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Method for control of viewpoint motion in interactive wandering of virtual scenes
LIU Hui-yi
College of Computer and Information Engineering Hohat Univ. Nanjing 210098 China

Abstract Some techniques for control of viewpoint motion in interactive wandering were discussed. In consideration of the
fact that the line of sight always deflects suddenly at corners of broken lines a corner smoothing method with arcs was

proposed and the specitic process for its realization was also given.
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