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Abstract

Virtual Reality(VR) system 1s the result
of integration and enhancement of audio,

video, computer graphics, and text techniques.

Through these techniques, user can be fully
mmmersed in the synthetic world created by
the VR system. Generally, there are two
categories of VR systems: Geometry-based
and Image-based VR systems. The
Geometry-based VR system allows the user
to move freely inside this synthetic world
with the sacnifice of realism. On the other
hand, the Image-based VR system can obtain
the realism of the scene but only can view
this virtual world from a predefined position.
Both the Geometry-based and Image-based
VR systems have their benefit and flaw
respectvely.

Along with the populanty of the
Internet and World Wide Web, researchers are
trying to melt the virtual reality techricue
mnto Intermet environment.  Emerge of
network-based virtual reality systems in the
recent years were the result of such effort.
Network-based virtual reality systems enable
distributed users to interact with each other
within a common wvirtual world. Hence,
network-based wvirtual environment often
employs the Geometry-based virtual reality
system to construct a multiple participants'
virtual world. However, with the intrnsic
drawback of Geometry-based virtual reality
system, players of the networked virtual
environment are not often satisfied with such
synthetic world.  Researchers are now
tryng to merge Panoramic-based virtual
reality system mto networked virtual
environment. This paper proposes a
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method to synchronize the Geometry-based
and Image-based VR techniques so that they
can coexist In a single system. With this
effort, researcher can design a photo-realistic
synthetic world without losing the freedom
of movement inside the virtual environment.

Keywords: Virtual Reality, Geometry-Based
Virtual Reality, Image-Based Virtual Reality,
Internet, WWW, Networked VR
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