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Vertex editing of 3D model based on Web3D
QIAO Lei

(School of Electronic and Electrical Engineering, Shanghai University of Engineering Science, Shanghai 201620, China)

[ Abstract] With the development of web technology, lightweight and cross—platform web application has become a new direction.
In order to realize online editing of 3D model in web environment, a vertex editing method of mesh model based on Web3D is
proposed. On the premise of analyzing the three—dimensional data format in Web3D scene, the independent control of vertices is
realized by creating visual interactive objects of model vertices and combining ray picking method. Through the scene interaction of
vertex objects, the geometric data update of the model is driven, and the vertex editing of the model by mouse operation is realized.
On this basis, the recording method and revocation method of vertex editing operation are given, and more flexible model editing is
realized. At the same time, the import and export methods of 3D data are explained, which provides a basis for the practicability of
online model editing. By editing 3D data in different formats, the validity of vertex editing method is verified, which provides a
foundation for online 3D modeling platform.
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Fig. 1 Triangular mesh representation of model
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Fig. 2 Interaction based on mesh or sprite
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Fig. 3 Ray picking
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Tab. 2 Edited record data structure
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Fig. 4 Editable object lookup process
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Fig. 5 Web3D model editing system
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Fig. 6 Importing and editing of cloth model
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Fig. 7 Importing of “cartoon—man” man model
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Fig. 8 Editing of “cartoon—-man” man model
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