Java3DE ol &3 AGA 71vt BAANZEF +F
FE90, 4E3Y, 944, 483
ggoistn AzA7) 7 Fe FR
swkeum@mr.hanyang.ackr, jipark@hanyang.ac kr, yjiwon@ece.hanyang.ac.kr, park@hyuee.hanyang.ac kr
Development of Real-Ilmage—Based Distributed Virtual Reality System

Seung-Woo Keum®, Jong-!l Park, Youjip Won and Yong-dJin Park
Division of Electrical and Computer Engineering, Hanyang University

a2

g_]:

£ =FodME YEQAE B3 TREET /MFED Z1A7 EAl(oluE) £ A48 5949 dyz
A 2ol A7bstd MFAAE AR YA FTHE 5 U N2 AL Java3DE ol gata AF
Bl e st g4 dAAlztd #4 Acigdgons 339 A4FLe FESD ok BagAcdAe A

9 B3 V€3 sHsde AAEY

1.4 &

Networked Virtual Environment System® 7j22
ul5 DARPAS] SIMNET[1]22%€ Alzsto] g w
AE ojFol itk 53 Zdole <Ay XML,
VRML, Java3Ds& o8¢ thdat Alxwlo] 7jaH
th o3t MEYNA 7HEA A2 giiRo] oful
BE o &% AbgAlY] oz FAHL oy, ojd A
A4S 718l AR (Augmented Reality) 7|¥tog 3
A" A4, AbEAe] BEUAE Y 4 Ytk oo 2 =

ToME A9 7t R EA A" Aeid.

B =EAA AStE vHddd Ala"e AgaE 3
719 Yejg FREA o) 2= HE g & 5 A%
F FAHAYG. AHEAE HMdddel gFojsts wgol
utet ofviel, A9, 3A4Y AH439 vtRE PRI
B =RdAE ofF dg4drivt ZgoldEE ol &% 7}
dEA A" did FHHoez w=@o dEYA Jt
FEAAA AdAdg A4Ey] 98k, Java Media
Framework& ©ol43le HA343 H.26302 ¢¢&atdo
AFsled TSR, AA A28 Java3DE 719
g T

7HdE AWl 2D oluAE AUslE WYL ojv @
2 Az"o A ALEH 3 ol Macintyre et al[{2]E A
AL AUsld 3D ARE FAE 31, Renderware[3]
o At &3Fole gif oV|NE DTN YUY F
AA &t dE Eol YR T EAEL 3DE A3}
ZlelE o EEE9 7 oy AAEE deg uA
A EgEHE FALrt dREe, olF 2D oA R U4
g F e 54 Frtsto AlgAE oW PR
TUT oA E HEE &&= oz Hyd & Qb

2 E=EAME ol AL W& Ag@Th ALgAe
A3 3E H26384 o2 tEsol AeHy, 7 T
€ 2D ov|AE AMujste 3xY EAMSY BAH )
294

=3 AFgde AMelo o] dgidel xgE wiHTLe
7Heddddl 448 B¢ EU#E Adsis a4t g
T 971 HEdl, ARel-718 B WiFAAY F¥S
AbE oz FHojzte] ggwt sHddAdl YEY =S
pac:kitsd

=79 AL g3 29 2%9A Java3DE o]
& Alx=de] MA E FAld) gial =38ta, 35 g
2 Agd digh 71ge =3 43N E EYaY
T AFAdY dxg =35

2. Java3DE ol 8% /M3 EA AA¥e 74
2.1 Ay 9 ZoJAE Fx

=RAA Adste AHFEA Al2"e P dEA
A& Mu-geloldle FzE A, Zetold
= & 28 AR BRED Jh ol
o] &% FetoldE, ) H94g ol&g ZelolodE,
™ 3aY d9d FeoldEe, 24 FoldEE And
A& FA6 A2 ARE Mol ALsh, Au=
ol AN E 7 Fo|AEEA P HEN2EY Falo
2 Adsedd. 4 AMwel FelojdEY Al2" ol
e a¥ 134 2o My 2 ZdoldE Fxd gt
Boh Mg o [7]18 #23817] vhehl

lo e rz

E
E
2
=

259



200149

A=A B} 7 deUEEEA Vol. 28. No. 2

Stream Transcoding Scene Generation
Video Audio Avatar Background Object
Stream Stream Information| Information | Information
[ ]
RTP Stream Scene Information
P
a9 1-1 A8 A% op7l =
Scene Rendering
2D 2D | 2D | Avatar | Background | Object
Object | Object | Object| Information| Information | Information
I DEMUX 1
RTP Stream Scene Information
)i
39 1-2 2eoldE A% of7 4

2.2 gglojAEY 74

A =gt upep Fol FEF 7 Fgojdler Al
FARE MuoA HA$std, A Zt 4ng Feold
EZJdA HEA2ES B3 AFFdozi sHddEA v
EQIE T4 o g AgA vt Fgo|dEE ¢
T3] AlEAe A3L WAAA F URE 548 Fo
Hgda Al sy, 33td A4S B d9AFE &
ZgoldEx Ho|fg ol&atd YAl H HA[4]& AT
A & QxS Hol o, 7} AlgabEE Bule
RE &y Zoh

