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Research on the Software Development Technology of 3D Mind
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Abstract:In view of the numerous mind mapping programming languages and the insufficient cross-platform 3D

modeling mind mapping software,the paper applies SVG technology,Canvas technology,X3D technology and WebGL

technology to verify the validity and feasibility of the whole analysis method,and extends the visual display approaches of

mind maps.In addition,the WebGL open-source framework,such as Three .js,can be applied to call the WebGL shader,which

achieves the 3D webpage rendering effects.So 3D modeling mind mapping can be implemented directly through the

HTMLS page,and the professional 3D design tools are no longer necessary.The research results provide a new solution to the

development of mind mapping software.
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1 5|5 (Introduction)

H ORISR 3D | iy 8 Ak %2, linMaya,
3DMax 4, {H/2iX S AR 2 % P T 3D S 4k 5 R 52
B B A R DIRE . BT S R A A B R
L AL T AR . P City SR 5 AR AN TOS v JE 4 5 J&I K
. BT HTMLS ) = 24 B8 2k 5 E 30 W] DALERS 2 i FTP C iy
[0 e, SCOUREZE B ToE Rz . 2410 Webitl i 45 B Bk
AR U] DA HEF B 3D AR — P&, FIH WebGL
FAR B R — FhWeb3D [ ¥4k BoR A "ok 2", AR SN
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FASVGH A, CanvasHi A, X3DHE AR WebGLE RIHIE T #
TR AR AT AT . TEAfE B 3ds maxHimayaZs
EA3DBE TR, B8 i HTMLS 0 3t 47 3D A 8
e, WX R —E NS EER
2 BER%SERAXEKGREHRIVIK(Current
progress of the software related to mind mapping)
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TS . FETHTMLS ) =2 B2 5 K I R BRI 5

H5REAIAHERI, BT R 26 50— L%
R: BOEE, EESN. 0B SRR, ERTE,
BN R KRS, Bl YRS B TR AR5 B2 2] 538 7
T Z A, BT MR B e R T A AR,
& (KityMinder), Xmind, MindNode., MindMeister
FIMindManager4s, & B 48 3B MAEES WHHIAVA,
Javascript, C#., GOiEE. DLL, Delphi. Asp. Scala.
Ruby. Python. PHP. Perl%, AXMHTMLS FHEFETT
TBAE S AR TF R B HARBFTE
3 HTMLS5#%E B % SEM R T &SI A (The
application of the research and development of
mind mapping based on HTMLS5)

FI20144E 107, J7 4RI B 2 A H TMLSARERIVE Ak,
EFHTMLS W U AEDE, B A PP C i A AS 3l 3 /Y
TLAEEHMA R %, NHEBHEL S HTHTMLSPISVGH AR
CanvastZ A . X3DHFA. WebGLIEZ AR M Three.js A, #HiT
HAE YL S B AT B 5 T AT

(DSVGHA

[ {45 & & K FESVG(Scalable Vector Graphics)ig—
Pl I XMLAE S E LA TR ET REWNEE, 4
LT MR —F AR . SVGHET XML, XEWRE
SVG DOMW A TTRAZ AR, 7] LA EAS TR
JavaScriptH b HEEE . ESVGH, TR L H E AR
BAEXMER, MHJE ISR, H AR U A5 o 2 R
ER, HTMLS RISV G, Bk SR A, SVGILHF
" DA RS AHTML A, . <embed><object>5i#
<iframe>,

<embed src="me.svg'type="image/
svg+xml"width="120" height="120"/>

<embed>M L H A G LE N E AR L, IR
FRIA o R AHERFIEHTMLAF X HTML & 6 f (HAE
HTML5 ),

<object data="me.svg" type="image/svg+xml"
width="120" height="120"></object>

<object>Hy L %N BT A B W &5 #8 S HF, I S Fr
HTML4, XHTMLATHTMLSFR#E, S AN vefi i 4,

<iframesrc="me.svg" frameborder="0" width="120"
height="120"></iframe>

<iframe> L% K T A LW Vi ER 80 HE, H ARVl
A, B A HEFFEHTMLAF X HTML 6 i (H7E
HTML5 7).,

seAh, SVGRMRS W] AE H R A ZIHTML BT A, 50A]
PAE SR BISVG U, L,

F1 SVGHI FEEMHRXXMLIE TR =
Tab.1 The main description example of SVG's XML format

