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3D Animation Real-Time Playing Based on WebGL
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Abstract: Due to the limited network bandwidth and the fact that the 3D animation data are very huge, it will take a long
time to transmit the data of 3D animation through network on one time. As a result, it can’t be smoothly displayed in
real-time as the transmitted 3D animation data are incomplete. The key technology of WebGL based 3D animation is
presented, such as model files preload and transmission of compressed files, et al. Under the condition of limited bandwidth,
the proposed approach has the capability to transmit 3D animation content to the client in real time. The 3D model is
created and rendered by WebGL, and users can view and interact with the 3D digital animation in high-speed through the
browser. L B
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Function LoadAreas(unloadareaslist){ =
Var loadedAreas = new Array(); '
For (var id'in un,loada;easlist){
VERIFY(LOADEVENT);
loadSubArea(id);
loadedAreas.push(id);
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var pathControls = new

THREE.PathControls(camera);

/I AEBEE I i 5

controls.points.forEach(function(e)
pathControls.waypoints.push([e. X, €.y, €. ZN});
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var delta = clock. _gebDelta(‘);

THREE.AnimationHandler.update(delta);

pathControls.update(delta);
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Var camControls = new
THREE FirstPersonControls(camera);
camControls.lon = -150;
camControls.lat = 120;
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