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EuxapioTieg

H ekndévnon TnG napoucag OINAWMATIKNG €pyaciag npaypartonoinénke kata To
akadnuaikd €rog 2022-2023, oTto Epyaotipio dwToypaupeTpiac Tou TopEa
Tonoypagiac TnG 2=XoANG AypovOopwv Kdl Tonoypd@wv Mnxavikov-Mnxavikov
FewnAnpo@opIikng, Tou EBvikoUu MeTadBiou MoAuTexveiou.

Apxika 8a nBeAa va suxapioTnow TNV enifAénouca kabnynTpla you Mapia MaTepdkn
yla Tnv kabodnynon kal TNV oucldacTikn Bonbsia nou PJou napeixe oTo nAdiolo TG
OuUVEPYAOiac pag, Kabwg Kai yia TIG YVWOEIG NoU anokopioa and ekeivny, kad’ oAn Tn
OIAPKEId TWV NPONTUXIAKWV HOU Onoudwv.

AkoOpa 6a fnBeAa va euxapioTAOwW TOUG (QIAOUG HOU yia TIG OMOPPEG OTIYMEG Kal TIG
HovadIKEG avapuvhoeic nou dnuioupynoape padi.

Mavw and 6Aoucg, Ba ABeAa va euxapioTnOw TOUG YoVveic pou, NikoAao kai Aaunpivn,
aAAa kal Tov adep@o pou Mepdaoipo yia Tnv oTApIEN kal Tnv BonBeia nou Jou napsixav
ka®’ 0An Tnv di1dpKela TwV GNoudwyv Hou.

TéNoc Ba nBsAa va suxaploTHOW TA NAPAKAT®W ATOMa yia Tnv PBonbeia Toug oTnv
EKTEAEON TNG OINAWMATIKNAG €pyaciag pou: AyyeAikn Z., Appoditn K., Fepaaoiyog A.,
Euyevia K., KwvoTavTivog N.



Mepiexoueva

KEDOAGLO L:ELOOY WY reeureeeeureeerieeiteeeeteeeetteeeteeeeteeesseesbeeessaeesseeeassaessseessssesnsessasaeesseesaseseasssesssessaseeesnseenn 6
KedAAALO 2: BIBALOYPOADIKN QVOOKOTUNON . .veevreeenreeeeireeereeesrreeseseeessseesseesaseeessesssesensseesasesesssessessssesesssennn 8
D A =Yg Vo Al Yo Vo L= T o = PSR SPOt 8
2 0 = 1o T € ol 1 0 o T4 X s [ £ L PSS 9
20 0 I (o T To'a 1 X Vo Lol =3 AV €L oS 10
2.1.3 BOOLKI) KOTNYOPLOTIOUNON o.cvveeeetieeireeeteeeetteeeteeeeteeeeteeeeteeesaseesteeesaseesasaeesaeesaseeenseeensseesseeennnes 10
2.1.4 TeEXVIKEG BEATLOTOTIOINGNG LATENCY .eveievieeiieecetee ettt ettt ettt et eebre e eare e etee e neas 15
2.1.5 Metadoaon S£60UEVWV (Data tranSMISSION) .....ecccveieeiieeeiee e e eiee ettt e etee e e eereeeeareeeaeeeeanas 18
2.2 MNXOWVEG TIOLXVLOLWV (GAME ENEINES).ccuuiieiiiieieiiesieeeitteesteeerteeesteeeteeessseesteeaseeessseessesensseesseeessees 21
2.2. 1 BOOUKA MOTUIES ...ttt ettt ettt st et e b e bt e s bt e sae e et e ebeesbeesaeesaneeas 21
2.3 Remote rendering 08 QOUPHOTO VR ...oocuiiiiiiieeiee ettt ettt et e et ee e e s teeeeteeesaveeebeeeeneeesareeennas 23
2.3.1 Antawtrioelg QOE yla epopUOYEC ELKOVIKIG TIPOYHOTIKOTNTOG ...uvveerreeeereeerreeereeeseeesnreeeseeennnes 23
2.4 M£€B060L remote rendering O€ VR .....uiiciiiiiiiecieeciee ettt eteeeteeeste e s tee e stte e s teesbaeesateessaeennteesnsaeenees 24
N V=l oYY Yo I ¥ PSR 24
2.4.1.1 NPOKANCELG KOL OVAAUGCT TOU [aLENCY..cccuviieiiieciie ettt ettt e saae e s e 25
2.4.0.2 SYSTEM OVEIVIEW. . ieieeeee ettt ettt e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e eeeeeeaeaeaeaeeeas 27
2.4.1.3 Parallel Rendering and Streaming Pipeling.........ccuevieiiiiiiciiee e 29
2.4.1.4 Remote VSync Driven RENAEIING ....cciicviiiiiiiiiee ettt esree e aee s s sbee e s svee e e e v 32
B A 6o (=Y o PP PP PPPPPUPRPRROR 35
2.4.2.1 NPOKANOELG UTIOOTAPLENG ELKOVLKAC TIPAYHOTIKOTNTAG YLOL TIOANOUC TTAUKTEG ... 36
2.4.2.2 EXploiting frame SIMilarity ........cecueeeeeiiie e e e e e 38
2.4.2.3 APXLTEKTOVLKI) TOU COTRIIR ..eiiureeiiieeetiee et eeteeeetee ettt e eeteeeetteeeeteeeeaeeeebeeeeaseeeateeeteeesnbesenees 43
[0 Ts T Ao T Tl Yo} oV 3 (o USSR 45
3L UMY e tveeee et eese e es s s eses e e s e s e e e s s e s et esene et ee st e s et et e s et et e s et et ereee e ereer e 45
3.1.1 ReNEriNg PIPEIINE ...oeiiieee ettt e e et e e e e bt e e e e ebt e e e e ebteeeesnteaeeesteeaesanes 45
30 AT =T o 2 K SRR 46
3.2.1 NMePLEXOUEVA TOU WEDBRTC ....oiiiiii ettt ettt ettt e str e s e e s bae e s abe e ebaeeaaeeeasaeesnnes 46
3.2.2 TO TPWTOKOAAD WEDRTC ...ttt ettt e tte e et e et e e s te e s tae e s abeeebaeesaeeeasaeenans 46
3.3 ALV R et e e e s e e e e e e e e bbb e e et e e e e e e bbb et e e e e s e e e aaeeeeseeanas 49
3L CIOUAXR .ttt ettt ettt e st e s bt e e st e e s be e e s s s e e s reeesabeesabe e e be e e s beeeaneeesnreeeanenesreeeane 50
RN V= Te AV ST U OO P TSP PPPTOURRURRINS 51
3.5.1 RENAET STrEAMING ..uvviiiiiiiiie ittt e ettt e e et e e e et te e e e ettt e e e e s bteeeesbteeeseabteeesanstaeassstaeeesastaeeesnes 51
3.5.2 AOUN TOU RENAEI SErEAMING ...ccuviieiieeeieeeetieecteeete e et e eete e estte e e eteeestreesbeesbaeesabeeebaeesaeesasaeesanes 51
3.5.3 H SLEPYAOLO SIZNAIING 1eoeveeetee ettt ettt et e e et e e stb e e s be e e bae e sabeeebaeesnreeeasaeesanas 52



3.5.4 ACITOUPYIO FUSEAVR ...ttt ettt e et e e e et e e e e etb e e e e ebeeeeeebbaeaeessaeeesassaeaesnnes 53

3.6 EDYOAELOL GUHTTLEGNG. «uvveeeeireieeeittieeeeeieee e ettt e e ettt e e e e taeeeessbeeeeasbaeesesssaeeeesbasesassaeasannsaeeaennseeeeeansenas 54
ST A o o0 g o 1= - S T T T O T TP PSP PP 54

S I A D L - o] B PP P PP OPP PP OPTPTROR 54
KEDOAGLO 4 TTELDOULOL «eeneveeeeieeeeeree ettt eettee ettt eetteeeeteeestbeesbeeebeeesabaeesseeeassaeenbasessseesssaessaeesnseeeseeensseesseseses 55
Yo 1Yo 0, ¥ o B I P W Yo 1 ¥ o' o T ol S 55
4.2 AeLTOUPYLKOTNTA TOU Render Streaming SEIVICE ......cuviiiiieeiieccie ettt ette et e e tee e ae e e raeesaeee s 55
4.3 AeLTOUPYLKOTNTOL WEDXR STrEAME ... iiiiiiieciie et ettt e tee e rtte e et e e stae e steeesa e e snteeesaeesnteesnsaeesnseean 57
4.4 ATIOTENECILOTO TIELDOLLOTORG «veeeuvreeureeererennreeeseeeasseeesesessseesssessasssessesessssessessasssessessssssessessnsseesnsees 63
4.5 AELOAOYNOT TTELDALOTOG ..uveeeurreeeureeereeesreeeeseeeasseessesesseessseseasseesasesessseessesaasssessessnsssesssessnsseesnsens 65
[€0To TN TU T UTUh 5 #=3oTo 1o To u o it I o Yo} e 1o £ S 66
TN ID XTI UL 1€ o T ] U Lo o SO USRS 66
5.2 TIPOTAOELG cuvveeeeteeeeteeeeeteeeeteeee bt e eetteeetveeebeeeeabeeeabeeeasseesabeseasseeassesasesesssaeanseeeasssesnbeseasseesnseseseeesasesenns 66
KeDAAALO 6: BIBALOYPOADIKEG OVOLPOPEC. ... ueeecureeerereetreeereeeeteeeeeteeeeteeesreeeeteeeesreeeiteeeateeesteseaseseasseesasesessees 68



NepiAnyn

H xprion acUppaTwV OUCTNMATWV EIKOVIKNG NPAYHATIKOTNTAG €ival €€aipeTika
d1adedopEvn Kal KaTexel UWioTn onuacia os didgpopouc Toeic. Ta cuoTnuaTa auTta
NPOCMEPOUV OTOUG XPNOTEC Tn OEAEACTIKN MPOONTIKN TNG €AEUBEPIAC KIVIAOEWV,
eEaAeipovTag €101 TOUC Meplopiopouc nou eniBdAAovtal and Ta evouppaTta pEoa.
QoT1do0, Hia onuavTikn npokAnon nou avTigeTwniouv Ta HMD €ival n nepiopioyevn
UMOAOYIOTIKNA TOUG I0XUG. MNa va EENepacTei TO OUYKEKPIPEVO €UNODIO, N EQaAppoyn TNG
anopakpuopevng anoddoong €xel avadeixBei wg PBiwoign Auon. Q¢ ek TouToU, O
NPWTAPXIKOC OTOXOC AuTnG TNG dIaTpIBAC NEPICTPEPETAI YUpw ano Tn digpelivnon Kal
TNV avdiuon peBodOAOYIWV ANOPAKPUOHEVNG anodoonc evrog aocUppaTwyv
OUOTNMATWV EIKOVIKNG MPpAaypaTikotTnTac. MNa va E&ekivijoel auTn n oAOKANpwHEVN
MEAETN, TO nNpwTo oTAdIO nNepIAAPBAVEl MIA €KTEVR CUAAOYR MAANPOQOPIWV Mou
nepIAaPBavel d1AQPOPEC NTUXEG ONwWCG MEBODOUG, NMPOKANCEIG, TEXVIKEG METAdOONG
0e00ONEVWY, OTPATNYIKEG BeATIOTONOINONG KAl aA&loAOynonG TNG dAnNOPAKPUOMPEVNCG
andédoonc. AuTn n OXOAAOTIKN €EETAON OTOXeEUEl va Ofoel pia yepn Baon vyia tnv
KaTavonon TwV NEPINAOKWV MNoU OXeTi(ovTal PE TNV AnoOPAKpuopévn anodoon.
EmnAgov, n pMeAETN €pBablvel otnv avdiuon OUO EexwpIiOTWV CUOTNHATWV
anopakpuopevng anodoonGg nou  xpnoligonoiouvTal oTnv  acupuaTn  €IKOVIKN
npayhaTikoTNTa. Me TNV evOeAeX €EETAON AUTWV TWV CUCTNNATWY, 0 OTOXOC €ival va
anokTnBouv nNOAUTIUHEG YVWOEIC Yia TNV ANOTEAECHUATIKN AVTIHETWNION TWV
NEPIOPIONWY nou BeTouv Ta acuppata HMD kal Tn dnuioupyia epapuoywv nou
01aBETOUV avwTepn MOIOTNTA YPAPIKWV. AUTH N avaAuon npooQepel MOAUTIMEG
KATEUBUVTNPIEG YPAWHEG KAl MBaveg 0doUG yia TNV avanTuén EpapPoywy aixpng oTov
TOMEQ TNG aoUPHATNG EIKOVIKAG MNPpaydatikotTnTag. EkTO¢ and Tn BewpnTikn
dlepelivnon, auTtn n d1aTpifn nepIAapBavel eniong Tnv Nepiypagn diapopwv pyarsinv
nou pnopoUv va a&onoinBouv yia TNV €NiTEUEN ANOTEAEOUATIKNAG AMNONAKPUOHEVNG
anddoonc. AuTda Ta epyaleia xpnoideUoUV wG anapaitnTol NOPOI yia TNV E@appoyn Kai
Tn BeATioTonoinon MeBodOAOYIWV AMOPAKPUOHEVNG anddoong, NapeEXOVTAG O
EPEUVNTEG KAl NPOYPAUMATIOTEG TA MEOA YIA va BEATIWOOUV TN GUVOAIKN eunelpia VR.
TeAOG, yIa TNV NPOBOAN TWV NPAKTIKWV ENMNTWOEWY TWV NPOAvaPePBEVTWV EPYAAEinV
Kal peBodoloyiwv, avanTUooeTal Hia €papuoyn. AUTn N NPAKTIKA €papuoyn
XPNOIYeEUEl G anoddeiEn TNG anoTeAeoNaTikOTNTAG Kal Twv JuvaToTATWV TNG
anopakpuopEvVnNG anodoong o€ acUpPaTa CUOTANATA EIKOVIKNG NpaypaTikoTnTag. Me
Baon Ta €upnuata kal TIC NapdTnPAOEIC MOU MPOKUNTOUV and Tnv avanTtuén Tng
epapuoyng, €€ayovral d1opaTIKA CUUPNEPACHATA Kal OIATUNWVOVTAl NPOTACEIC MOU
npokaAouv npoBAnuaTioyd vyia va kabodnynoouv HEANOVTIKEG EPEUVNTIKEG
npPoondabsiec 0 AuTOV TOV TOMEQ.



