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Abstract

Objective: Virtual Reality is the high-tech advanced technology developed in recent years, calcu-
lated using high-speed computer to simulate a virtual three-dimension space. It allows users to
have sensory simulation with vision, hearing, touch and so on. Users feel that they are in the area,
and can observe all the thing in the three-dimensional space in real time and without limitation.
The three-dimensional graphics rendering technology is not only the basis of software technique
in virtual reality, but also the core of the three-dimensional graphics engine. In order to make
more researchers have a more comprehensive understanding in 3D graphics engine theory,
structure and principle, a detailed introduction was reviewed. Method: A large number of 3D en-
gine theory were summarized, classified and compared. This paper introduces the definition of
the virtual reality briefly, as well as mainly introducing the research status, basic structure and
draw principle of the three-dimensional graphics engine. Result: So far, there are so many 3D en-
gine with many differences, but the basic structure and drawing principle are the same. The
change is how to organize the structure of each module. In order to make the engine has maximum
performance, we should consider the relationship of each module. Conclusion: The 3D engine
technology is the basis of virtual reality, and there are a number of problems we should overcome.
Some problems also need further research.
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Figure 1. “3I1” feature: immersion, interaction, imagination
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Figure 2. The development level of 3D drawing tools
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