7b) olul} @ olutele] AR L VEF AW
olulelE o] &% AgatE ohulete] AAY R} HEF
ARRe AEPrh AEE YRE ohuele $AYE
A o] ghet,

W) Ay s 22v-71d A9 FE

AGe G REo] FPstA Agd Fol sHFaH

ArtsH2g ag2n-718 5 WAAAE & Tl MY

2 AgsA dvh o] o 33N FYx, & dnAd

2 45tA] %7] WEo mAREE EFAZ2E Yoy

3'?1 AFatA HY, FAGdE O RE FYHEE
243].L~ th oz _‘[—:-_Dgfd. u}]%}_o_ 1.]3161.\:]. /Jc:l}d—
4o JMF([8]9] RTPAEYO 2 o]&o]zt}

o H Ho o

T 39 294 1 Poldol XYW 344 YRAw
Aol M9l F/5de Aol Falztel AY
o 2t A9NF dA1e FHsH Sadel Foiw

t}, o714 & Digiclops?F 2+& o] &3l 379 /39
At ZolflE FEso HAESIOoU, IMF A
Digiclops7tel gt 2 % -El o] A A7t dHe A Yst] &=
AA=Z o}x YA FHHA EE).

3. 244 7|yt S2loldE A

o] Al&FoM Al HE 493 EH Fe a4
e 7o
7h AAL qEFEAS
W g2A wg,
) & FH8kA Al

o] Aj&aRldgME FHdde] AYE & Java Media
FrameworkZE A}23lguh Axzb ¢k A4 el
2RE9 UYL H.263082 ¢Fdtad dgsale] Fels
%t

WA AAE ARe-71§ ol&sty T35 oyl

£ Az e S99 wiAo] v ojuA R A=A
= ol ofg} FEHatA HAH glojof stz 7t =
H 5l o|u]xE Bufferedlmage Object® &g Fof
iR EHrg 12 A3t 3D BEAYol €A
ge Ba R wAe $d4E FEe%0 0¥
2e o] W¥Ylg Java3D9 JMFE o]§5lo T3
ObjectBG =2 P4 x=ojch

Object
(30 Box)

Appesance Biboard
Texture2D
Imaga Buffer RTP Stream
Image

Java Media Framework

2% 2 Java3DS} JMFE o] &3
Aggel A

260



20014 $5ARAN%3 7he e E R4 Vol. 28. No. 2

4. HEH3 43 249 R 49

WEYIE E¢ A4FL P HEYAXEE o] &3l o]
2ol MuEL AlgalzRy we 494 dEHe
ZetoldEEqA AAESEE TAH ow, 2

JAEE AWFRE FIL ol fdtal HYBAL T
ob7leA e 19 13 2ot

Ae, Mu/geeldEe

oy 349 29

Y 3L FEoldE ZFoAM HF FHEE JAold
FHAF L Java3DE FAHJYoH, AHeAE v
Yo AGAE Z2vt-71& B3 Azt MugE A
3tk 7zt EepoldEE o] |4g Aol iy T
HoE AR, dres E48 717 3D 7 EASA
g2z usggozd 9o B2 AgH s HAEFLE
wrEo i),

5. 4&

B =RoAMe gy 7y BAvtdEd 7Ee v
Heg AMAEAT moh 43 AL FHEE
A ALY HGAE AdFezd BQHe Fug
F ARE F9on, o JAARE AAE WELYIY
oA ATAdEtd 7HddEAd A2 E Java3Dr|te g T
A&t 9714 Al8E" ObjectBG =t FI4o
ZRE Foxel Jaere ¥ol sH3dEdd Hulksle 7
g 283 FI¥3tn Juh oz MM diEHE
HEAS S Adsor @ Foluh dA 349 AdIAE
THEEA N FAAg7] Ha dolP HH9 A, QoS
AEZJ dig 448 Agsla Yok

Aig 2

B o=3e dFdeAE 537 E297(1999-1-303
-001-3) XYooz FFHAS5UTH

A 28
[11 Sandeep Singhal, Michael Zyda, "Networked
virtual environments - Design and

implementation,” Addison-wesley, 1999.

[2] Macintyre et.,, al, "Ghosts in the machine :
Integrating 2D video actors into a 3D AR
system", Proc. Znd ISMR, pp.73-80, March
2001.

[3] Renderware, http://www.renderware.com

{4] Jong-Il Park, S. Inoue, "Arbitrary view
generation using multiple cameras," Proc.
IEEE ICIP '97, vol.l, pp.149~153, Oct. 1997.

[5] Santoso, Y., Prakash, E.C., "Building a
networked 3D virtual environment using
VRML and Java" Proceedings IEEE TENCON
2000, vol.2, pp.538 - 541, Sep. 2000.

[6] Mendez, R.M.; Tellez, R.Q. ,"Distributed virtual
worlds for collaborative work based on Java
RMI and VRML" Proc. 6th Intl’ Workshop on
Groupware, pp.146-149, 2000,

(7] AL, 473, 434, &3, VM 4 F3
Hgg AsH QoS 74", #FFE A A 289
FA e izy (A2

[8] Java Media Framework http://java.sun.com

261



