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Parametric Virtual Scene Modeling Technology Based on XML

LU Yaping, LIU Houquan, ZHAO Zhikai
(School of Computer Science and Technology, China University of Mining Technology, Xuzhou 221008)

Abstract Virtual scene modeling based on VRML has limitation in customizability and developing efficiency. This paper proposes a parametric
virtual scene modeling technology based on XML, which improves the customizability and developing efficiency in virtual scene modeling based on
VRML. It adopts the method of region partitioning to increase the rendering velocity. The technology is applied well in the project of virtual city.
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ProximitySensor ~ PContent

<IELEMENT scene(entity*,sub-scene*,region*,content?)>
<IATTLIST scene

translation CDATA #IMPLIED

rotation CDATA #IMPLIED

fileName CDATA #IMPLIED

defName CDATA #REQUIRED>

<IELEMENT content(#PCDATA)>

<IELEMENT entity>

<IATTLIST entity(content?)

translation CDATA #IMPLIED

rotation CDATA #IMPLIED

fileName CDATA #IMPLIED

defName CDATA #REQUIRED

number CDATA #IMPLIED

method X+|X-|Y+|Y-|Z+|Z- #IMPLIED

value CDATA #IMPLIED>

<IELEMENT sub-scene (entity*,sub-scene*, region*,content?)>
<IATTLIST sub-scene

translation CDATA #IMPLIED

rotation CDATA #IMPLIED

fileName CDATA #IMPLIED

defName CDATA #REQUIRED>

<IELEMENT region(ProximitySensor,PContent)>



<IELEMENT ProximitySensor>

<IATTLIST ProximitySensor

PName CDATA #REQUIRED

PCenter CDATA #REQUIRED

Plwh CDATA #REQUIRED>

<IELEMENT PContent(#PCDATA)>

<IATTLIST PContent filename CDATA #IMPLIED
defName CDATA #REQUIRED>
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<scene defName="whole">

<sub-scene defName="s1">

<entity translation="-20,0,0" fileName="tree.vrml" defName=
"leftTree" number=20 method="z-" value="5"/>

<entity translation="20,0,0" fileName="tree.vrml" defName=
"rightTree" number=20 method="z-" value="5"/>

<entity translation="0,0,0" fileName="road.vrml" defName=
"road" />

<entity translation="-40,0,0"
defName="building1"/>

<entity translation="40,0,0" fileName="building2.vrm|" defName=
"building2"/>

</sub-scene>

<region>

<ProximitySensor PName="PS1" PCenter="0,0,-200" Plwh=
""200,200,200">

<PContent filename="ps1.xml" defName= PName="PC1">

</PContent>

<[region>

</scene>
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