AR50 CPR 7LD 2EAR

2 —305

3S—-5

ﬂi*ﬂi}aiﬁ S 25 LBEY — )X v b mtv OBE & HFECREFE vef

B8 Ek, AR BAER,

B At

HAT 4 - ¥— - T4 (Bk) FREBERZHT

1 @FU®IC

AREE I BT A2 EHOEE . BE. &7, kU
CEFTEFREEEIhTWS (4, 7 %). &4
i, B AtAty s - EET. ZARKERSR
BV CHBETRIC L 2 MBS L BB 5 F
wEB Y AFA0Tu AT ERRELE (1
AYATFT LT, 1) BM - BEEFOERICLD
BEOMBOWE. WHEMBORE. 2) KA
PELEEFOEIL - YK, 3) MEORINIC LS
BEOHH. 4) BEORS - B, v FIHE
HEBRHEREREBZAVTEET S, M LD
EFNVEMR 1 %0 3RTEHAEZS 5ERT 5
OPRERIAFLAOBHEO—D2TH 5, FRIT. %
BEOEZT — 5 CE BEBEOFHOE - A
TEHEL TV %,

oz, KVATLARRBETACH2  RKER
BERHAY —VFy b8, 3] RFFHE LA FHO
BRCEECYREPERL LORBERT IOR
Bl FIT, FLEBREREY -V
} minimal toolkit for virtual environment (mtv)
PER L, ARXTHE. mtv OBRBEL ZOHF
SEiREZE virtual environment file (vef) iZ DWW T
PUIRN N

2 mtv DR

mtv X, EHOEHE T BEIZ, IRIS Performer
6] #HHRLARERE A7 ABEROT T
FSAFATTITHE, mtv i, vef LIFIIN D
HRIERSECHEINLEREBHRICET LT —
I R—ADFEIAL, EEBBRELDOAVIT T
SavhERFLOBRELERMLET S, mivid, [#
) rroEEEcoRRyERECL, [K
A | [EEFARYETZ] TREETHRST
3] R YXOFEKT OBRIREEHI L. 3RT
EREE» LM CEREAT IR HPE LS
ORIV EEL, SEERVILIT VLV IV T
PAF R MASOE-FEYRA L, AR
FRABECEERERLFORBEIBET HDICIZ
BB 3 ARy T T v S Ao a— kMt 5, &
7oy ABUETOBRELDIT 25, BLEICMR ., 3
BRI 4 —F Ny 7 OMBELHR 5,

“QOverview of a virtual-environment development toolkit
mtv and a world description language vef”

Tatsuo Miyazawa, Ryutarou Ohbuchi, and Masaki Aono
({miyazawt|ohbuchijaono}@trl.ibm.co.jp)

IBM Japan Ltd., Tokyo Research Laboratory

3 mtv OHREERT 7 1 IV vef

Vef LAY IFR/ETELFXFAIT774NV
<. A LB REo7 /- FOEH (OBJECT
®) L -FHEOBBEE (KE) OEH (
STRUCTURE #8) oM &¥ CREHERLELBT
2. vef OB LD vef ¥ BT AR L Z &
bCEBZNT, A—0WMEDOERELBYELED
CLHLTED, M1 ICHE YA LR vef D
Bl RT. /= FICRBREFOPEDO/ —F. K
BRABREOH (F A7) Ok LHKOEN/ —
F.OBED )~ F2FL LTEHOFEFIERDE
W V=T ) —F¥bb, ETH/—F i [EF
BEELEEELMEBELPLBD ] 2 EOR
BEEYH>, BRI/ -FOEFTYIIE
o, Bl i, BOBIT head XIBF L TH
4+ & . THL® face. skull. brain & —# [ 5,