Abstract

The utilization of wireless virtual reality systems is remarkably widespread and holds
paramount importance in various fields. These systems offer users the enticing
prospect of freedom of movement, thereby eliminating the constraints imposed by
wired media. However, one prominent challenge faced by wireless head-mounted
displays (HMDs) is their limited computing power. To overcome this specific hurdle,
the implementation of remote rendering has emerged as a viable solution. Hence,
the primary objective of this thesis revolves around investigating and analyzing
remote rendering methodologies within wireless virtual reality systems. To initiate
this comprehensive study, the first stage entails an extensive collection of information
encompassing diverse aspects such as methods, challenges, data transmission
techniques, optimization strategies, and the evaluation of remote rendering. This
meticulous examination aims to lay a solid foundation for understanding the
intricacies associated with remote rendering. Furthermore, the study delves into the
analysis of two distinct remote rendering systems employed in wireless VR. By
scrutinizing these systems, the aim is to gain valuable insights into effectively
addressing the limitations posed by wireless HMDs and devising applications that
boast superior graphical quality. This analysis offers valuable guidelines and potential
avenues for developing cutting-edge applications within the wireless virtual reality
domain. In addition to the theoretical exploration, this thesis also encompasses the
description of various tools that can be harnessed to achieve efficient remote
rendering. These tools serve as indispensable resources in the implementation and
optimization of remote rendering methodologies, providing researchers and
developers with the means to enhance the overall VR experience. Finally, to showcase
the practical implications of the aforementioned tools and methodologies, an
application is developed. This practical implementation serves as a testament to the
efficacy and potential of remote rendering in wireless virtual reality systems. Building
upon the findings and observations derived from the application development,
insightful conclusions are drawn, and thought-provoking suggestions are put forth to
guide future research endeavors in this field.



KepaAaio 1:Eicaywyn

H onuepivi koivwvia napouaoialel paydaia TeXvVoAoyikn avantuén o€ OAEC TIC NTUXEC
TNG, NPOOPEPOVTAG NPOCPOPO £0APOC T KAIVOUPYIEC TEXVOAOYIEC va avanTuxOouv.
Mia and auTeg TIC TEXVOAOYIEC €ival n eikovikn npayuaTtikotnTa (Virtual reality), n
onoia Bpiokel NOAAEG EQApPOYEG O OIAPOPOUG TOHEIC TNC KABNUEPIVOTNTAC ONWG OTNV
uyeia, oTnv yuxaywyia, otnv eknaidsuon KTA. EknaidevovTal didpopol enayyeAPATIieS
Kal enevOUoUV OTNV XPron CucTNUATWV Kal JEBOdWV EIKOVIKNAC NPAYHATIKOTNTAG HE
okono TNV BEATIWON TWV UNNPECI®OV TOUG KAl KAT’ enékTaon Tou BloTikoU eninédou. Ta
undapxovTa CUOTNHATA EIKOVIKAG MPAaypaTikoTnNTag pnopouv va xwplotolv o€ dUO0
MEYAAEC KATNYOpPiEG, Ta evoupuaTa Kkal Ta acupuata. Ta evoupuaTa cuoTAUaTa €ival
EUPEWC O1adedopeva KABWG Ol EPAPUOYEC TOUG XpnoihonoloUVv UWNAARG noloTNTAg
YPAPIKA AOYyw TNG UWNANRG UNOAOYIOTIKAG 1I0XUG TwV UNOAOYIOT®WV OTOUG 0OMoioug gival
ouvdedepéva.

BEBala n xprfon Twv €voUPUATWY CUCTNUATWY EIKOVIKNG NpayuaTtikoTnTag dev gival
Navakela kal napouciadel opioUEVEC aduvapiec nou KaAAoUPAOTE va avTIMETWNIOOULE.
Mia Baoikrf aduvapia €ival n nepiopiopevn duvaToTNTA Kivnong nou npoo@EPOUV OTOV
XpHoTn AOYyw Tou KaAwdiou, To onoio PYnopei va odnynoel o€ Kanolo atuxnua onwg o
XPHOTNG va OKOVTAWEI 1 va TUAIXTE To KaAwdio yUupw and Tov Adigd Tou. Ma Tnv
AavTIMETWMNION auToU TOU NPoBARMAToG avantuxbnkav acupuaTa CUCTANATA EIKOVIKNAG
NPAyHMaTIKOTNTAG XWPIG OMWG va €ival kal autd TeAsla. To HeyaAuTepo NpoBANua nou
avTIMeETWNICOUV €ival TO YEYOVOG OTI EQOCOV €ival aveEapTnTa TOU UNOAOYIOTH Kal Ogv
ouvdeovTal PE KANolo KaAwdio dev Pnopouv va XPNnoIKMOonoINcouv TNV UNOAOYICTIKN
IoXU TOU Kal Xpnaolgonoiouv Tnv d1KIA Toug n onoia Ogv enapkei kATl Nou ennpeadel TNV
noloTNTa TWV YPAQPIKWV MOU NPOoKUNTOUV HE 0OoBApO AaVTIKTUMNO OTO TEAIKO
anoTéleopa. Mia Auon yia To napandvw npoBAnua €ivair n anogakpuouevn andédoon
(remote rendering). Me dAAa Aoyla n andédoon npayPdaTonolsiTal NpwTa Ot &vav
UMOAOYIOTH KAl OTNV OUVEXEId TO anoTeAeopa MeTadideTal oTnv npoavagepbeioa
acupuaTn CUOKEUN.

>TnVv napouca JINAWMATIKN Epyacia KaAAOUNAOTE VA GUYKEVTPWOOUNE NANPOPOPIES Yia
TNV AnopakpuopEvn anodoon Kal va neipapaTioToUde avantuooovTag Jia epapuoyn
VR pe okond Tnv diaxeipion udaTikwv nopwv. Edw npénel va onueiwBei 0TI autn n
gepapuoyn, napoAo nNou oTnVv CUYKEKPIPEVN DINAWUATIKN €pyacia 8a xpnoiponoinbei
yla TO KOPUATI Twv udaTIKwV Nopwv, WMOPEI va €ival XpnoTikn kal va Bonbnoesl eva
nNANBo¢ kabnuepIivwv aAAd kal eEEIBIKEUPEVWY AVAYK®V.

To nA€ovEKTNMA TNG €pAppoyng OTI €xel Tnv duvatotnta va petadwoel duo
EMIKAAUNTOMEVEG €IKOVEG (Mia yia kaBe paTti) piag TpiodidoTaTng oknvng and evav
server o€ é&va acUpuato HMD kai va npokUNTEl WG ANOTEAECHUA MIA OTEPEOCKOMIKN
€IKOVa TNV onoia o xpnortng 6a pnopei va Tnv d¢l peoga and to HMD kabwg kai va
pneTadwoel dedopeva €100dou and To HMD oTov server woTe 0 XPNoTNG va YNopEi va
npaypartonoinon KIVACEIG oTnV TpiodidoTaTn oknvh. To danoTEAEONA TNG EPAPHUOYNG
10avika 6a npenel va unooTnpilel TaxutnTa 90 frame per second yia va ano@uyel To
motion sickness.



H npoogyyion nou 6a npayuatonoinBei cuvioTaTal anod TEooepa BriuaTa Ta onoia EXxouv
EMIAEYEI PYE TETOIO TPOMO WOTE VA UNAPXEI KIA CUVEXOMEVN por Kal 0 cuvduaouoG TOUG
va duvatal va dwaoel Ta anapaitnTa cupnepdoparta. Apxika, To npwTo BAMa €ival n
avaAuTIkn napoucdiacn Tou BewpnTikoU unoBaBpou mou XpnolihonoIndnke Kal nwg
auTo oUVOUAOTNKE Kal XpNOIKonoInbnke yia Toug okonoug TnG SINAWMATIKAG Epyaaciac.
SUyKekplUéEva Ba avapepBboUpe OTIC game engines, OTNV ANOUAKPUCMEVN anodoaon,
OTIG BAOIKEG NPOKANCEIG TNG KABWG Kal 0 TEXVIKEG BEATIOTONOINONG TNG, ASI0AOYNOEIG
TNG Kal Tpdnoug peTadwoelc. Akdpa Ba avaAlubolv dUo cuoTruaTta remote rendering
oc aoUppaTta VR. To deUTepo Bripa avapEpeTal o€ diapopa epyaleia nou pnopouv va
xpnoigonoinBouv yia va NETUXOUME Tov okond MPaA¢ Kabwg kal o€ autd nou 6Oa
xpnoigonoinooupe. To TpiTo BAMa ouvioTatal and Tnv TEXVIKA uAonoinon Tng
EQAPHOYNG, TNV AEITOUPYIKOTNTA TNG Kal TNV a&loAdynon TnG. To TETAPTO KAl TEAEUTAIO
Brua €ival Ta cupnepaopaTa nou NPokUNTouv aAAd Kal KaTeuBUVOEIC yia HEAAOVTIKOUG
neIPapaTiogoud.



KepdAaio 2: BIBAloypa@ikn avaokonnaon

OpoAoyia Ene€nynon

YnoAoyioTwv

Bandwidth To bandwidth opiCei T0 no6ca 0&edopéva pnopouv
eVOEXOMEVWC va peTadoBouv og pia OdOPEVN XPOVIKNA
oTIYMA.

Client Eival kanoio hardware unoAoyioTn ) KAnolo AOYIOHIKO

TO onoio €xel NpooPBacn o€ Pia unnpeoia nou diaTiBeTal
and €vav d1aKouIoTH.

Cross-platform AOYIONIKO UMOAOYIOTN TO ornoio €ival oxedldoueEVO va
AEITOUPYEI O APKETEC OIAPOPETIKEC NAATPOPMEG
UMoAoYIOTH.

Hardware Eival Ta Quoika KOUPATIA EVOC UNMOAOYIOTH.

Latency Ekppalel To xpovo nou xpeialeral yia va petadobei eva
NAkKeTo OedOUEVWY ano £€va KaBopIoPEVO onUEio og €va
aAAo.

Server Eival kanoio hardware unoAoylioTn f Kanoio AOYIOHIKO
Nou Napexel AEITOUpPYIKOTNTA O AAAQ NpoypdupaTa n
OUOKEUEC.

Thin client YNoAOYyIOTEG ME XAMNAR UNOAOYIOTIKN 1I0XU MOU MNPENE

va BagcifovTal g€ KANOIOV server.

Thick client | Fat | YnoAoyioTeg nou dev xpeiadovTal unoAoyloTikn duvapn
client and kAnoliov server.

Throughput To Throughput avagéperar oto nooa Oedopeva
HETAQEPOVTAl MPAYHATIKA KaTa Tnv OIdpkeid HIAg
XPOVIKNC nepiodou.

Vertical Eival pia emiAoyy oTa nePICOOTEpPA CUOTNHUATA OTA

synchronization onoia n kapTa ypa®ikwv dev Unopei va kavel oTidnnoTe

(VSync) opaTo aTnv 08ovn €wc 0TOU N 000VN OAOKANPWOEl TOV
TPEXOVTA KUKAO avavewaong.

Rendering To rendering €ival n diadikacia napaywyng Kiag eikovac
ano eva povrteAo 2D n 3D pEow €vOC NpoypAappaTod
unoAoylioTn.

Mivakag 1: Opioyoi opoAoyiag unoAoyioT®V

2.1 Remote rendering

'‘Eva ouoTnua anopakpuopevng anodoong (remote rendering) €eKTEAEl €PAPUOYEG
anddoonc o€ Pia UNMOAOYIOTIKI) OUOKEUN, NOU avaQepeTal we diakouioTAC (server) i
dlakopioTnG anodoong (rendering server) kal eg@avilel Ta anoteAéouaTta andédoong
(rendering) o€ pia AAAN UNOAOYIOTIKA OUOKEUNR ouvdedepevn oTo JikTUO, N onoia
avagpepeTal w¢ client. 'Eva diadpaoTikd ouoTnua remote rendering €ival ikavd va



OEXETAl OTOIXEIQ €AEYXOU XPNOTN MECW TWV CUOKEUWV €10000U Ot €vav client yia
aAAnAenidpaon We TIG epappoyEG rendering nou ekTeAoUvVTaAl OE Server.

H €vvoia Tou remote rendering spgaviornke anoé To 1999 [Ohazama 1999] éTav ol
UNOAOYIOTEC Oev NTAV APKETA I0XUPOI yia Tnv npayugaronoinon Tou rendering
TpIodIdoTATWV YpaAPIK®WV. Ta TeAeuTtaia xpovida, n eupesid avanTuén acuppatwv
OIKTUWV UWNANG TaxuTnTag Kal ol €EeAIieic og TEXVOAOYIEC popnTOU UMOAOYIOTIKOU
vepouc (mobile cloud computing) €xouv evTeivel TNV €peuva yia remote rendering. Ol
Beermann kal Humphreys [2003] npo&BAewav 0TI To rendering ypa@ikwy 6a yivoTav
MIa anodakpuUOMEVN unnpecia kal autn n npoBAewn enaAnBeUTnNKE PE TNV EPRAVION
Tou cloud gaming.

SUYKPITIKG HUE Tn OUPPBATIKN NPOCEYYION nNou ekTeAel Tnv anodoon Tonika (local
rendering), To remote rendering €xel NOAAd nAeovekTrApaTa. MpwTov, WMopei va
npooQEPel NAOUOIEG eunelpiec anddoong oe “thin” clients (n.X. KIVNTEC OUOKEUEG) ME
NEPIOPIOPEVOUC UNOAOYIOTIKOUG nopoug (n.X. GPU, pyvnun, pnatapia). Asutepov, ol
unoAoyioTikoi nopol o€ €vav rendering server pnopoUv va poipalovTal
anoTteAeopaTika ano noAAoug clients. Tpitov, To remote rendering €ivalr anAfi aAAd
anoTteAeopaTikn AUon cross-platform. Eivalr xapaktnpioTiko OTI, JETA TNV avanTuén
TV NpoypapuaTwy client yia d1a@oOpeTIKEG NAATPOPHESG, OAEG Ol EQAPHOYEC NPENEI vVa
avantuxBouv POVo yia Tov server kal onoladnnoTe evepyela rendering 6a eniTeuxOei
o€ OAeG TIC NAQTPOPHEG TwV client. TéAog, €va ouoTnua remote rendering pnopei va
oxedlaoTei yia va anotpenel Tn diappon (leaking) Tou neplEXoUEVOU TNG NNYAG O€
KakOBoUAOUG XpNOTEC UE pon (streaming), anodidovTac anoTeAéouaTa rendering povo
oToug emBupnToug clients. Ma napadelyya oto cloud gaming, ol €ni Tou NApPOVTOC
avanTuooopeveg AUoeIG remote rendering unopoUv va anoTpEWoUV avnouxies yia TNV
nelpareia eneidr To NEPIEXOMEVO TOU NaiXVIOIoU deV AnNOCTEAAETAI NOTE OE NAIKTEG.

