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ABSTRACT

In this paper, proposed through the development process
of a VCR the process of making exact three-dimensional
modeling data using the Alias-one of the popular
workstation in product design development process.

At first, the features of the NURBS curve which is the
basic curve in the modeling of Alias system and the
methods of building surface are reviewed. The methods of
rendering. lighting and texture are reviewed for application
of realistic image presentation after building basic surfaces.

The synthetic application methode of these factors
necessary for the product design modeling is presented

through the development process of a VCR.
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