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INTERACTION IN REAL TIME GRAPHICS

Issues concerning the technology of creating iotem visualizations will be shown in
presentation. Methods of realization algorithmsalihtontrol movement of scene objects and are used
for releasing the action bound by occurring differéogic conditions well be also discussed. The
presentation will be illustrated using examplesializations of buildings and machines.

Spatial models of objects used in visualisatiorstieen made in 3D Studio MAX program. Real
time applications has been realised using the bpjegramming software Quest 3D. This software is
used for creating interactive 3D applications. HEuiting environment of Quest3D is completely
graphics. 3D applications are created by connedtiggther functional blocks called “channels”. The
structure of 3d applications are represented byretla which are connected in graph. The graphics of
Quest 3D engine calls each channel connected ttotfie graph of application while the rendering
process. The image of 3D scene in this way is eded@patial models imported to Quest 3D are in the
logic graph form. The graph contains the informatibout the object such as:

* Transformation matrix, (channel ,motion”) which &dize the objects in 3D space

« Offset matrix, which is can be used as a pivohpoi

* The geometry of object (channel “Vertex data”).sTtlhannel is not editable

* Material which contains data about colour, transpay, glossiness and texture.

Creating algorithms with control values of objeetrgmeters as above is a method of building the
application 3D. Particularly, very important argaithms controlling values localizing the objetts
3D space. Algorithms are created by using typicgid operators as And, Or, NOT, If, IfElse.
Moreover a values in matrix and vectors are coleloby using different mathematical value
operators.
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Fig.1 The example of controlling the fountain in 8Bualisation.

A collision detections is a very useful and impnottalements of interactive applications. Such logic
events as: pointing objects by mouse cursor or aneellisions of geometry can be used for creating
very interesting visualizations. The different simuos of interactions in real time visualizationsl Wwe

shown in presentation
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