AlaQOpETIKA ouoTnuaTa remote rendering €xouv oxedlaoTei yia va oToxeUoOuv O€
dlapopa npoBAANATa kKAl NPokKANCEIG. ZTNV OuveExela 6a enikevTpwBoupe oe dUO
Baoikd npoBANuATA: NWC va MEIWOOUHWE Tnv kabuaTteépnon aAAnAenidpaong
(interaction latency) kai nwg va petradwooupe dedopeva anod server oe client
anoTeAEOUATIKA KAl anodoTIKd.

Apxika opiCoupe TO ‘“interaction latency” w¢ To XpOvo anod Tn dnuioupyia &vog
aITAUaToG aAAnAenidpaonc anod Tov XPNAOTnN HEXP!I TNV E€PQPAVION TOU NPWTOU
evnuepwuévou nAaiciou (frame) otnv 00dévn Tou client. Q¢ €va eyyevég npoBAnua
OAWV TWV KATAVEUNMUEVWV oUOTNUATwV JIKTUOU, n kabuoTépnon (latency) nailel
onuavTiko pOAo oTnv noloTnTa Tng unnpeoiac QoS (Quality of Service) kar oTnv
noloTnTa TnG euneipiac QoE (Quality of Experience). H peyaAn kabuoTépnon
aAAnAenidpaong (interaction latency) pynopei va unoBabuiosl onuavTika TNV ePneipia
Tou xpnotn. MNa napadeiypa, Ta 100 ms €ival n PeyaAUTepn avekTn kabuoTEpnon
(latency) vyia éva evrtaTikO naixvidl okonoBoAng npwTou npoownou. Enopévwg, n
ghaxioTonoinon auTng €ival kaipia avnouxia kalr 8a €EeETACOUPE OAEC TIG OXETIKEG
TEXVIKEG PeiwoNG Tou latency nou pnopouv va epappocTolv oTo remote rendering.



H petadoon dedopevwy €ival navra 1o Baoikd dopooToixeio (module) onoloudnnoTe
ouoTnUaTog remote rendering. ZTIC MNEPIOCCOTEPEC MNEPINTWOEIC, €vag OXeDIAOHOC
module peTadoong dedopévwy Ba npenel va AapBavel unown oAa Ta €idn NepIoPICHWY,
onw¢ neplopiohévo bandwidth, d1G@opeg ouvOnKeg kavaAiwv KAl anaiThoEwv O€
npaypaTikd xpovo. Avau@iBoAa n enituxia TnG pong dedopevwy (data streaming) €xel
AMECO AVTIKTUMNO OTn OUVOAIKN anodoon Tou GUCTANATOG.

Thin Clients kal Remote Sharing. Ta cuotiuaTta Thin Client (n.x. SLIM [Schmidt et al.
1999], THINC [Baratto et al. 2005], k.An.) kai Ta OUCTAMATA KOIVAG XPNong
anopakpuopevne enipaveiac epyaociac (n.x. VNC [Richardson et al. 1998], RDP
[Cumberland et al. 1999], k.An.) ENITPENOUV OTOUG XPrOTEC va £Xouv npooBaacn oc
EPAPHUOYEG €€ ANOOTACEWG KAl vad €XOUV KOIVA) XpAon unoAoyioTIKwv nopwv. Ol
XPNOTEG anod Tnv NAgeupd Tou client ynopouv va aAAnAoenidpAacouV WE TIGC EPAPHOYEG
nou eKTEAOUVTAl ano Tnv NAgupda Tou server. QOTO00, UNAPXOUV BACIKEG DIAPOPEG
METAEU auTWV TWV OUCTNMATWV KAl TWV ouoTNUATwv remote rendering nou Ba
€EETACOUE.

MpwTov, Ta NepIocdTEpa ouaTnuaTa thin client kalr remote sharing ep@aviornkav npiv
yivel dnuo@IAEG To rendering 3D ypagikwyv. Ta NpwTa CUCTANATA €ixav oxedlAOTEI
MOVO yia va unoaTtnpifouv Koivh Xpnon eniTtpanediov unoAoyioTwv Kal rendering 2D
YPAQIKWV. MOVO ol NpOCPATEG NPOCEYYIOEIG ApXioav va NpocBeToUV UNoOTNPIEN Yia
TpiodidoTata ypagika (n.x. THINC [Baratto et al. 2005], TurboVNC [Commander
2007], ka1 Ta Aoind.). AsUTepPOV, 0 KUPIOG EPEUVNTIKOG OTOXOC TNG KOIVNG Xpriong 2D
EPAPUOYWV €ival 0 OXedIAOPOC NPWTOKOAAWV MOU HNOpoUV va EVAUEPWOOUV
anoTEAEOUATIKA TIC MEPIPEPEIAKEG AAAAYEG oTnv 00o6vn. AuTO cupBaivel eneidn n
anddoon 2D Bewpeital eAappid, €70l WOTE va PNOPEi va npayuartonoinbei €ite o€
server €ite o€ client. QoTdoo, autn n unoBeon dev IoXUEl yia Ta TPICOIACTATA YPAPIKA
AOYW TNG onuUavTika au&nuevng noAunAokoTnTag Tou rendering. TEAOG, Ol EPAPHOYEG
3D onwg Ta Bivreonaixvidia ouvnBwG avavewvouv oAOKANpn Tnv 060vn HE MOAU
uWPnAOTEPO pUBNO, cuvNBWC PeyaAuTepo anod 60 fps. EpappoyEG oav auTeg anaiTouv
eniong d1aQopeTIKEG HEBOOOUC cupnieong (compression) kai streaming nou eival
Ola(POPETIKEC ANO AUTEC Nou XpnoidonoloUvTtal oTto ouuBaTtikd 2D ocuoTthuparta thin
client.

SUP@wva pe Tov Shi [2015] kaTtnyopionoigital To remote rendering pe Bdon éva
nivaka OUo Ola0TACEWV O OMoioC MEPIEXEl WG YPAMMEG TOV TUMNO O£dOUEVWV TOU
TP10dIA0OTATOU POVTEAOU Kal wC OTAAEC TO TUMO TNG AAANAenidpaocng Tou XPnoTmn
(eikova 1). Ta dedopeva Tou TpiodidoTaTtou HovTéAou (3D model data) sivarl eite
duvapika (dynamic) eite oTaTika (static), avaAoya pe To av EVNUEPWVOVTAl CUVEXWG
KaTa Tn JIApKEIa TWV EKTEAETEWV. O aAANAENIdOPACTEIC TwV XpnoTwV (user interaction)
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gival €ite neplopiopéveg (restricted) ite xwpic neplopiopoug (unrestricted), avaioya
ME TO av ol XpNOTEG €ival evTEAWG eAeUBepol va aAAd&ouv Tn B€on TnG KAPEPAG, TOV
npooavaToAIopo kal AAAEG evepyelec. O1 kaTnyopieg remote rendering o€ d1AQPOPETIKEG
NeEPINTWOEIC ENIBAAAOUV dIaPOPETIKOUG oXedIAOHOUG.

User interaction

Restricted Unrestricted
Remote "q._-'rlrtual
i Visualization e
s walk-through
= ] et
— w
o
2
L=
= = Re_mote Cloud
O = rendering of 3D I
™ £ video,animation g 9
ca

Eikova 1: KaTtnyopieg anopakpuoHEvVNG anodoong

(NMnyn:https://www.researchgate.net/publication/277967155 A Survey of Interactive Remote Rend
ering Systems Shi et al [2015])

ZTaTika HOVTEAA Kdal NEPIOPICHEVN aAAnAenidpaon.

Ta cuoTAUAaTa Nou AvAKOUV O€ auTn TNV KaTtnyopia anodidouv oTaTika TpiodiaoTaTta
MOVTEAQ Kal unooTnpiouv NepPIOPICPEVEG AAANAEMIDPATEIG ano Toug XpnoTeg. O 0pog
"neplopiopevn aAAnAenidpaocn xpnoTtn" onuaivel OTI €vag XPNOoTNG MMopei va
aAAnAoenidpdaosl pe Ta TpiodidoTata OedopEva MOVO ME MPEPIKOUC Tponouc. la
napdadelypa, €vag XxpnoTng Mnopei va dgl éva TpiodidoTaTo HOVTEAO HOVO anoO PEPIKEG
NPOKaBOPICUEVEG ONTIKEG YWVIEG | va aAAd&el TNV oNTIKN ywvia o€ €va NEPIOPIOPEVO
eUpoG. Ta nepioodTEPA OCUOTAPATA AMOPAKPUOMEVNG onTikonoinong (remote
visualization) avikouv og auTtn Tnv kartnyopia. Ta ouoThAuATta autoUu Tou TUMOU
XpnoidonolouvTal EUPEWG Yia TNV napouciacn d1apopwVv TUNWV OeJOHUEVWY, OMWG
IOTPIKEG EIKOVEG, ENIOTNHOVIKA dedopeva, oxedia Biopnxaviag kal €pya Texvng. MNMoAAd
and Ta cuoTtnuarta visualization ekTeAoUv Tnv anodoon €€ aAnNooTACEWG AOYW TNG
NoAUNAOKOTNTAG TNG NNYNG TwV OEJOMEVWV N TOUC MNEPIOPIOHUOUG TWV CUOKEUWV
napouaciaong.

To remote visualization €xel eniong spapuooTei yia va napexel NAOUCIEG EPNEIPIES
rendering o AIyOTEPO 10XUPEG OUOokeUEC. H Diepstraten et al. [2004] npdTeive Tn
onuioupyia evog anAonoinPéEVoU POVTEAOU TO onoio dnUIoUpYEl ypa®ika HOVO HE ThV
xpnon ypaupwv yia clients nou dev d81abéTouv UAIKO (hardware) TpiodidoTaTwy
YPAPIKWV, dAAG UNnopoUv va eKTEAECOUV AEITOUPYIEG Kavovikonoinong (rasterization)
2D. O1 Duguet kai Drettakis [2004] peTETpewav Ta TpiodIAoTATA HOVTEAA OE VEQN
onueiwv XapnAoTepnc avaAuong yia clients pe pikpég 080vec. O Levoy [1995] npoTelve
Mia uBpIdiknf AUon yia Tn dnuioupyia piag anAonoinPevng avanapaoTacng NOAUYWV®Y
XauNANG nolotTnTac wc¢ eikoéva diagopdc (difference image), anogelyovrtag Tnv
anwAe&la noloTnTag rendering ano Tnv NAeupad Tou client. Mann kal O Cohen-0r [1997]
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oxediaoav €va napopolo ouoTNNa nou HeTadidel TOoa noAuywva 0600 Kal
glkovooToixeia (pixel), aAAd enikevTpwOnKav oTnVv €AoY TwV MNI0 ONUAVTIKWV pixel
yia e€oikovounon bandwidth.

To remote visualization nou Baciletal oto Web aneublveTtal og &vav €1dIkO TUNO
«thin» client. EIdikOéTepa divel TN duvaToTnNTa o€ onoloadnnoTe client va €xel npdoBaon
OTIG unnpeoieg rendering pEow €voc npoypdpuaTog nepinynong oro diadikTuo (web
browser). OI nepiopioPoi TETOIWV CUCTNNATWY NEPIAQUBAVOUV TO YEVIKO KOOTOC TWV
TUMIKWV €nikoIVwVIoV 10ToU (overhead of web communication) kalr Tnv ayvworn
UMOAOYIOTIKN IkavoTnTa nou €ival diabéoiun otov client. To Reality server [Nvidia
2009] and Tn Nvidia kKUKAOQOPNOE Yia va NApPEXEl UNNPECIEC PWTOPEAANICTIKOU
rendering pyéow ToUu web. O1 Yoon kai Neumann [2000] oxediaocav €va ouoTnua
Baoiopévo og web xpnoiponoiwvTag TexvikeG IBR (Image-Based Rendering).

To remote visualization nou BacileTal o€ kivnTa (mobile) aneubuveTal o €vav aAio
TUNo «thin» client: kivnTég ouokeueg (n.x. smartphone kai tablet). [Woodward et al.
2002] kai [D’Amora kal Bernardini 2003] ATav dU0 NpWIYEC anoneipeg XpHong evog
PDA wc¢ CAD (Computer-Aided Design) npoBoAng evw n npayuaTtikn epappoyn CAD
eKTEAOUVTAV O€ €vav anopakpuopevo diakopioTn (remote server). O Chang kai o Ger
[2002] npodTeivav Tnv kataokeun LDIs (Layered Depth Images) [Shade et al. 1998]
otov server. O mobile client ekteAei aAyopiBuoug IBR yia va cuvBeoel Tnv €ikova
eypaviong (display image). TETole PEAETEG pnopei va aivovtal “Eenepacueveg”
Twpa, €neidn Ta ToIN yia KIivATa exouv BeATiwOel dpacTika Tnv TeAeuTaia dekaeTia. Ol
TPEXOUOEC KIVNTEC OUOKEUEC €ival €EONAIOUEVEC ME OXETIKA 1oxupd Toin GPU
noAAanAwv nupnvwv yia rendering ouvBeTwv 3D ypa®ikwv. Q0TOCO, Ol NEPIOPICHOI
OTIGC KIVNTEG OUOKEUEC €EakoAouBouv va ugioTavTal yid EQAPUOYEC UWNANC
UNOAOYIOTIKNG £vTaong, onwg Bivreonaixvidia.

Ta cuotnuaTa remote visualization pnopoUv va eEunnpetnoouv aAAoug okonoug. Ol
Koller et al. [2004] avénTu&av €va ouoTnua remote rendering yia va anoTpeWel Ta
noAUTIHa Oedopeva TpiodIAOTATWVY HOVTEAWV nou capwbnkav and didonua €pya
TEXVNG and Tn diappon o€ KakOBOUAOUC XPNOTEC. AUTO To cUOTNHA akoAouBnoe pia
npooeyyion pong €ikovag (image streaming) oTeéAvovTag POVO TA anoTeEAEouATa
rendering oTov XpnoTn, NPOOTATEUOVTAG ANOTEAECHATIKA TNV NNy TwV TPICOIA0TATWY
0EQ0NEVWV.

Auvapika povréAa kail nepiopiopévn aAAnAenidpaon.