Yyiie XMLAg% At i 351

<line x1="0" y1="0" x2="500" y2="500" style="stroke:rgb(0,

W, 255)stroke—width:3" />
_ <circle ¢x="60" cy="60" r="80" stroke="blue" stroke—
] |7 . )
B Gidth="2" fill="blue" />
: —_n " —_n 1 —_n 1 g — 1]
il B <ellipse c¢x="320" cy="100" rx="120" ry="70" style="fill.yell

ow ;stroke: dodgerblue;stroke—width:5" />

<text x="10" y="60" fill="blue" style="font—size:30px;
WA font—family: 'microsoftyahei';">My Teacher Zhangguo</
text>

<rect x="80" y="100" width="220" height="220" style="fill:
i bluesstroke: pink ;stroke—width:5;
fill—opacity : 0. 1;stroke—opacity :0.9" />

7 <image xlink:href="money.svg" width="108" height="108"
<PV o

src="money .png'></image>

<use x="TERETLRM/EEMIYxH" y="TCETTRMZA EAyHL"
HEHTE width="CBRITRMIE" height="TeE TR = E"
xlink¢href="URI5 | L& ICE " ></use>

Heans A SVGEZ, I [ A1 SCAS B AR K U B, W]
P BEAPFSAR AT K07 10 AR RE B A4E S B, InE TR .

BEFR (cocoszde)
BaE
BEHFE (Heals) BEDFFR (hndroid)
wHTRES
BaFEmE
BEFE Cunitysd)
Lo L L] VeI R (BRI .
. . ‘@ AR
@
Ay e AZBE
- ®
s, @ ®
B1SVGT o RMHER(BHFLF o) REFLEETH

Fig.1 The software technology (mobile development
direction) course group mind mapping based
on SVG

(2)Canvasfi &

Canvas@ HTMLS # i —AHTMLSHrZ 5 #:/ECanvas
fyJavascript API, ‘&n PASEIAER 0T 52 Bl & H2D 53D
KGR, <canvas>HricfISVG VML [A]#)— AN EE AR
FE, <canvas>H—AHFJavaScripthi2 B API, HSVG
AVMLEE ] — DN XMLISCR SRR 2 & e ang)g T —A 98
FERB00IRE . = E 60015 E canvas, <canvas id="can"
width="800" height="600">Canvas</canvas>f|# |
canvasTCR &, #AtcanvasTCR L2 HEE, & UK
Canvas#i I F3C, canvas. getContext(imi# 22 %),
{H-R2d3FR24E, {H Nexperimental—webglF R I AR34E, {H
hwebglZER34E, CanvasT E 2 F RS AL 32,
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%2 CanvasTE4E R 5IhkE
Tab.2 The main drawing functions and functions of Canvas

EAG e Yyiie

TEHEER B, vARR, BLH TR

moveTo(X,y)

I E— A Ex v E L, WS L

lineTo(x,y) —ARL, WA TmoveTo(x,y), E(x, )&
B F g
stroke() e THE
beginPath() HE TR, —BAT IR ER 2
closePath() KP4 FIFT T AR
strokeRect PAX, v RA b f, SH 5 Awidth, &N
(x,y,width, height) heightAJ#TE
X,y R B, HAERE Awidth, &EHR

fillRect(x,y, width, height) | h oo
YHTE

THERUAX, vAZE LM, SEIEhwidth, &
heightAYRTE XI5,

&

clearRect(x,y, width, height) H

arcy R 6l — B R4, DAk, y)BLG
fii Eradius 1%, startAngle Ry 4A I
endAngle Xy 4 ILIIEE, T 7 [ G i) e 4%
75 19 W) e #e J5 — 24 anticlock wise R 8 &
R Rtruest 2 Wt EE, Hfalse Mk RE 4,
Math . PT+2 Wl i —J&

arc(x,y,radius,startAngle,
endAngle, anticlockwise)

#HimageE 1§ VAsx, sy i 7e LAk, TLEEN
sW, 5 B R sh il — BRI X Jk 42 i 2 i 5 DA
dx,dyeiRfiE, FERIEERdw, = 2dh

drawlmage(image, sx, sy,
sw,sh,dx,dy,dw,dh)

