ﬁv s @412 2\ 1 2 TimeSensor
&> 2Len isActive g1+ x:é "h-';ki-ﬁ« 1?;&% .— &7 TimeSensor &2tz startTime
I -de (T ehde 12 e TimeSensor 2 startTime &+ ) g 28 15 >
TimeSensor & 22 clock HT* € B ap3tpF oo 7 ¢ - TimeSensor 2
fracton_changed /14 & % Interpolator &-2k2_ set fraction - Interpolator
2. & BL 48 # 3  PositionInterpolator ~ Orientationinterpolator -
Colorinterpolator... % 6 #& > =44kt (F78 B ARk S H P A4 iff 7R
- fa# i¥@m ¥ sz ¥ 4 PositionInterpolator & 2k - s % = w8
OrientationInterpolator &% » #x % g7 ¢ «&_ColoriInterpolator &- 2k -

TimeSensor 2 fracton_changed /1% ¢ &% 3k 8 p e & i & L) chp

R 8LehiE o Interpolator & k12 set fraction i ke & R ELE - X

&4 Interpolator & 2k¥ hikey/value Ftt & » 0 FEEEE D AP W oen
pREr s EREMESERZE S S 0 4 Interpolator & 2k e
value_changed #= i& B Bk THF B 2 ent | ~ 2% ~ 3w £ R/
MERFEBORLE  FEREELRG
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(3) - Interpolator &-2k:7 value_changed @& % % - i+ er3 set_translation 4 %
Btz o @S set scale 2 x> 28X set rotate
R o YA BTN B AR b TR B RGBT
fo e A 78— FEiTa o

(4) 4% 3 TR EREF AR 22 56T P JavaScript &k 4 2
vosrzk 2 2 ctrl_script &8 BEF AP E R TR ABEFLET - o
TimeSensor » #%i8 € 4§ (2) T (4) 4 2 -

2. T4 24T P ch VRML & (7474 ]4p £ AJZ ARG 4o

(1) T+ EpeET ) SVRML & v dldp £ gZinefe TR EF | dre
LARE T B E R ot B AR IL )R- R

(2) % # T 4 = pF > $ i 9 TouchSensor ¢ @ % touchTime & 4 i+
TimeSensor 7 startTime 4% -

(3) T ks (7 e 1 ih TlmeSensor ”startTlme Bl € DI 0T e

© sk Az e T B B r@%ﬂﬁi‘%& A4pk > A R K o B VRML

fwnrmuﬁ CEROE U= T

YVIGHEET
TouchSensor

fraction_changed fraction_changed

value_changed value_changed

Ctrl
T—%ﬁ: )
TmeSenser

5 s*aa*?'fme %{¢%§EFE$EIJF§U[E§5§?@

_Script

Bl 28 4 i ik P VRML 8 640l £ ARt 27 L W)
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2o e 3RS 0 TransAction2VRML ¢ #4347 o VRML # T4 44,
LB R H oG ¢ HEHedF e VRML 2 & 2L — 428 ~ P& %3¢ > B 29 %
TransAction2VRML #- % #7383 43 ¢ VRML #+ (7434145 £ 48 & VRML % ¢ ¢

BN E o

ROUTE ClockD.cycleTime TO ClockB.set_startTime

VRML Headel‘ ROUTE ClockB.fraction_changed TO OhjBAnil_pos.set_fraction
ROUTE ObjgAni1_pos.value_changed TO Ohjb.set_translation

----------------------------------------------------- o BB E AR AA R ERIE - R BB — I RS
S

B R —
ROUTE ClockD.cycleTime TO Ctrl_scriptd.set_time

By} -0 — {8 &Y {EYD R AT S IF S GBS 010 1 45 ES B RRT YD AT B
VI R . :

ROUTE Ctrl_scriptt.passTime TO ClockS. statTime

ROUTE Clocks.fraction_changed TO ObjaAnil_pos.set_fraction
ROUTE ObjsAni1_pos.value_changed TO Obja.set_translation

ROUTE Touch3.touchTime TO Clock3. start Time

ROUTE Clack3.fraction_changed TO Obj3Ani0_pos.set_fraction
—" ROUTE 0Obj3AnI0_pos value_changed TO Obj3.set_translation

%{EF@J{}E%E‘J—E < ROUTE Touch? touchTime TO Clock? . startTime

ROUTE Clock? fraction_changed TO Obj7Ani0_pos.set_fraction
ROUTE Obj7Ani0_pos.value_changed TO Obj7.set_translation
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