AEiCel va avapepBei Nwg, yia OPICUEVEG EQAPHOYEG ONWG To TPIodidoTaTo BivTeo | TO
animation, Ta TpiodidoTaTa dedopeva dnuIoUpyoUVTal I EvnUEPWVOVTAl dUVANIKA Kal
n oknvn ocuvexwg aAAdadlel. To rendering TETOIWV EPAPPOYWV ANAITEI TNV eneEepyaania
KaBe frame o€ npayuaTikd Xpovo npiv and tTnv aeién Tou enopevou frame. AuTo
onMaivel Nwg, Kapgia NposToINacia ekToG oUVOEDNG 1N XPOVOBOPOG UNOAOYIOHOG OTOV
server (n.X. €KTEAeon XpovoBoOpwv aAyopiOuwyv anAonoinong noAuywvwv R
onuioupyia LDI yia To HOVTEAO) MMNOPEI va €QAPUOOCTEI O AUTAV TNV KATnyopia
ouoTnUaTwyv remote rendering.

EmnpdoBera, Shi et al. [2008] npoTelve anodoaon €IkOVwyv BABoug yia TpiodiaoTaTo
TnAe-epBUBIOTIKO BivTeo (tele-immersive video) kal a&lionoinos aAyopiBuoucg IBR yia
va peliwoel Tnv latency aAAayng onTikng ywviag [Shi et al. 2009; Shi et al. 2010]. O
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Lamberti et al To [2003] napouaciaoce €va remote rendering framework nou BaaileTal
o€ €IKOVEG yia mobile client .EminAgov, o Humphreys et al. [2002] avénTuge €va
BeATiwPEVO ouoTnua video streaming nou xpnoigonoloUose GUPNAEYHATa anodoong
(rendering clusters) oOx1 poOvo vyia TpiodiaoTtato rendering aAAd e€niong vyia
kwdikonoinon Bivreo o€ npaypaTikd xpovo.

ZTATIKAG HOVTEAA Kal U NeEpiopIoHEVN aAAnAenidpaon.

“Mn neplopiopevn aAAnAenidpaon” onuaivel 0TI 0 XproTng pnopei va aAAa&el eAeliBepa
TNV ONTIKA ywvia oTov TPIodIAoTATO XWPO KAl PMOPEI va NMpaypaTonoinoel enimAEov
EVEPYEIEG MOU PNopouv va aAAa&ouv Ta TpiodidoTata dedopéva. H avTinpoowneUTIKN
€Qapuoyn auTngG TnG KaTnyopiag ival n nAonynon o€ €ikoviko nepiBaAiov VE (Virtual
Environment). Tia Tnv akpiBeia, Ta ouothpgata nAonynong VE ouvnbwg
xpnoigonolouvTal g€ diadikTuakda naixvidla Kal cuoTAKPATA EIKOVIKNAG NPpayuaTikoTNTag
VR (Virtual Reality) [Singhal and Zyda 1999]. Qotdco, n kUpia npokAnon Tng
nAonynong VE €ival 0TI To ypa®iko povTeAo oAOkAnpou Tou VE gival noAU peydlo yia
va JeTadoBei apkeTa ypnyopa yia diadpaaoTikn anodoon (interactive rendering) o€
npayuaTikd xpovo. Kartoniv, unapxouv duo KUpleg kaTeubuvoelg VE. H pia kateuBuvon
€0TIAlEl O€ peer-to-peer ENIKOIVWVIEG NETAEU NOAAWV XPNOTWV YId TN GUYXPOVIOHEVN
andédoon TOou E&IKovikoU koopou [Funkhouser 1995] kai n AGAAn HeEAeTd nwcg va
pHeTadwoel (stream) anoTEAEOUATIKA TOV E€IKOVIKO KOOWO anod Tov KEVTPIKO server
oToug TeAIkoUg xpnoTeg [Cohen-Or et al. 2003].

O Schmalstieg [1997] npoTeive Tn Xpnon €vog remote rendering pipeline yia Tn
dlaxeipion TnNG YewMeTpiag kai Tou bandwidth o€ éva katavepnuevo VE. Mo
OUYKEKPIMEVA, TO pipeline xpnaoigonolei Tov server wg Bacn ded0PEVWY YIA TA YpAPIKA
MOVTEAQ kal PETadidel YOVO Ta POVTEAA MoOu gival opatd and Tnv OnTIKA ywvia Tou
xpnotn. EmnAcov, n Bdon dedopévwv diakouioTh (server database) opyavwvel 0Aa
Ta TpIodIACTATA HOVTEAA YPAPIKWV WG O1aPOPETIKA enineda Aentopépeiag LOD (levels
of detail) kai Ta anoBnkevsr ot Oouéc Oct-Tree. TMa OIAPOPETIKEG MEPIOXES
evolapepovTog AOI (areas of interest), peradidovral diagopeTika LOD.

Eniong, unapyxouv ouctApata VE nou akoAouBoUv Tnv npooeyylon image
streamming. To QuickTime ouoTnua VR [Chen 1995] dnuioupyei Pia navopapikn
glkova 360 poipwv Tou KOOWOU WE BAon Tnv TonoBeoia Tou XpnoTtn. AuToc o XapTng
nepiBaillovtog enitpenel otov client va nepinynBei xwpic kaveva €1dIkO UAIKO
ypagikwv (graphical hardware) 1 nepaimtépw evnuepwoesli and Tov server. Ol
Boukerche kai Pazzi [2006] akoAouBnoav Tnv idla kateuBuvon kalr aventuéav eva
KIvnTo cuoTnua nAonynong VE oto navopapikd rendering. O1 Bao kal Gourlay [2004]
oxediaoav eva cuoTnua nepinynong VE xpnoipgonoiwvTag Yia d1apopeTIKN NPOCEyyYIon
nou BaacileTal o€ €IKOVEG. ZTO OUCTNMA TOUG, O server anodidel TNV EIKOVIKN KNV Kal
OTEAVEI TNV E€IKOVA TOU AMNOTEAEONATOG ME Tov XapTn Baboug otov client. O client
MMOpEi va ep@avioel TIG IKOVEG N va ekTeAéoel IBR aAyopiBUOUC yia va OUVOEDEl VEEG
EIKOVEG OTav aAAalel n onTikn ywvia nou 6a yivel render. O1 Noimark kar Cohen-Or
[2003] eiofyyayav €&va MPEG-4 >uoTtnua nepinynong VE Baciopévo os streaming. Ol
oknvecg VE yivovTal render ouvexwg oTov server Je npokabopiopévo pubud avavewaong
kape (frame rate) kal kwdikonoloUvTal 0 NPAYHATIKO XPOVO XPNOIMOMOIWVTAG TO
npotuno MPEG-4.AuTtn n npooeyyion Osv xpeldleTal va avaAuoel Ta TplodlaoTaTta
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MOVTEAA MNNYNG yia Tov npoadiopiogo Tou LOD, aAAd anaitei otaBepd bandwidth
O0IkTUOU HEeTA&U server kal client yia video streaming. O1 Lamberti et al. (2003) kai ol
Quax et al. (2006) kai o1 dUo npodTEIVav napopola anddoon Baciouevn o€ Bivreo yia
XPNOTEG KIVNTWV.

Auvapika povTéAa kal pn nepilopicHévn aAAnAenidpaon.

To Cloud gaming eivar n avTINPOOWMEUTIKN €&QAPHOYN AUTAG TNG TEAEUTAIAG
Katnyopiac. H ep@avion Twv unnpeociwv cloud gaming €xel MPETAKIVIOEl TOUG
unoAoyiopoUg rendering TpiodidoTaTwv Bivreonaixvidiwv oto cloud. Ze oUykpion HE
AaAAeG Npooeyyioelg To remote rendering Bivreonaixvidiwy €ival €va noAu nio dUCKoAo
EPYO0. ZUYKEKPIMEVA , Ta mio npoéopata Bivreonaixvidla anaitouv noAU nepinAoko
TpiodidoTato rendering ypa@ikwv yia TNV Napouciacn ToU EIKOVIKOU KOGHOU.
Enopévwg, To Cloud gaming anaitei nponypEvo UAIKO yYpapikwV (graphical hardware)
yia rendering. Eniong, Ta naixvidia npenel va yivovtal rendered pe upnAo frame rate,
upnAoTepo anod 60 frames To Oeutepoiento fps (frame per second) yia va
aQVvTIMETWNIOOUV TIG Ouvapika METABAAAOPEVEG OKNVEG KAl TIG EVTOVEG KIVNOEIG.
IdiaiTepa onuavTikO avagopdcg €ival Nnwg, To uwnAd latency e€ival anayopeuTiko.
ApPKETEG eTAIpEIEG ExOUV Napa&el unnpeaieg kal AUoelg cloud gaming, onwg 1o OnlLive,
TO onoio xpnolgonolsi Mdia npoogyyion video streaming nou kavel render
Bivteonaixvidia ato cloud kal oTeAvel oknVvEG naixvidiou (gameplay) wg video stream
avaAuong 720p oToug TeEAIKOUG XPHOTEG.

Katapxnv, Game@Large [Eisert and Fechteler 2008; Nave et al. 2008] npoTeivav Tnv
anooToAn OJedopevwy TpIodIdoTaTwV Yypa@ikwyv oTov client. Eivalr yeyovog OTi
AEITOUpyieg rendering ypagikwv kal ol upeg (texture) cupniefovTal anoTEAECUATIKA
Kal JeTadidovral xpnoigonoiwvrtag To nNpwTOokoAAo RTP (Real-Time Transport
Protocol). Katoniv, o Jurgelionis et al. [2009] BeATiwoe To Game@Large pe pia
uBp1dIkA npoaeyyion. MNa “fat” clients, 0Aeg o1 AeIToupyieg rendering ypa®Iikwyv Kai Ta
textures yivovTal stream o6nwg To apxiko oxedio Tou Game@Large. Na “thin” clients
nou Ogv €XOUV APKETN UMOAOYIOTIKN 10XU yia rendering Tp1od1doTaTwV ypaPIK®V, TO
rendering naixvidiwv NPAyUATOMNOIEITAl OTOV SErver Kal ol TEAIKEG EIKOVEG oupniedovTal
ME H.264 [Wiegand et al. 2003] yia Tov client. To GamingAnywhere [Huang et al.
2013] €ival pia avoixTn nAat@opua cloud gaming, n onoia pnopei va xpnolgonoinoei
and EPEUVNTEG, NMPOYPAMMATIOTEG Kal NAIKTEG yia OOKIYEG. Eival duvaTteg d1aPpopeg
npooapuoyeg orto GamingAnywhere, 6nwg n anobeon evog kwdikonointh (codec)
H.264/MVC [Vetro et al. 2011] yia Tnv unooTnpPIEN OTEPEOTKOMNIKWY NAIXVISIWV.
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KaTtnyopisg Mé£OGodol
>TaTikG MOVTEAG KAl MEPIOPIOUEVN | AnUioupyia  ypa@Iikwv  HE  XpAon
aAAnAenidpaon YPAHH®V.
MeTaTponn TpIodIAoTATWY HOVTEAWV O€
VEQN onMEiwV.
Avanapdoracn nNoAUY®WVwV  XAapnAAg
no1dTNTac wg ikova d1aPpopdac.
dwTopEAAIOTIKO rendering HEOw Tou web
(Reality server)
SuoThuaTa Baoiouéva oc web
XpnolgonoiwvTacg TeXVIKEC IBR.
Image Streaming.
Auvapika MovTeEAa Kal  neplopiopevn | Anodoon e€kOVwyY Baboug kalr xpnon
aAAnAenidpaon aAyopibuwv IBR yia peiwon Tou latency
oTnv aAAayn TnG onTIKNG ywviac.
Video streaming XPNOIKONoIVTAG
oupnAgyuaTa anodoongc.
2TaTikG MOVTEAQ Kal Hn nepIopiopEvn | MeTadoon POVTEAWY MNou gival opatd ano
aAAnAenidpaon TNV ONTIKA Ywvia Tou XpnoTn.
Anoddoon EIKOVIKNGC OKNVAG Kal
anooToARG IkOvVag Je Tov XapTtn Baboug.
Image Streaming.
Auvapika PJoVvTEAa Kal pn neplopiophévn | YnoAoyiopoi Tou rendering oto cloud.
aAAnAenidpaon

Mivakag 2: M£€Bodol He BAon TNG KATNYOPIEG ANOHAKPUCHEVNG anddoong

Me TIC CUMBATIKEG TEXVIKEG BeATIoTOnoinong (optimization), To ouvoAikd interaction
latency dev pnopei va nepdoel To KATWTATO OpI0 KABUOTEPNONG €vog network round
trip time - RTT (0 xpOvog nou anaiTeital anod Tov server va ¢pOdacel otov client kal va
eMaoTpeWel). QoTo00, €ival duvaTtn n dnuioupyia Twv onTIKWV frame anokpiong oTov
client npiv an6 onolovdnnoTe server.

Tonmikn anddoon kai Pndevikog anoAoyiopog (Local Rendering and Dead
Reckoning)

Avap@ipoAa, n eukoAOTEPN HEBODOC yia Tn dnuioupyia evog frame anokpiong Tonika
gival n anoBrkeuon TpiodidoTaTtwyv 0edOUEVWY OTOV client kal n Tonikn EKTEAEON Tou
rendering 3D ypagikwv. Mepikoi nepinyntég VE [Lluch et al. 2005] kai guoTtnuara
remote visualization [Duguet kai Drettakis 2004] nou petadidouv meshes aTov client
MnopoUv va e@apuocouv To local rendering woTe va peiwoouv To interaction latency
OTO XPOVO NMou anaiTeital yia To rendering TpiodIA0TATWV YPAPIKWV O KABE CUOKEUN
Twv client. Emnpdobera, o napoxog naixvidiwv cloud Ciinow 1oxupileTal eniong o0TI n
EVOWMATWON TNG pONG TpIodidoTaTwy ypa@ikwv [Dharmapurikar 2013b] peiwvel To
latency.
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'Eva Baoikd ATNUa o€ auTnv TNV npooeyyion €ival va diatnpeital To local rendering
OUYXPOVIOUEVO Me Tov server. a e@apuoyeg visualization 1 nepiynong, o
OUYXPOVIOWOG server-client ynopei va xpeialetal yovo va diatnpei otabepn TNV ONTIKA
ywvia nou yiveralr render. ZUVENWG O OUYXPOVIOWOG YIVETAl Mo MeEPINAOKOC Yia
EQApPHUOYEC naixvidiwv €neidn To rendering oknvwv naixvidiwv andiTei yvowon Tng
AOYIKNG Tou naixvidioUu kal Twv dedopevwv Xpnortn (n.x. Tnv TaxuTnTa Kair Tnv
KaTeuBuvon TwV KIVOUPEVWV AVTIKEIEVWV).