GEEEL CAEZYEIE. BRE LT3IRTE
ke, FIAFYEFDTY E YT b31p i vA
B A=V EREDO, mtv CIZEEO2XT
FHAFXI v TRETTRLE,.VIVETIA
FyIw vV RBETy VT bRET S, T
BThW/ —FoplE LTREFERLI AT 8D 5,
SeiEI . MEME. komE | B, BELS EVREME
Y b, KBREOFERLHOBE. [FR6#ET v
H#2rMys | [Bide#brS vy r# 1ICED,
BRERFSIEE®E 5.4cm CATFLVAHT S| 2 EVEHR
t&%o%&&K\E%%E®¢?E’L?<#
BEHTH 2, #lxd. BEANY IOEIAHT,
HIFPFETH-THLTIILIHFINS,

J—=FIREEREOBMLH S, WKE, &4
[Fzesns]) $7-3 [HET2) BUHEERDI b,
BT, EEE TOREshs ]| 2o, [ (HEOWE
o) HRINL | BEREEFESENG, #HIZ, (8
B4 2 | BOAA L (AR) Wik, [HET 5]
BT 5T 5, HERBICIE, Performer IZH A
ALOER L7 AV IR T OFEKRE
Wi, WABTERICHEIRBELRBICETIN
iz a— Ly JEBETEESNR, I
ERICRETAIDRETIEETE S,

WARRAARE TR, AV 57 a YL ER
FTRTOPEBWH L T A—F Ny 722 —FPEA
L7-RABBEATITILENH S, mtv TiE. B
BRIIATERY T T v 7 A= a—% ML, KEBE
HEAEBBEATAZ2 EIBRELTI2PERTES
I, Aoa—bvefD/—=FD—2, LT
EREND, KEEFFOIRTLITTVADKRSY ¥



2 —306

# Head ( brain, brainG, faceG )

#+## OBJECT SECTION ###

OBJECT brain {
GROUP {}
POSITION {

ROTATE (
SCALE (
(

QOO
(==~}
O r o
oo
oo
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—

TRANSLATE

}
OBJECT brainG {
MODEL {

GEOMETRY  "MRbrain.dcel"
TEXTURE "MRbrain.stex"
MAPMODE solid
AMBIENT (
DIFFUSE (
SPECULAR (
SHININESS

o0 o
0~ W
o0 O
0~ w
-

0 3. ()
0‘7- el
0'87 O,
8.0
}
POSITION {
ROTATE ( 90.0, 0.0, 0.0 )
SCALE (2.0, 2.0, 2.0 )
TRABSLATE ( 0.0, 0.0, 0.0 )
BERAVIOR {
COLLIDE on
COLLIDE_MASK 4
OPERATION dig
COLLIDE_CALLBACK  "mtvDigObjectCallback"
COLLIDE_DATA_SOUND "sound_dig_brain"
}
}
OBJECT faceG {
MODEL {
GEOMETRY "face.dcel"
TEXTURE  "“skin.rgb"
MAPMODE uvmap
}
BEHAVIOR {
COLLIDE on °
COLLIDE_MASK 1
OPERATION cut
COLLIDE_CALLBACK "mtvCutObjectCallback"
COLLIDE_DATA_SOUED “sound_cut_face"

}

### STRUCTURE SECTION ###

STRUCTURE head {
CHILD brain
CHILD skull
CHILD face

}

STRUCTURE brain {
CEILD brainG

}

STRUCTURE skull {
CHILD skullG

}

STRUCTURE face {
CHILD faceG

}

# Tools: sucker ( suckerG )
### OBJECT SECTION ###
OBJECT suckerG {
MODEL { ’
GEOMETRY  "sucker.poly"
TEXTURE "parts.rgb"

MAPMODE reflection

}

BEHAVIOR {
COLLIDER yes
GRABMODE snap
OPERATIOE dig
SEGMENT_START ( 0.0, 0.0, 0.0 )
SEGMENT_END ( 0.2, 0.0, 0.0 )
TIP_SIZE 0.005

} .

& 1: An example of vef file.
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