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Abstract: With the commerciali

tion QSG network services, virtual reality applications with high network bandwidth
requirements usher in a period welopment. Users' access to virtual reality applications usually need special virtual
equipment or installation o ne applications. While using World Wide Web virtual reality technology, users can
experience virtual reali ns by accessing web links, which greatly reduces the threshold for using virtual reality.
Considering the need fo cling achievements display, this paper proposes to develop a set of World Wide Web virtual
reality panorama applications, which can realize immersive access to school achievements without installing software on
smart phones. The development is based on free World Wide Web virtual reality development framework technology, which
is of high expansion, high compatibility, low development cost, and high performance. The proposed World Wide Web
virtual reality panorama applications with this set of technical solutions can also be widely used in publicity and experience
activities such as education, tourism, commerce and other industries.
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Fig.3 Observation of the camera coordinate system diagram
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var scene = new THREE. Scene();

Q)37 a5

/R, R T E R L

var geometry = new THREE.SphereGeometry(500,
60, 40);

geometry.scale(—1,1,1);
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var material = new THREE.MeshBasicMaterial({

map: new THREE. TextureLoader().load(opt.url)
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var campusObject = new THREE.Mesh(geometry,
material);

scene.add(campusObject) ;
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Fig.5 Define camera variable graph
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var renderer = new THR
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bGLRenderer({antiali
as:true});

renderer . setPixelRatio(window . devicePixelRatio);

renderer . setSize(opt. width, opt.height);

canvas = renderer.domElement;
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opt.container.appendChild(canvas); // Usfillcanvas
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var render = function () {
requestAnimationFrame( render );
lat —= orientLat;

lon —= orientLon;

lat * Math.PI / 180;
lon * Math.PI / 180;

camera.rotation.x

camera.rotation.y

camera.rotation.z = 0;

renderer . render(scene, camera);
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render(); Q
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Fig.6 Web virtual reality panoramic effect display
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