Fecanvas FIHFE S EE R L F, maxWidth
SEAIE, HE BORSCFRIRRIERE, By ki
i

fill Text(text,x,y,
[maxWidth])

strokeText(text,x,y, ) N ) a

NF, B LA
[maxWidth]) Frcanvas A0, SH R R Text
WA R = DU ZE R 2R YR R A i A
i) 24 i B AR TR I — A 2

bezierCurveTo(cplx,cply,
Cp2X,Cp2y,X,¥);

EAFERERRZ, SVGHICanvasfFAHTMLS ERjFhsE 4
ANFEPLEHIEEERX, %6 . [FIEFSVG Py 2t nl i i
CanvasZ:ffil, SELIMAEGRNE . FUARE 2 RSVGE
e g psrclgtl, A1 Canvastisiddrawlimage() ki %L
MR,

(3)X3D#A

X3DJg—FISOIAIIE, f Bl i FF bR HE SO X AiE
TTE, M T RA ML IR3DIG AN G . X3D M HE LB 55
BES (Virtual Reality Modeling Language, VRML)JT
TR W AR S AR BUISO X3DARHE, 4t T —F AT
Trfi . R R AEURATE Y AR 7 i S BB N2, T
T LREMAB2ER WAL, CADFIZAY ., 3DITEIFI3DEH . =
AL BUIRELL, 2k, 5. BHE%. BHHEIX3D
TAEH AT HEXIDEHTMLE K% A, MATHTMLT
fEH, EHTMLIEF B RX3DFEM =M ERMTF . ©4
WHIH . EHTML il X3DE M, 8 — ek

I . x3d3 5%, 76 5UTE N AT LAGE I DOM S 4k 2 3 4 1% .
OX3DIEHHTMLAYXMLITER : HTMLUTE B £ 5 X3D
JRG, AR AT REA A XML 25 (A1 HT 48, — i i X 3D A {4 =)
VAR A REIM, APV A= : HTMLIEESFEER
iy Canvas(&# 7] i Canvas3D)JCER, FLVFR U TR
AV, PAEX3DI7 5077 F)#2 1 (SAD T AL il (2

(4)WebGL A

WebGL(Web Graphics Library)iZKhronostp£F-2011
LA B — M Web =42 B FrifE, JETHTMLSARE
H—#Bsy, ATPAAHTMLS Canvasf b (3D E R, T8
KIgPitEd, WebGL 1.04JF TOpenGL BES 2.0
WebGL 2.0AJF TOpenGL ES 3.0 API, WebGL¥Jii
PEI3DA AR 2%, EHIEA N i, LEAN A R
(Safari), &#(Chrome). {##(Edge)fiMozilla(Firefox)# &
WebGLTAEHR A . M AW VRML, X3D4 3D A )
oA, WEssmEdEN WebGL, (H15H A ELHE
4, LRI EWeb Ui SE3DIE JL IRl . X AR B B AR bR
F it JavaScript MOpenGL ES 2.045 &7 —i, @it
OpenGL ES 2.0—/ N JavaScript4h e, Q@ Z2m) Sk
Pt . T WebGLRY W AR FF IR T 6 & 1L S i Web T T
(HTML, CSSYJavaScript3CfF), 6L ok &R 13D
s S E ORI, X E3DEBIEME G R ST
JavaScriptif] i WebGL  APIf 5 :UH2 22 45 WebGLIE Y445 2%
TEYE LI GPU R R S 3 WebPR 58 T 19 3D 7] 4 A P i {8
e, WebGLHFFT3D A AL IE YL 2k tn 28 ",

HITMILACSS+JavaScripl+
AT Al D A ST S

I

[ WebGL JavaScript APL ]
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1| e
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Fig.2 3D visual rendering pipelines for WebGL

HulE4f RE R WebGLIFRIESE, HAIGLGE,
SceneJS, CubicVR, Three.js. Vis.js%"", XL MIE
Zemr, Three. jsfli &M, &M BT BV T VA B2 T
WebGLE I =25, T RH T Javascriptif &, Three.js
REARZS 5 5 HAt ) Va 2R AL AT A, HRZEHTMLS =48 |8
g, — DA Three. jsi 7 2 /0 BALETE
#%(Renderer), 3%5:(Scene), FEAIAL(Camera), DM ELEDS
SPAEAYIR . —BRERE TEIL PR,
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TS . FETHTMLS ) =2 B2 5 K I R BRI 7