Dead Reckoning, pia oTpaTnyikn Mou UIOBETEITAl €UPEWC Yia TNV avanTtuén
01adIKTUAKWV naixVvidiwv yia noAAouc naikteg [Pantel and Wolf 2002], pnopei va
EQPAPHOOCTEI YIa va PETPIACEl TO NPOBANUA CuyXpoVviopou. Mo CuyKekpIPéva n Bacikn
é¢vvola Tou dead reckoning e€ivar éva ouUvoAo aAyopiBuwv nou pnopouv va
xpnoipgonoin®ouv ano Tov client yia TNV NpoekBOAr TNG CUPNEPIPOPAC OVTOTHTWY OTO
naixvidl. Eniong npénel va npoadiopioTei TO NOCO YAKPIA va EMITPENETAl va PTACEI N
nPAyhaTikoTNTa anod autoUG Toug aAyopiBuouc npoekBoAng npiv ekdobei pia
010pOwon. XTo ogevaplo Tou remote rendering pnopei va yivel d310pOwaon HE TIG
EVNUEPWOEIC TOU Server JeTa ano Tnv kabuoTepnon vog network round trip.

Mpo-avakrnon (Pre-fetch)

MNa €va ouotnua nou dev pnopei va enegepyaoTtei To rendering TpiodidoTaTwy
YPAQIKWV 0TNV NAgupa Tou client, To pre-fetch €ival pia anoTeAeopaTikn NPooeyyion
Meiwong Tng latency. EidikOTeEpa €vag client 11 server npoBAEnel TIC PEAAOVTIKEG
KIVAOEIC €vOC XpnoTn Kal {nTa and Tov server va METAOWOEI TIC EIKOVEC MoOU
anodidovTal yia OAEC TIC MIBAVEC KIVAOEIG. AUTO onuaivel 0TI €av n NpoBAewn NeTUXEI,
o client pnopei anAw¢ va spgavioel TIC NPO avakTNHEVEG EIKOVEG Kal Ogv napaTnpeitTal
latency. Eav n npoPAeyn anotuxel, o client 8a npeEnel va adeiaoel Tnv €voidpeon
MVAUN npo-avakTtnong (pre-fetch buffer) kal nepipgével va ¢TACOUV 0Ol CWOTEG EIKOVEG
anod Tov server.

O1 Hesina kair Schmalstieg [1998] cioryyayav €va pre-fetch framework yia éva
O0ladukTiakd VE. O Chen et al. [2008] oulnTnoe Tov Tpono pre-fetch eikdévwv
noAAanAwv OlaPOPETIKWV avaAUOEwV wOTE va KAAUunTouv OlaQopPETIKA enineda
Aentopepeiac. O Touch [1995] sionyaye Pia NPOCEYYION NPO-ANOCTOANG YIA YEVIKEG
EMIKOIVWVIEG NECW OIKTUWV UWNANG TaxuTtnTag. H npo-anootoAn Bonba otn peiwon
TNG latency kaTtd To AUIOU Tou XPOvou kabuaTtepnong network round trip oTtav To
bandwidth dev dnpioupyei bottleneck.

EninpocBeta, n pre-fetch Acitoupyei kaAUuTepa yia Tnv nAonynon o &va oTaATIKO
nepIBailov kabwg n eikova Pnopei va anobnkeuTei yia HeAAOVTIKA xprion. H enidoon
(performance) Twv Texvikwv pre-fetch Baoiletal €€ oAokAnpou oTOV MOCOCTO
enITuxiag Tng NnpOBAEWNC TNG Kivnong kal oto peyebog Tou pre-fetch buffer. To k6oTOC
gival To eninAéov bandwidth dikTUou nou anaiteital yia TN HETAd00N OAWV TWV pre-
fetched €ikOvwv okNVAG OMOU 01 NEPICOOTEPEG €VOEXETAl va KNV XpnoigonoinBouv
noTe. H pre-fetch €ival akataAAnAn yia epappoyeg nou anodidouv duvapika dedopeva,
onwc naixvidia. TETOIEG EPAPHOYEG AVAVEWVOVTAl yYpriyopa kKal kKabe frame Anyel pe
TNV AaPIEn Tou enopevou frame. Enopévwg, o client npenel va ekteAeéoel pre-fetch yia
KaBe veo frame yeyovog nou au&avel onuavTika Tn Xpnon bandwidth dikTuou.
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Anoddoon e Baon Tnv eikova (Image-Based Rendering)

To image-based rendering eupnintel peta&U Tng TpiodidoTatng npooeyyiong (local
rendering) kai Tng eikovac npooeyyion (pre-fetch). Anaitei anod Tov server va oTeiAel
EMIMAEOV MANPOPOPIEC HE TIG EIKOVEC TWV ANOTEAECUATWV anodoong oTov client. ZTnv
nAeupd Tou client, 6Tav n aAAnAenidpaon Tou XpnoTn aAAalel Tnv ONTIKA ywvia Tou
rendering, ol eMNA£ov NANPOMOPIEC UNopoUV va Xpnoidonoinouv yia TNV EKTEAEDN
aAyopiBuwv IBR o1 onoiol ocuvBéTouv Tnv display image oTn véa onTikn ywvid.
Enopévwg, n interaction latency peiwveral oTo XpOVo NoU ANAITEITAl yIa TNV EKTEAEDN
aAyopiBuwv IBR.

'Evag noAU yvwaoTog alyopibpog IBR gival n oTpEBAwon TnG TpiodiaoTaTng eikovag (3D
image warping) [McMillan 1997]. NMaipvel pia eikdéva Baboug (depth image), Tnv
OMTIKN YwvVvia nou avTioToixei oTnv depth image kair Tnv OTOXEUMEVN ONTIKI ywvia
(target viewpoint) w¢ dedopeva siocaywyng kai eEayel Tnv €ikova Tou target viewpoint
AUTOC 0 AAYOPIBUOC UMOPEI va EKTEAEITAI ANOTEAECUATIKA O€ evowpaTwpeveg CPU/GPU
[Yoo et al. 2010] | og npooappoopévo UAIKO [Popescu et al. 2000]. To 3D image
warping €xel e@appooTei o€ MoAAd cuoTtnuaTta remote rendering [Chang and Ger
2002; Shi et al. 2012a; Mark 1999; Bao kai Gourlay 2004]. Na kabe frame, o server
npenel va oTeiAel Evav xapTtn BaBoug pe pia €ikdva anoTeAéopaTog aTov client kai n
interaction latency yia onoiadnnote aAAayn onTIkKNAG ywviag Pnopei va Peiwbei oTtov
XPOVO MOU anaiTeiTal yia Tnv €KTEAECN Tou aAyopiBuou 3D image wrapping oTn
OuUoKeUn Tou client.

QoTbdoo, n xprnon Tou aAyopibuou 3D image warping dnuioupyei To NPOBANNA TNG
“€kBeong”. H eikOva Tou anoTeAEoPATOC TNG oUVOEONG NepIEXEl OUVABWG KEVA onueia
eneidn dev unNApxouv enapkn pixel oTnv €ikdva €106doU yia va YeWioel TNV eNiPAveia
0€ MIa VEa onTIKA ywvia. 'Exouv npotabei dIApopeg TEXVIKEG YIA VA YEUIOOUV Ta Keva
onueia. Ta @iATpa Baboug [Redert et al. 2002] kai splat warping [Mark 1999] cival
anoTEAEOUATIKA YIA MIKPEG TPUNEG. Super view warping [Bao and Gourlay 2004] kai
nAatu field of view warping [Mark 1999] unopei va Auoel ev pepel To npdBAnua. LDI
[Shade et al. 1998] kai Double Warping [Shi et al. 2009; Shi et al. 2010] BaacilovTal
kKal Ta dUo oTnVv 10€a TOU XPNOIMOMOIWVTAG MOAAANAEC aAvapopeS yia TNV KAaAuyn
EKTEDEINEVWV ONWV.

Anod OAEG TIC TEXVIKEG NMOU avageépovTal napanavw, To Double Warping €ival iowg n
nio KataAAnAn TexVvikn yia Tn Jeiwon Tng interaction latency o€ cuotiuaTa remote
rendering. Mg auTnv TNV NpoaceEyyion, &vag server anodidel 0xI povo Tnv depth image
oTnNV TpEXoUaa onTIKA ywvia, aAAd noAAanAeg depth images o€ AAAEG ONTIKEG YWVIEG.
O client ekTeAei Tov aAyopiBuo 3D image warping yia 0Aeg depth images kal cuvOeETEl
oAa Ta anoteAéopaTta. O1 ONTIKEG YWVIEG €nIAEyovTal MPOOEKTIKA Me PBdon Mia
npoBAEwWn TNG Kivnong Tng kapepag [Mark 1999; Shi et al. 2010]. H npoBAeywn €dw
gival ehappwg d1aPopeTikn anod Tnv npoBAewn kivnong Tou pre-fetch, dev xpeialeral
va dwaoel TNV akpifry 6€on TNG MEAAOVTIKAG OMTIKNG ywviag, aAAa povo pia meéavn
kateuBuvon/nepiox. Me Tnv npoBAenopevn kateuBuvaon/neploxn Kivnong, ol
ava@opec Ba npenel va emAEyovTal yia va KaAUNToOUV auTnVv TnV MepPIoXN £TOI WOTE
Mg €lkOva uwnAng availuong Xwpeic Keva onueia va ouvtedei anod Tov client.
Ala@opeTikoi aAyopiBuol emAoynG avapopac Exouv PHeAeTnOei oTo [Mark 1999; Shi et
al. 2009; Shi et al. 2012a; Hudson kai Mark 1999; O1 Thomas et al. 2005]. To Double
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Warping HETATPENEl OTAV MPAypaTikoOTNTa TO NPOBANUa peiwong Tou latency oTo
OikTuO 0 NPOBANMA eMAoyng ava@opdc BAcel NEPIEXOUEVOU.

Katnyopieg TEXVIKEC
Local rendering AnoBnkeuon TpiodidoTaTwV OedONEVWV
oTtov client.
Metadoon meshes oTov client «kai
epapuoyn Tou local rendering.

Pre-fetch Mpo-anooToAn
Image Based Rendering 3D image warping.
Double warping

MNivakag 3: Texvikég BeATioTOonoinong Latency

>Ta ouoTnuaTta remote rendering, Ta dedopEva Nou PETAPEPOVTAl Aano server o€ client
oupniefovTal XpnoidonoiwvTag O1agopouc aAyopiBuoug (codec) npokeigéEvou va
MEIWBEl 0 @OpTOC OIKTUOU. Yndpyxouv TMOAAG epyaleia nou pnopouv va
xpnoigonoinBouv  yia TN Oudnieon  €IkOvwyv,  BivTeo, Kal  ypa@IKwy,
OUMNEPIAQPBAVONEVNG TNG CUMNIEONG XWPIC ANWAEIEG, TNG CUMNIEONC €IKOVAG/BivTeo
ME anwAeleg, kwdikonoinon PIVTEO 0€ MpaypaTiko Xpovo, Kwdlikonoinon ouUveeTng
g1kOvVag kal Kwdikonoinan ypapIikwy.

Ta epyaleia oupnieong xwpic anwAeieg, onwc¢ Ta LZO [Oberhumer 1996], BZIP
[Seward 1996],kal [Weinberger et al. 1996], ouAAéyouv TIG enavaAnyeig und Tnv
Hop@n raw data yia kwdikonoinueva dedopeva PE PEIWHEVO TOV pUBPO Tov bit ava
OeutepoAenTto (bit rate). H anooupnieon auTwv TwV KWOIKOMNOINHEVWY OEDOPEVWV
odnyei 0g TEAEIQ AvVAKATAOKEUN MNAVOMOIOTUNWY HE Ta €l0gpXOpeva raw data. Ta
EPYaAEia oupnieong XwpiG anwAe€ieg €ival YeviKNG XPnong Kair pnopouv va
Xpnoipgonoin®ouyv yia Tn CUMNIEoN KEINEVWYV, EKTEAECIMWY apXEinv, duadikwy apxeiwy,
NXOU, E€IKOVWV Kdl ypaQikwVv. AuUTA Ta €pyaAsia oupnieong Xwpig anwAeieg
Xpnoligonoinénkav ano Toug servers oTa apXIika ouoTApaTta remote rendering [Ma and
Camp 2000; O1 Hege et al. 2000; Levoy 1995] yia va cupniegouv TIG rendered €IKOVEG
npiv yeTa@epbouv oTov client.

>e oUYKpPION ME Ta EPYAAEId CUPNIEONG XWPIC aNWAEIEG, TA EPYAAEI OCUMNIEONG EIKOVAC
ME anWAEIEC aPalpouV TIC AENTOUEPEIEG Nou dev Punopouv va napatnpndouv and To
avlpwnivo WATI yid va HEIWOOUV MEPAITEPW TO bit rate. 'Exouv yivel NOAAEC NPWIPEG
NPOONABEIEC JE TNV XPNON €PYAAEiwV cUPNIEONC €1IKOVAG PHE ANWAEIEG YIA TN HOXAEUON
XApaKTNPIOTIKWV avepwnivwy onTIKWV cuoTnuatwv [Ikonomopoulos and Kunt 1985;
Kunt et al. 1987; Egger et al. 1995; Campbell et al. 1986; Marcellin et al. 2000;
Skodras et al. 2001; Du and Fowler 2007]. O1 uBpidikoi kwdikonoIiNTEG TwV PivTeo
[Wang et al. 2001] evowpaTWVoOUV €£pyaAgia CUMMIEONG €IKOVAG HUE ANWAEIEG ME
gpyaleia motion-compensation yia Tnv eKNETAAAEUON TOu XpovikoU nAsovaopou. Ol
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UBpIBIKOi KWdIKONOINTEG BivTeo €xouv TunonoinBsi wg, n.x., MPEG-4 [Schafer 1998]
kal H.264/AVC [Wiegand et al. 2003], ol onoiol XpnoigonoloUvTal and noAAd
ouyxpova cuotnuata remote rendering [Noimark and Cohen-Or 2003; Lamberti kal
Sanna 2007; Jurgelionis et al. 2009; De Winter et al. 2006; Perlman et al. 2010; Shi
et al. 2011a; Herzog et al. 2008; Huang et al. 2013]. 'Otav anaiTeital e€aipeTiKa
xaunAn  kabuoTtépnon kwdikonoinong, TNG TAENG Twv  vavoOeUTEPOAENTWY,
KwOIKOMOINTEG BivTeo intra-frame [Lee and Song 2008; Nadeem et al. 2010], o1 onoiol
oupniefouv PePovwpeva video frames, ynopouv va xpnoigonoinbouv.

