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Abstract: With the rapid development of information technology, the higher requirements for the quality and
effect of the teaching of the arts classroom presentation is proposed. Based on this research put forward the
university art education teaching based on 3D technologies. It is found that the 3D technology can not only
make the classroom more vivid, and students benefit three three-dimensional courseware learning technology

can quickly grasp the knowledge. It has practical value.
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1. Introduction

With the continuous development of computer three-
dimensional graphics technology, people are constantly
trying to find and find a variety of three-dimensiona
graphics technology suitable for the industry, because it
is more intuitive than the plane diagram, in many
occasions more able to explain the problem. Therefore,
the application of 3D graphics technology will be the
direction of development in recent years. In the current
three-dimensiona graphics technology, mainly includes
two categories: one is three-dimensional animation
technology, and the other is three-dimensional virtual
technology [1-3]. Three dimensional animation
technology and three-dimensional virtual technology are
the simulation of real and imaginary world. The
animation is mainly used for movies, advertising and
other pre planned demonstration; mainly used for virtual
simulation, need to respond to user input, such as flight
training, reservoir simulation, special operations training,
driving simulation, scene reproduction, simulation
demonstration, city planning, entertainment, machinery
manufacturing and other applications. Among them, 3D
virtual technology is undoubtedly a new, very
advantageous  application technology[4-6].Three
dimensiona animation technology, aso known as three-
dimensional pre rendering playback technology, that is,
the first three-dimensional pre rendering, to get a full
three-dimensional animation video, and then use the
player to play the three-dimensional animation video.
This traditional computer animation is made with key
frames (for the main picture that appears in the process
of motion, caled key frames), so it is called keyframe
animation or frame animation. Frame animation is a
sequence of images or graphics composed of a number

of consecutive pictures, that is, the moving path of the
object needs to be manually specified. The tools used to
make this kind of animation are 3D MAX, AutoCAD,
MAY A, Soft-image 3D, LIGHTWAVE 3D, Renderman,
Animator and so on.

2. Application Principle of 2. 3D Virtual
Technology

Three dimensional virtual technology, aso known as
three-dimensional virtual simulation. Virtual simulation
application is to use computer technology as the core of
modern high technology to generate a redlistic virtual
environment, users with the necessary equipment and
virtual environment objects interact and influence each
other, so as to obtain similar feelings and experience of
the real environment. This kind of feeling and
experience is mainly guaranteed by the real time and
interactivity of the system.

The basic interactive tasks of virtua environment basic
interactive task virtual environment can be divided into
four kinds: moving, selecting, manipulating and system
controlling. Marching is aso caled point of view
motion control. It refers to a kind of task that users
change their viewpoint position and direction
interactively in virtual environment. Head tracking can
change the viewpoint direction, so we mainly study the
viewpoint position and direction movement, that is,
move from one place to another in the virtual
environment. The choice is to pick up one or more
virtual objectsin avirtual environment for some purpose.
Manipulation is a class of tasks that change the
properties of virtual objects. Virtual object attributes
include the position, orientation, proportion, shape, color,
or texture of objects. System control refers to the user in
the virtual environment for the completion of a task
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issued to the system command, such as deleting a
selected object, save the current position, add a new
model, etc..

Using the tools of high level development platform.
These tools are products developed by companies. Such
tools are OpenGVS, VEGA, Vtree, X-IG, Worldup,
WorldToolKit, Openinventor, and so on. These
development platforms are advanced 3D visualization
libraries based on graphics standards such as OpenGL,
which provide advanced API for software developers.
The use of such a development platform to develop
three-dimensional  visual management system, the
amount of code required is much less than 1. This
reduces a lot of work to ensure a complete application
system in a limited amount of time. Using this kind of
development platform to develop 3D graphic application
system has the advantages of good performance and
short development cycle, but it needs to purchase
platform and invest more.

3. The Feasbility of 3. 3D Virtual Interac-
tive Technology in the Field of Art Educa-
tion

In view of this situation, the three-dimensional virtua
interactive technology can basically solve the problem
of art education. Fine arts education is divided into
theoretical appreciation and practical courses:

Traditional mode

The teacher before class one or two days before the time
to teach the course arrangement, Professor knowledge
requires each class, using PPT to make a good plan, or
want to till life, model arrangement, in accordance with
the second day course to arrange to yesterday. If the
teacher has something on the day, you can call the squad

leader, arrange the day's practice, or postpone the course.

Innovation model

The teacher will take the course classification, the
second day of the course arrangement in the scene, as
well as the interaction between teachers and students
factors inside, video teaching is not a simple
POWERPOINT. Using 3 dimensiona projector, how to
use the scene with the knowledge, improve the students
interest, such as curriculum needs can also be different
professional experience (with commentary on the part),
or with another class of students to interact with each
other, can be synchronized using 3 dimensional
projection. Because of the shortage of teachers,
sometimes college teachers will have different courses at
the same time, so the technology provides a lot of
convenience for the teacher. When some courses, or
simple sketch, color class cannot do it with the teacher
entity, using the virtual teacher pre made the education
curriculum (recycling), is the teacher's plan is not

limited course, will put yourself in when importing Al
(Artificial Intelligence), virtual teacher can answer
frequently asked some students, such as his character
background, why the creation of this work. Revise the
mistakes that students often make, such as light and dark
problems, structural problems, etc.. These are rea
teacher summed up, into the computer, set a good plan,
the teacher can be remote into classroom computer in
second days at the same time on other classes, or by
remote control or remote education. In this way, the
teacher does not have to postpone the course when there
isatemporary event.

4. Conclusions

Although many of the content is through fantasy, but
Einstein said: imagination is more important than
knowledge. Through the comparison of this traditional
mode and innovation model, we can draw the advantage
of innovation model. Students are very familiar with the
lack of domestic education level, but also see the
teachers' hard teaching. The contemporary education
model often makes students and teachers into a
stalemate state, students are not interested in listening,
the teacher does not teach passion. Innovation model
must appear, in addition to advanced technical support.
In addition, we should use advanced technology in fine
arts education, and how to use, how to use, what effect
these three issues is what | want to explore, but also the
future development of innovative models and prospects.
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