()51 FEf I Three.jsZ A, FM1FEAEHTMLICH
g,

<script type='"text/javascript" src="three.js"></
script>,

(2)7F X CanvasTt £ :

<canvas id="mainCanvas" width="500px"
height="500px" ></canvas>

GNEREF M CanvasTL R HATHE . WRZBIFEHTML
FF3hE X TidhmlcanvasiCanvasitZ, H84Renderern]
PAIXAES :

var rendererl=new THREE.WebGLRenderer({

canvas:document. getElementById('mlcanvas')

})s

MRAEFE Three. js4  Canvasit &, ZEHTMLAFATH
€ X Canvasyo®R, fEJavaScript{{ig ] PAXAES .

var rendererl=new THREE.WebGLRenderer();

renderer] .setSize(500,500);

document.getElementsByTagName('body')[0].
appendChild(rendererl.domElement);

LAY “ATFR R K E Canvasiy 550018 &, =500
BER. H=ATRHERAR X E) CanvasTER IS ] <body>H
I AMAT]{ F renderer . setClearColor() i 315 B35 54

(4) 4 183 5 (Scene) : EThree.jsEP%T?jJHB’\JWZIS%‘K%%%JJU
Gy, FHEMES T —DRERS, Lot L7
B,

var scenel=new THREE.Scene();

()& MR ARYL(Camera): WebDGLAIThree. jsfil i i) 4445
FRA TR, AR R L HUE L — @A 0 A
B, FHAEMEZ 5+

var cameral=new THREE.PerspectiveCame
ra(45,4/3,1,1000);

camera.position.set(0,0,6);

scene.add(cameral);

O R B Ry HImEA#E 1%, v. zF K
B RIRA. 5. 6m TNk, HRHIRE LA, EINEIER
Ho

var cubel=new THREE.Mesh(new THREE.
CubeGeometry(4,5,6),

newTHREE . MeshBasicMaterial({

color ; 0xff0000

)

scene.add(cubel);

(DEGAERUSR . TR AR AP B % 5,
R P VE e n AE G B A TR GO A AR

renderer . render(scenel ,cameral);

TESLBRAb A EUE AR, T L P PR E B AR Javascript
BRE, DA,
4 #5i(Conclusion)

ALMHTMLSFSVGH A . CanvastiR, X3DHA,

WebGL#Z AR M Three. jsi AR T HAE B4 S BT AL
FHEHGY, BZESHTMLS Wnsi B4 S rmd, s

Xof S 5 PRI AR A A I AR )
SZ Xk (References)

[1] Xu Z,Zhang Y, Xu X.3D visualization for building information

—EMSEIER,

models based upon IFC and WebGL integration[J].Multimedia
Tools and Applications,2016,75(24):17421—17441.

[2] Zampoglou M,Kapetanakis K,Stamoulias A,et al.Adaptive
streaniing of complex Web 3D scenes based on the
MPEG-DASH standard[J].Multimedia Tools and
Applications,2016:1—24.

[3] Sawicki B,Chaber B.Efficient visualization of 3D models by
Web browser[J].Computing,2013,95(1):661—673.

[4] Zorrilla M,Martin A,Sanchez J R,et al. HTML5—based system
for Interoperable 3D digital home applications[C].Fourth
International Conference on Digital Home.IEEE,2012:206—
214.

[5] FEE B4R G E S ATIUTHWDCGLA ZHEZ$E

FARBER]).E A AR E B ,2014,29(3):463—-468.
e BE, R AR F A THTMLS 5 TALL L B ey B

VR G EERREFTEMR AWEFIAESSLE
&,2015(2):336—342.

(7] 24 2 5B A THTMLS A WebGLA Z 2% B4 R 32 &
S8t 5 AT R[], T k354 i HA,2017,30(5):139—140.

[8] 25,535 2% % K TWeb 3DAGH 69 = 4 A & T 69 5F

RO EHE AR5 K K 2015(4):217-220.
[9] & & BT, 3R AR, % 2,5 K T WebGLA 3D T R A 5 5=
55

[6]

40} w

RGO S s F,2017(2):65.
EEE T
EFHA(1964-), B, A, BIEER. BIRGUK: TR,
HEBK.

EE%01977-), B, Wik, Fax, RGN O %
TR, =, RitsE, NTERE, KEE, ¥F
BR.