Ta epyaAeia kwdikonoinong OUVBETWY €IKOVWV OTOXEUOUV OTn  CUMMIEoNn
UMOAOYIOTIKWV €NIPAVEIOV MOU anoTehoUvTal anod AlYOTEPEC KIVAOEIG, aAAd €va
OuUVOUAONO KEINEVWY, YPAPIKWV KAl PUOIKWYV €IKOVWV. To Shape Primitive Extraction
and Coding (SPEC) [Lin and Hao 2005] TunuaTtonolsi kabe eikova o€ Keieva/ypagpika
KAl TMEPIOXEG (QPUOIKWV EIKOVWV, KWOIKOMOIEI TA KEIYEVA/NEPIOXEC YPAPIKWV
XPNOIHONOIMVTAG €vav dAyOpIOPO CUMMNIEONG XWPIG AnNWAEIEC KAl TIG (PUTIKEC MEPIOXES
xpnoipgonoiwvTtag JPEG. Mia napopola 10€a npotabnke anod Toug Maheswari kal Radha
To [2010]. O1 Wang kai Lin [2009] npoTelvav TQUTOXPOVN GUHMNIECN KABE JAKPONMAOK
xpnoigonoiwvtag H.264 [Wiegand et al. 2003] kai gzip [Gailly 1992] kai eniA&yeTal
TO KAAUTEPO OUMPNIEOPEVO mMacroblock pe Tov Tpono napapopPwong pubuou (rate-
distortion). ApyoTepa npOTEIvAv €va YeVIKEUWEVO oUOTNKA nou ovopdaoTtnke United
Coding (UC) [Wang kai Lin 2012] nou BagcileTal o noAAAnAoUC KwdIKOMOINTEC XWPIG
anwAeieg, onw¢ o Run-Length Coding (RLE), gzip, kai Portable Network Graphics
(PNG).

Ta epyaAeia KwdIKoNoinong ypa@ikwy XpnaoidonoloUvTdl Yid Tn CUMNIEDSN YEWHETPIKWV
0€00MEVWY YPAPIKWV, M.X. MOAUYWVIKA NAEyuaTa (polygonal meshes), vépn onueiwv
(point clouds) kai dedopeva oykou (volume data). H oupnieon polygonal meshes
eEETAOTNKE O HIA NPWIKN MEAETN oupnieong yewpeTpiag [Deering 1995], n onoia
onuioUpynoe Mia ypauuikn pon polygonal meshes npiv and Tnv egapuoyn
kwdikonoinong Huffman, delta kar VLC. [Li kai Kuo 1998], Ta polygonal meshes
ansikoviobnkav HPe TOMOAOYIKA KAl YEWMETPIKA OedOopEvVa Kal OIAQOPETIKA £pYAAEia
kwdlkonoinong epappooTnkav o€ autd. H Tonikn oupnieon Twv polygonal meshes
npoTAdNnKe yia aAyopiBpoug cupnieong o mesh xapnAng noAunAokoTnTtag [Gumhold
Kal StraBer 1998].

O1 gikdveg Baboug naifouv onuavTikdo poAo oTo image base rendering. H npoBAswn
OXNMATOC EMIPAvEIaC XPNOIMOMNOINBNKE yia Tn OUMMNIECN OPICHEVWV MEPIOXWV
[Zanuttigh ka1 Cortelazzo 2009]. To LDI (Layered Depth Image) €xel xpnoipgonoinBei
o€ opiopEva ouoTnuaTa remote rendering [Chang and Ger 2002], Ta onoia pnopouv
va oupnieoToUv e aAyopiBuouc. MeAeteg [Milani and Calvagno 2010; Shi et al.
2011a; Oh and Ho 2006; Morvan et al. 2007] €dsi€&av OTI oI TPOMOMNOINUEVOI
kwoikonoinTeg H.264 [Wiegand et al. 2003] pnopoUv va KwdIKOMNOIROOUV
anoTeAECHATIKA EIKOVEG Baboug.

>e éva ouoTtnua remote rendering, o kwdikonoiNTAG AsIToupyei cuvhBwG aTov idio
server w¢ pnxavn anodoong (rendering engine). O1 €peuvnTeG €xouv Bpel OTI
KaAUTepn €nidoon Kwdikornoinong Jnopei va emreuxOei pe 1o jointly encoding Twv
rendered images pe Ta peradedopeva (meta data) va €xouv agaipebei and Tnv
rendering engine. O1 Noimark kai Cohen-Or [2003] xpnoidonoinoav NANPoQopiEg
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YPAQIKWYV Yia Tunuatonoinon TngG niow oknvng (background) kair Tou npooknviou
(foreground), epappocav dIAPOPETIKEG NAPANETPOUC KBAVTIOHOU, avixveuoav TOPEG
oknVvNG (scene cut) xpnoigonoiwvTag NANPOYPOPIEG Kivnong Kal aveAucav Tnv onTIKA
pon woTe va au&noel Tnv TaxuTnTa TNG Kivnong. ‘OAa autda Ta BAuata cupBaiilouv
oTnv auénon €nidoong TnG kwdikonolinong MPEG-4. Pajak et al. [2011] npdTeive Tn
oupnieon eikdvwv Baboucg xaunAng availuong xpnoiponolwvtag H.264 [Wiegand et al.
2003] kai pony TwV Bivreo H.264 padi pe auEnon NANPOPOPIEC ONWC AKHUEC KAl KIVIOEIC.
Katd Tnv napaAapfr, oTic €ikovec Baboug au€averal o apiBpog Tov pixel (upscaled)
oTNV apXIkn TOUuG avaAuon Pe Tn Bonbesia akpuwVv Kal KIVACEWV.

Pon dedopévwyv (Data streaming)

MoAAG NpwTOKOAAaG OIKTUOU €XOUuVv NPOTABEl yia Tn PO CUMNIECPEVWYV BIVTED PEOW
01adikTUoU. Ma napadeiyua, To GLX [Phil Karlton 2005] oxedidoTnKe WG ENEKTACN TOU
npwTokOAAoU X11 yia Aeiroupyieg 3D streaming rendering kai To NX [BerliOS 2008]
npoTaonke yia Tn BeATiowon Tng anddoong oto remote rendering Tou X11/GLX. H
oupnieon, n npoowpivi anobnkeuon (caching) , kKal N KATaoToAn Xpovou Tou round
trip nepiAapBavovTal 6To NPpwWTOKOAAO NX yia TNV €vioxuon TNG OUVOAIKAG TaxUTnTag
pong Aeiroupylwv Xlib kar OpenGL. To Remote Frame Buffer (RFB) eivar €va
NPWTOKOAAO avoixTou OIkTUOU nou Xpnaigonolsital and cuotnuarta VNC [Richardson
et al. 1998] yia Tnv npaypaTtonoinon stream piag evnueépwong Tou frame buffer.
ThiNC, [Baratto et al. 2005], €ival eéva aAAo npwTOKOAAO nou HeTadidel AsiToupyieg
oxediaong xapnAou eninédou. Ta npwTOKoAAa JIKTUOU Mou npoTeivovTadl yia video
streaming [Li et al. 2013], onwc¢ T0 RTP kai 1o DASH, pnopouUv e€niong va
xpnoigonoinBouv s cuoTnuata remote rendering. 3TP yia ypagika [AlRegib kai
Altunbasak 2005] €ival éva npwTOKOAAO JIKTUOU Yia pon TpIodIAoTATWV PHOVTEAWV O€
KavaAia Pe anwAelieg navw ano To TCP kal To UDP.

A&loAoynon QoS/QoE

MoioTnTa unnpeoiag (QoS) €ival n nepiypapn N N HETPNON OUVOAIKAG anddoong Hiag
unnpeaoiag evog diIkTUoU unoAoyioTwv. Na Tnv NoooTIKn JETPNON Tou QoS AaupavovTal
unown NMOAAEG NTUXEG OXETIKEG ME TNV UNNPECia Tou JIKTUOU ONWG anwAEld NAKETWYV
o0edopevwy, bit rate, throughput, kaBuoTépnon perddoong. H noidTnTa epnelpiag
(QoE) €ival 6pog nou XpnoIMOMOIEiTAl yIa va NEPIYPAWEl TN OUVOAIKN IKavonoinon
XpnoTn oTav xpnoiygonolei eva dikTuo unoAoyloTwv. MNa Tnv peTpnon QoE pnopouv va
xpnoipgonoinBouv avBpwniveg a§loAOyAOEIC anod epwTNUATOAOYIA.

O Xwpog oxedIaopoU TNG oupnieonc 0edOPEVWY Kal TNG pong dedOUEVWY O oUOTHKATA
remote rendering €ival peyaAog. Enopevwg, ol TeXVIKEG HETPNONG QoS kal QoE yia
ouoThnuaTa remote rendering €ival onuavTikeG yia Tnv agloAdynon Tou cuoTiuatog. O
Serral-Gracia et al. [2010] epeuvnoe Tnv HeETpnon QoOE Twv cuoTnuatwv video
streaming. O Stegmaier et al. [2003] oulnTnoe o BaBog Nwg ol napapeTpol Tou QoS
ennpealouv To remote visualization. O Paravati et al. To [2011] HEAETNOE TIG
MeTproeig QoS kal QoE kal Tnv napakoAouBnon Tng €nidoong yid TO ANOPAKPUCHEVO
rendering VE o€ kivnTEG ouokeues. O1 Wang kal Dey [2009] npoTeivav éva HOVTEAO
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QOE via cloud gaming yia kivntd, To onoio AapBavel undéywn Tov TUNO Tou naixvidiou,
Tnv avaiuon, To frame rate, Tnv noloTNTA BivTED, TNV KABUGTEPNON KAl TNV ANWAEIQ
nakeTwv. VQ (Moiotnta Bivreo) [Nieh et al. 2003] €ival pia aAAn PETpnON n onoia
XPNOIKMONOIEITAl YIa TNV PMETPNON TNG €nidoong Tou video streaming evog cuoTNHATOCG
thin-client. Aoyw Tng anaitnong frame rate yia Tnv avanapaywyn Bivreo, To cuoTnua
Mnopei va pixvel evepya video frame eav gTaocouv apyad.

2.2 Mnxaveg naixvidiov (Game engines)

O1 onpepivoi dnuioupyoi naixvidiwv BacilovTal o€ game engines yia Tnv avanTtuén Twv
KUPIWV KOUHATIOV AOYIOMIKOU Yia Ta naixvidia Touc. Mia gnxavr) naixvidiwv anAonolei
TNV OOUAEIG TWV NPOYPANNATIOTWV Kabwc diagopec diepyaciec Tou hardware kal Tou
AEITOUpYIKOU cuoThuato¢ (navw oTa onoia TpEXel To naixvidl) €xouv non
npaypaTtonoin®ei and Tov dnuioupyd TnG game engine. O okonog Piag game engine
gival eniong va ekPeTaAAeuTel NAAPWG TIGC dUVATOTNTEC TWV CUOKEUWV E£TOI WOTE O
NaikTng va €xel TNV nio KadnAwTikn euneipia naixvidiou. EupUTepa diaxwpiloupe TNV
game engine w¢ framework yia Toug dnuioupyouc naixvidiwv Kal TNV game engine wg
€va KOUMATI KwdIKA YIa TOUG NAIKTEG.

Ano Tn pMia nAeupd, n game engine €ival TO OUVOAO TWV €PYAAEiwV
(oupnepiAapBavopevwy Twv BIBAIoBNKwV xapunAou enminedou, User interface editor kal
epyaleia diaxeipiong NoAUPESWY Tou naixVvidiou) nou dIeUKoAUVoOUV TNV OOUAEIG Tou
npoypapuaTiorn naixvidiov otn dladikacia dnuioupyiag &voc veou naixvidiou.
Enopévwg n KoivoTnTa TV NpoypapuaTioTov naixvidiov Bewpei ENOPEVWE Yia game
engine w¢ framework r nAat@opua. To framework napéxel €va eninedo PeTa&u Tou
neEPIEXOMEVOU Tou naixvidioU (neplieXOPEVO MOAUPECWV KAl KUpia Osvapia) kal To
unokeigevo hardware. Ta nio dnupo@IiAn framework onwg n Unity3D e€ival cross-
platform, dnAadn n game engine pnopei va Asitoupynoel o€ d1agopa AsIToupyika
ouoTAMaTa kai diagopa dIaPopeTika hardware.

Anod Tnv AAAn nAgupd, n game engine €ival To oUVOAO TWV AOYIONIK®V Kal OEQOUEVWV
nou TeAIKA EKTEAOUVTAI OE€ JIa OUCKEUN yia TNV Napoxrn Tou naixvidioUu aTov XpnoTn.
KaTta ouveneia n KoivoTnTa TwV NAIKTWV BEwpPEi Hia game engine wG KOPUATI KwdiKa.
'OAa Ta naixvidla nou €xouv dnuioupynBei and To idlo framework poipdlovTal
OMOIOTNTECG.

Mia game engine anoTteA&ital ano didgpopa modules. MNa €va naixvidi, yepika anod auta
gival ypappeva Kupiowg anod Tov dnuioupyo Tou naixvidlou:

TexvnTn Nongoouvn (AI) - n diaxeipion Twv non-player character (NPC)
EMITUYXAVETAI and OpPICHEVA OUYKEKPIMEVA modules, nou ouvdualouv npo-
UMOAOYIONEVO GEVAPIO HE CUMNEPIPOPES NOU dNHUIoUPYOUVTAl EKEIV TNV OTIYHN Yid va
dwoouv Tnv Weudaiobnon TnG vonuoouvng.
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Mnxavn QuUOIKNG npoooHoinong (physics engine) - autd Ta modules oToxelouv
va KAavouv Tov KOGHO Tou naixVvidioUu 0go To duvaTov nio peaAloTiko aveEapTnTa anod
Ta yeyovoTa nou anogaacifovtal ano Tov naiktn (yia ToV KEVTPIKO XapakTnpa) kai ano
Ta AI modules (yia Ta NPC). Autd Ta modules npoCouoIwVoUV TIC CUUMEPIPOPES
KIVNTOV OTOIXEIWV TOU KOOWOU CUN(®WVA PJE TOUG VOUOUC TNG (PUOIKNAC.

Scripting - autd Ta modules nepiéxouv To gameplay. Ano Ta kataysypaupeva input,
0 NPOYPANHATIOTAG NAIXVIOIWV NEPIYPAPEI AENTOPEPWS TO NEPIEXOUEVO NaIXVISIoU Kal
Ta events o€ pia scripting yAwooa, n onoia €ival cuykekpipevn yia kabs framework.

Opiopeva aAAa modules eival ouvnBw¢ koiva PeTaél OAwv Twv Naixvidiwv Mnou
dnuIioupyndnkav Pe €va ouykekpipévo framework. Auta Ta modules avTinpoownevouv
To abstraction layer kal epnodifouv Touc dnuIoUupyouc NaIXVIdIwV va E0dEWOUV XpPOVOo
yia 6gpaTta xapnAou eninedou. ZUYKEKPIYEVA:

Input - n AQWn Twv evToAwv anod Tov naiktn (n.x. To joystick, To NANKTPOAOYIO Kal
ol ailobnThpeg VR).

Anodoon noAupéowv (Multimedia rendering) - autd Ta module €ival unetBuva
yla TNV dnuioupyia ypapikwyv Kal NXNTIKOV OTOIXEIWV Tou naixvidiou. ‘'Ocov apopd Ta
ypaQika, Ta rendering modules np&nel va dnuioupyouv eva veo frame kAbe x XIAIooTA
Tou deuTepoAénTou (ms) onou x gival cuvnBwc JeTa&u 10 kail 30. Eniong n €€0d0G ano
QUTEC TIC €vOTNTEC €ival ouvhBwG akaTtepyaoTo Pivreo, TO onoio npéner va
KwdIkonoinBei yia TNV eu@avion o 006vn €€ anooTACEWC.

Networking - autd Ta modules epappolouv POUTIVEG ENIKOIVWVIAG KAl NPWTOKOAAQ
yia naixvidia yia noAAoUc naikteg kai naixvidia nou Bacifovral o€ server. 'Ocov agpopa
TIC anaITAOEIC TwV NAalKTwV, Ta modules dikTUwoNG Ba np&nel va gival yprnyopa Kail
avOeKTIKA 0 KAKOBOUAA Aoyiopika.
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2.3 Remote rendering o acUppaTo VR

H «Eikovikn MpaypaTikotTnta» (VR) €ival pia texvntn anodoon nepiBAAAOVTOC nou
xpnoipgonolei headset kair onTika nedia nMIBavwe cuPnANpwWHEVA PE aAIOONTNPIAKEG
OUOKEUEC.

H unooTthpiEn og VR gival nio dUokoAn ano Tnv unootnpi&n 360 Bivreo. EKTOC ano €va
headset kal évav renderer, €éva cuotnua VR anoTeAeitar and €vav TnAEXEIPIOTHPIO
(controller) nou AapBaver aAAnAenidpdaceic anod Tov XPnoTn HECW QUOIK®V KOUMMIWV
Kal aigbnTnpwv nou gvepyonoloUv Tn d1adpacTIKOTNTA TOU XPHAOTN HUE TOV EIKOVIKO
koopo. Evw ol anarmmoesic QoE yia anodekTtny €pneipia Xpnotn oe cuotnuata VR
eygavifovral pe Ta Bivreo 360, CUYKEKPIPEVA:

(1) XapnAn kabuoTépnon €106dou oTnv 006vn, dnAadn katw ano 10-25 ms

(2) OnTikG @& uwnAng noidtnTag, dnAadn, unooTtnpiEn frames avaAuong 4K n
uwnAOTEPNG

(3) KivnmikoTnTa, dnAadn, 1o headset 1 To cuoTnua VR 6a npéenel va sival acuppaTto
WOTE va Pnv nepiopifovral ol aAANAeMmdpAceIC TOU XpHoTN.

H unootipi€n yvia aAAnAenidpdaoelg Tou Xpnotn o VR péow Tou controller kaBioTa
auTeg anaitnoeic QoE nio dUokoAo va enmiTeuxBouv. AuTo €ival eneidn o€ avTiBeon e
To video streaming 360 poipwv OMou n Kivnon Tou Ke@aAioU Pnopei va npoBAepOei
woTe va ekTeAéoel prefetch oe video frames, evw ortnv nepintwon Tou VR ol
aAANAenIdpAceIC Tou XpNoTn HEow controller ival SUokoAo va npoBAE@OoUV.

Ta unapyxovta cuotnuata VR pnopouv va xwpioTouv g€ dUo kaTtnyopieg: VR uwnAng
noloTNTAC KAl autovoua ouoTnuaTta VR. AOyw Twv anaiThoewyv uynAng noiotTnTag Kal
XapnAou latency, Ta nepioooTepa cuoTnuaTa VR uwnAng noidétntag, onwg 1o HTC Vive
kal To Oculus Rift, aglonoioUv €vav 1oxupo enmiTpanedio unoAoyloTn H/Y yia rendering
NAoUCIOU MEPIEXOHEVOU YPAPIKWV O uwnAd frame rate kai uwnAn onTikn noloTNTa.
QoTd00, NEPICOOTEPEG ANO AUTEG TIG AUCEIC Npenel va ouvdeBei o€ UNOAOYIOTH NECW
kKaAwdiou USB yia anootoAn dedopévwyv aicbntnpa and 1o Head Mounted Display
(HMD) oTov unoAoyioTn kal éva kaAwdio HDMI yia Tnv anooToArn ypa®ikwv ano Tov
unoAoyioTh nicw oto HMD. Autd Ta kaAwdia oxI JOvo nepiopiouv TNV KIVATIKOTNTA
TOU XPNoTn aAAd enmiBaAlouv kal kivOUVOUG ONWG O XPNOTNG va OKOVTAWEl OTO
kaAwdlo. Autdvopua, popntd cuotnpaTa VR 6nwg 1o Samsung Gear VR kail To Google
Daydream ekTeAoUv e@apuoyec VR kal npayuaTtonolouv rendering ypa@ikwv Tonika
oto VR headset (4 oe &va smartphone oTo headset). Auta Ta ocuomiuata VR
EMNITPENOUV TNV acUpuaTtn Xpnon, aAAd n noidtnTa Tou rendering €ival NEPIOPIOPEVN
and Tn duvatoéTnTa Tou headset ) Tou smartphone.

Ta aocUppata cuotnuata VR uywnAng noiotntac e€ival 1diaitepa €nibupnTtd aAAa
€€aIpeTIKA OUOKOAQA. ZTnV 10avikn nepinTwon, Ta kaAwdia pera&u Tou VR HMD kai Tou
unoAoyioTh 8a €énpene va avTikatactabouv and acUpuaTtn ouvdeon. QoTOCO, AKOMN
KAl Ta undapxovTa UWwnAng nolotntag cuornuaTta VR AsitoupyoUv og avaAuon 2880 x
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2720 kal 90 Hz, yeyovog nou napayel pubpo peTadoong de00NEVWY NOAU UWNAOTEPO
and ekeivoug nou unooTnpifovral anod Ta unapxovTa NPoidovTa acupuaTng ENIKOIVWVIAG
onw¢ Wi-Fi kal acUpuaTtn enikoivwvia 60 GHz. H anapaitntn kwdikonoinon €ikovag
kaBioTa duokoAn Tn diIaTAPNON TWV AUOTNPWV anaiTnocwyv motion to photon latency
(n kaBuaoTépnon and Tnv OTIYHR MOU O XPAOTNG KIVEITAl YEXPI VA EUQPAVIOTEI OTNV
0006vn) Tou VR, oI onoigg €ival anapaitnTeg yia Tn Meiwon To motion sickness.

Ol NEPICOOTEPEC UNAPXOUTEC EPEUVEG EXOUV €NIKEVTPWOEI oTn BeATIOTONOINON Hiag
aoUpuaTng ouvdeong N Tou pipeline ypagikwv VR. ZuothuaTta onwg 1o TPCAST kai To
DisplayLink avTikaBiotouv To kaAwdio HDMI pe pia acupuatn ouvdeon yia va
gvepyonoinoouv Tnv acUpuatn VR epneipia pye remote rendering kai streaming.
QoT1do0, kapia €€ autwv PeEAETNOAV TPONoug BEATIOTOMNOINONG NOU NPOKUNTOUV KATA
Tov ouvduaopod rendering, streaming kai display. EninAéov, €€akolouBei va eivai
duokoAo va unootnpiéel acuppato VR yia 4K 11 8K ocuotnuata pe framerate
MeyaAUTepa ano 90 Hz. EninpooBeTa, n gugavion remote rendering frames oe éva
HMD pnopei eicayel emnAgov latency Adyw Tou rendering nou BacileTal oTo Vsync.

2.4 M€Bodol remote rendering og VR

>e auth Tnv evotnTta B6a avaAuocoupe OdUo peBOdoug remote rendering nou
uAonoinbnkav woTe va KaTtaAdBoupe MPE molov Tpono &EnepacTnkav ol napandave
NPOKANOCEIC.

H péBodog Tou Liu [Liu et al 2018] avageperal oe pia avoixTn nAat@opua remote
rendering nou pnopei va unooTnpi&el uwPnARg NoldTNTAg acuppaTto VR peE XapnAd
latency o€ unoAoyiotn pe hardware yia yevik xpron. Meiwvel To latency Tou
streaming nou npokaAeitar and To rendering Twv frames, Tnv kwdikonoinon, Tn
pheTradoon, TNV anokwdikonoinon kal Tnv epgavion Peow Parallel Rendering and
Streaming Pipeline (PRS) kai Remote Vsync Driven Frame Rendering (RVDR). To PRS
OloxeTevel TO rendering, Tnv kwdikonoinon, Oladikacia pPeTAdoong  Kai
anokwdikonoinong. napaAAnAifel Tnv diadikacia kwdikonoinong Twv frames o€
kwdikonoinTeg GPU. H Texvikn RVDR npoypappaTifel NpooekTIKa TNV wpa evapéng Tou
aiobnTApa kal Tou rendering veéwv frames oTnv NMAEUpd Tou server, €70l WOTE TO
anoTeAeopa va ¢Tacel oTnv 086vn npiv and To onua Vsync, JeiwvovTag €101 To latency
Nnou NpokaA&ital and Tnv evnuUeEPwaon TnG 06ovnc.
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O oxedlaopoC evOC OUCTANATOG UWNANG noloTNTac acUpuaTtou VR €ival €EalpeTika
OUOKOAOG AOYW TWV AUCTNPWV ANAITNOEWV OXETIKA PE To throughput dedopévwy Kal
TNV latency peTa&l Twv ocuokeuwv. YnoBETovTag OTI Xpnolponolei Tpia byte yia Tnv
kwdikonoinon dedopevwv RGB Tou kabe pixel, yia HTC Vive kai Oculus Rift pe
framerate 90Hz kai avaAuon 2160x1200, o puBudC PeTAdOONG AKATEPYAOTWV
oedopevwy gival 5,6 Gbps, noAU uwnAoTEPO and Tov pubBud PeTaddoong OedOUEVWV
(n.x. AiyoTtepo ano 2 Gbps) nou unooTnpileTal and unapxovTa npoiovra acupuaTng
enikoivwviag onw¢ Wi-Fi kal aoUppatn enikoivwvia 60 GHz. MNa VR og avaiuon 4K
UHD 1 akoua kal 8K UHD, o anaitoUupevog puBuodc petadoong dedopévwy Ba EpTave
Ta 17,9 Gbps kai 71,7 Gbps, avTioToixa.

MNa va avTINETWNIOTEI N NpOokKANCon Tou uwnAou throughput, €ivar anapaitnTn n
oupnieon dedopevwy. QoTo00, N UWNANG noidTnTag VR anaitei éva auotnpd XaunAod
OUVOAIKO motion to photon latency 20- 25 ms yia Tnv peiwon Tou motion sickness.
AnAadn, POAIG KivnBei To HMD, To ouoTnua npenel va pnopei va spgavidel €va veo
frame nou dnuioupyeiTal and Tnv vea otaon Tou HMD og 20-25 ms. Kabwg n cupnieon
Kal n anocupnieon Twv frames €ilcayouv eninAgov latency, €ival akoun nio dUokoAo
va KaAu@Bouv ol anaiTnoeic Tou latency PETA&U TWV CUOKEUWV.

Ma Tnv avaAuon Tou latency Tou NpoTeIVOUEVOU OUCTHNATOC acUupuaTou VR pe remote
rendering xpnoigonoinénkav ol NapakdTw €I0WOEIG:

1 ) Te2e = Tsence + Trender + Tstream + Tdisplay

2) Tstream = Tencode +Ttrans +Tdec0de

3) Ttrans

__ FrameSize
Throughput

To T, €ival n ouvoAikn latency peta&l Twv ouokeuwv oTnv dnuioupyia kai Tnv
gQ@avion evog veou frame. AnoTeAeiTal and TEooepa PeEPN: Tov XpPOvo Tou rendering
server yia avaktnon dedopevwy Tou aiodntripa ano 1o HMD (Tsepee). TOV XPOVO Yia vVa
dnuioupynoel o rendering server €va veo frame (Teenger)- TOV XPOVO YIA ANOOTOAN TOU
véou frame ano Tov rendering server 6To HMD (Tgream) KQl TOV XPOVO YiA VA EPPAVIOEl
TO0 HMD TO Vveo frame (Tyispiay)-

TO Tsream EIVAI €NINAEOV latency nou eicayeral o acUpuaTo VR. ‘Exel Tpia pepn: To
XpOVvo oupnieong Tou frame otov rendering server (Tepcode)- O XPOVOG Yia TN HETADOON
Tou oupniecpevou frame and Tov rendering server oto HMD peéow acupuparng
ouvdeonC (Tirans). Kal 0 Xpovog anooupnieong Tou frame o1o HMD (Tgecode)- O XPOVOG
Tiwrans anoQacileTal and To HPEYEBOG TOUu oupnieopevou frame kar To throughput
0edOHEVWYV OTNV acUppaTn ouvdeon.

TO Taisplay EIOAYEI €Ei0OU ONUAVTIKO latency. ZTa oUyxpova ouCTAHATA YPAPIKQV, N

gypavion Twv frame kabodnyeiTal and onuaTta Vsync nou napayovrdl nepiodika Me
Baon Tov puBuod avavewong TNG o0Bovne. Av eva frame xaoel To TpEXov onpa Vsync
a@ouU An@Bei kal anokwdikonoinBei o éva HMD, npénel va nepipével oto frame buffer

25



yla To ENOPEVO OANa Vsync NpoToU PNNOPECEl va EP@avioTei oTnv 00o6vn MNa framerate
90 Hz, o yEoOG XpOVOC avapovig eival 5,5 ms. Mia TéTola eninA&ov latency pnopei va
ENNPEACElI onUavTiKa TNV enidoon evoc CUCTAKATOC UWNANG NoloTNTag acupuatou VR,
Kal ENOPEVWC NPENEI VA MEPIOPIOTEI 000 TO dUVATOV NEPICOOTEPO.

Ma Tov ouvoAIKO 20-25 MS TOU Tupe, TO Tsepce €iVAl HIKPO (AlYOTEPO ano 400us oTo
ouoTnUa pe éva dikTuo WiGigl). TO Trendger MNOPEI va €ival 5-11ms avdaloya PeE TO
@opTio Tou rendering. Mg Tgisplay TWV 5,5mMs, anopevouv AlydTepa and 10 ms yia 1o
Tstream, OUMMEPIAGUBAVOMEVNG TNG KwdIKomnoinong, Tng MeTradoong kai  Tnv
anokwdikonoinon &vog frame, KAt nou To KaBIoTd noAU dUOKOAO va enITEUXOEI n
anaiToUpevn latency yia VR uwnAng noidtnTac.

1 To WiGig sival éva oUuvoAo NpwToKOA®WY acUpuaTtou dikTuou 60GHz
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EikOva 2: ApXITEKTOVIKN ZUCTAHATOG

(Mnyn: https://www.researchgate.net/publication/326240756_Cutting_the_Cord_Designing_a_High-
quality_Untethered_VR_System_with_Low_Latency_Remote_Rendering Liu et al [2018])

To IxAua oTtnv €ikova 2 Oe€iXVEl TNV APXITEKTOVIKR TOU MPOTEIVOUEVOU CUGTANATOG
aocuppaTtou VR pe remote rendering. € uwnAod eninedo, €xel dOUO HWEPN OUVOEDEUEVA
MEOW aouppaTtng ouvdeong: eva HMD wg client kai évav unoAoylioTn wg rendering
server. O HMD client kataypda@el Tn otdon Tou MaikTn kKal To timing Tou onuaTog
Vsync kal oTeAVEl Ta kaTayeypapueva dedopeva aTo rendering server. EGv o naiktng
XPNOIJoNoIEl ENINAEOV XEIPIOTAPIA Yia va nai&sl To naixvidl, o client oTéAvel eniong Ta
0edopEVA TOU XEIpIOTNpiou OTov server. Xpnoigonolwvtag Ta Oe&dopéva nou
AaupBavovTal and Tov client, o server kavel render véa frame, Ta oupniélel kar Ta
peTadidel oTov client. Me Tnv napaAapn evog veou frame, o client To anooupnielel Kai
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To eugavilel oto HMD. H aouUpuatn ouvdeon pnopei va eivar WiFi 1 acUpuatn
enikoivwvia 60 GHz wg WiGig.

Ma va peiwdei 1o latency Twv streaming frames and Tov rendering server cto HMD
client, avantuxbnkav OUO0 PBACIKEG TeEXVIKEG. H mpwTn TexVikh €ival n napaiAAnAn
anodoon kair ponp PRS (Parallel Rendering and Streaming). To PRS naipvel
nAgoveékTnua Tou rendering duo gikovwy o€ VR (Jia yia To kabe pari). MOAIg n eikdva
TOU apIoTEPOU PaTIou vivetal rendered, To PRS TN OTEAVEI AUECWC OTOV KWOIKOMOINTN
yla oupnieon. Tautoxpova, To PRS ouvexilel va kavel render Tnv €1kova Tou Oe€lou
MaTIoU, EMITPENOVTAC TO TAUTOXPOVO rendering kal Tnv kwdikonoinon. To PRS diaipei
NEPAITEPW TNV €IKOVA KABE paTiou oe dUO dIaPAVEIEC Yyia NAapaAAnAn Kwdikornoinon
TEOOApWV KATeUBUVOEWV Yia TNV NAnpn a&lonoinon Twv duvaTtoTnNTwyV Tou hardware
encoding. Apou kwdikornoinBei yia diapaveia nAaigiou, anooTEAAETAl AUEOWC OTNV
acuppatn ouvdeon yia HETAd0O0Nn, XWPIiC va nepigével va ival 6Ao 1o frame
oupnieopevo. Opoiwe, HOAIC To HMD AdBel pia diagpdveia nAaiciou apyilel apeowc va
TO anocupnIECEl, XWPIG va NeEPIPEVEI TIG AAAEG dlaPaveleg nAaigiou. Kata ouvenela,
EMITUYXAVOUPE napdAAnAo rendering Tou frame, kwdikonoinon, MWeTadoon Kai
anokwdikonoinon, HEIWVOVTAG €Tl onuavTika To latency.

H deuTepn TexvikN €ival n Remote Vsync Driven Rendering (RVDR). H Baoikn 16€a Tou
RVDR c€ival va peiwoel 1o display latency ano@acifovrag note 6a anokTnoel Ta
d0edopEva Tou alobnTnpa KepaAioU kal va kavel render €va veo frame oxeTIKA UE TO
XPOVIOUO Twv onuatwv Vsync Tou HMD client. O client ouvexilel va avixveuel Tov
XPOVO TOU TEAEUTAIOU OAPATOC VSync Kal TNV KaBuoTEpnon €PgAvIonG Tou TEAEUTAIOU
frame. Mg BAon AuTEC TIC XPOVIKEG NMANpogopiec, o rendering server anogaacilel av
Ba Eekivnoel vwpiTEpa TNV anodoon Tou endpevou frame, woTe To endpevo frame va
MMOpEi va ouvavTnoel To eEnohevo onua Vsync atov client, 1 yia va avaBaAesl eAappwg
TNV andkTnon dedopEvwy Tou aiobnTrnpa kai To rendering Tou endpevou frame woTe
va @QTAcEl nio KOVTA OTo onpa Vsync kal va peiwdei n display latency. Autd eival
anoTeAeoUaTIKO YiaTi To frame pnopei va yivel render hye Tnv nio npoogarn duvaTn
otraon Tou HMD kal peiwvel €rol Tnv motion to photon latency. Q¢ anoTtéAeopua,
OuveXiCOUME va MEIWVOUMPE TNV kabuoTepnon TnG 00B0vng kal eAaxIoTonoIEiTal To
NooooTO TWV KAPE NMou AEiNouV yia PJeyloTonoinon TnNG EUNEIPIAg TOU XpNHoTN.

>T0 ox€dlo auTto, o HMD client xpnoigonoiei hardware video codec (n.x., H.264) yia
Tnv anokwdikonoinon Twv frame nou yivovTal render oTov rendering server. And Tnv
OUYKEKPIMEVN €pyacia eniAeExBnke autd To oxedio €neidn ol hardware video codec
EXOUV MIKPO MEYEBOC Kal KATavaAwvouv XapnAn 1oxU. MponyoUueveg PeEAETEG [Liu
2017, Lai 2019] exouv anodei&el 0TI dev €ival NpakTika €QIKTA N anokwdikonoinan
Tov frames pe xprion CPU n GPU oeg HMD, Aoyw Tng uwnAng latency
anokwdikonoinong kal TnG uWnAng katavalwaonc evepyeiac. O hardware video codec
gival 0IKovouIKA anodoTIKEG TEXVIKEG, MOU XpnaoldonoloUvTal EUpEwg o€ smartphone,
tablet, @opnTOoUC UNOAOYIOTEC Kal MOAAEC AAAEC OUOKEUEC. 'ETOI, EVOWUATWVOVTACG
hardware video codec oe HMD eival pia npakTikil AUon yia Tnv UnooTnpI&n
ouoTNUATWV acupuatou VR uwnAng nolotnTag .
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To rendering evoc frame pe nAouolia ypa@ika Pnopei va diapkeael oAU xpovo (n.x.
MEYAAUTEPO anod 5 ms) akoun kai o€ yia ioxupn GPU €toiun yia VR (n.x. Nvidia Titan
X). KaBwg dev pnopei anAwg va peiwbei n noidtnta Tou frame yia g€oikovounOei
xpovoc frame rendering, np&nel va Bpebouv aAAol TpOMol yia va JETPIAcTEi n enidpaon
Tou heydAou frame rendering xpovou aTo latency peTa&U Twv ouokeuwv. Na To okono
auTo, NPOTABNKE N NPOCEYYION TOU TAUTOXpovou rendering kal kwdikonoinong, yia va
EMNITPEWEI TNV Evapén TnG kwdikornoinong evog frame evw yiveTal akopa rendered.

To Tautoxpovo rendering kalr kwdikonoinon €ivalr eQIkTa yia dUo Aoyouc. MpwTov,
napaTtnpoupe OTI n anodoon evog nAaiciou VR ouvnBwg yiveral oe Tpia diadoxika

Bnuara:
(1) rendering TnG €IkOvag Tou ApICTEPOU PaATIOU
(2) rendering Tng €IkOvag Tou de€loU paTiou

(3) epappoyn napaudpPwong akou ae oAOkANpo To frame €Tol woTe To frame va
Mnopei va epgavifetTal cwoTta o€ eva VR headset.

AuTh n d1adoxikn anodoon TwVv EIKOVWY yia dUo paTia divel TNV €ukalpia va apxioel n
Kwdlkonoinon yia Tnv €IkOva Tou apioTepou paTtiou npiv anodobei n de€ia eikdva
nANpwG. AguTepov, ol auyxpoveg GPU exouv €10ikoug hardware encoders kal decoders
nou eival &exwplotoi ando Toug¢ GPU nuprvec nou xpnoigonolouvTal yia To rendering
Tov VR frame (n.x. nupnveg CUDA oe Nvidia GPU). Enopévwg, pnopoUv va
xpnoiJonoiouv ol €idikoi hardware encoders yia va cupnieoTei éva frame xwpic va
ennpeaactei n enidoon yia 1o VR rendering.

SUYKEKPIMEVA, Yia TauToxpovo rendering kal kwdlkonoinon, €navacXedldoTnkKe n
dladikacia Tou VR rendering ota akoAouBba 6 Bruara:

(1) rendering TnG €IkOvag ToU ApICTEPOU [PaATIOU,
(2) epapuoyn napapopPwong pakou oTo ApioTEPO PATI €IKOVA

(3) H napapopPpwuevn €lkOva TOU apioTepoU paTioU nepvasl oTo pipeline
kwdlkonoinong o€ EexwpioTo thread

(4) Tautoxpova rendering TnG €ikdvag yia de€ioU paTiov
(5) epappoyn NnapapopPwaong pakou oTnV €ikova Tou de€ioU paTiou

(6) H napapoppwuevn €ikova Tou de€loU paTioU nepvasl ato pipeline kwdikonoinong
o€ aAAo EexwploTo thread.

Moévo Ta BrpaTta (1), (2), (4) kai (5) ekteAouvTal oTo KUplo rendering thread, evw Ta
Bnuata (3) kai (6) ekTteAoUvTtal oe JUo E&exwpiotd thread kwdikonoinong
xpnoigonoimvtac kwdikonoinTeg nou Bacifovral o hardware. Autec O1 AEITOUpPYIEC
KwdIKOMNoIiNoNG KAaTavaAwvouv Kupiwg nopouc Tou KwdikonoinTr nou BacileTal oe
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hardware pe eAa@pia xprion Tng CPU, kai enopévwg dsv unAokapouv n enifpaduvouv
To frame rendering pipeline Tng GPU.

O1 ouvnBeIc npooeyyioeig yia video streaming ouvrnOWG XpNOIKONoIoUV KWOIKOMOINTEG
Baoiopévouc os hardware yia va snitaxUvouv Tn diadikaoia Kwdikonoinong. QoTooo,
ouvexifouv va nepigévouv €va frame va anodobei NARPWC Npiv NEPACOUV OAOKANPO
To frame o€ €vav hardware encoder. 'Eva T€Tolo ox€dio au&avel o€ Peyalo Babuo To
latency peTA&U TwV CUCKEUWYV, KATI NOU €ival anodekTo yia video streaming pe xapunAa
fps (n.x. 30 fps) kal Xwpic aAAnAendpacsic anod Tov XpnoTtn, aAAa dev eival anodekTod
oe d1adpacTika cuoThpaTa VR uwnAng noiotTnTag

MapaAAnAo Streaming

MNa nepaiTépw Meiwon Tou streaming latency, npoTddnke Tn XpNon MIAG TEXVIKAG
multithreaded streaming yia Tnv kwdikonoinon Tng €lkdvag kAbe paTioU o€ NoAAanAd
thread kwdikonoinong. AuTd opeiAeTal 0TO YEYOVOC OTI oXeOOV OAeC oI GPU uwnAng
enidoong unooTnpifouv NepICCOTEPA aAno €va session kwdikonoinong Bivreo kal kabe
session kwdlikonoinong dnuioupyei To OIkO Tou stream kwdlikonoinong ave€apTnTa.
Katd ouveneia, diaipwvTag Mia €ikOva oc dla@aveleg kal kwodIKonolwvTag Kabe
dlapavela xpnolgonolwvtag OlaPopeTIkA session kwdikonoinong napdAAnAa,
MEIWVETAl 0 GUVOAIKOG XpOVoG Kwdikonoinong. XTo oUoTNUa auTo, N €Ikova anod Kabe
MAaTI KOBETAl o€ dUO dIaPAvEIEC Kal N KaBe diapavela cupnieletal os EexwploTd video
stream. ZUVOAIKGA, UNApXouV TEGOEPIC diapaveliec ano Ta dUo PaTia yia 4 KaTeubUVOoEIg
napdAAnio streaming. And Tnv nAsupd Tou client, noAAanAd session
anokwdikonoinong xpnoigonolouvTal yia TNV anokwdikonoinon kabe diagaveiac anod
TIG €IKOVEG NApaAAnAa.

O PNnXaviopog napdAAnAng pong pnopei va cuvduaoTei Je TauTOXpovo rendering Kal
kwdlkonoinon. To oxnua otnv €ikova 3 deixvel Tn diadikacia Tng TauToxpovng
andédoong kar kwdikonoinong padi ge 4-way napaAAnAn porn. H €ikdéva kabe patiou
XwpileTal o€ dUO dIaPpAVveIEG: TO NAVW Kal To KaTw. O GUVOAIKA TECTEPIC OIAPAVEIEC
EIKOVWV kwdikornolouvTal os video stream XpnoIonoI®VTAg TECTEPIG KWOIKOMOINTEG.
AvTioToixa, O HMD client xpnoigonolei TEOOeEpIG aAnoKwOIKOMOINTEG Yyid TNV
anokwdikonoinon Twv Teoodpwv video stream, ouvBeTel TIG TEOOEPIG dIAPAVEIEG
gIkOvag o€ NARpeg frame kai epgavilel To frame oo HMD.
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(Mnyn: https://www.researchgate.net/publication/326240756_Cutting_the_Cord_Designing_a_High-
quality_Untethered_VR_System_with_Low_Latency_Remote_Rendering Liu et al [2018])

To oxnua otnv €ikova 4 deixVvel Nwe o unxaviopog PRS pnopei va peiwoel To streaming
latency peow TauToxpovou rendering kal Kwdikonoinong Kal napdAAnAo streaming 4
KaTeubuvoewy, 0 OUYKPION ME MIa Bacikn nNpootyylion. TEOoEPIC KUPIEC €pyaadieg
(rendering, encoding, transmission kai decoding) aneikovifovtalr pe opBoywvia o€
01apopa XpwuaTa. To PNKOG Tou KABe opBoywVio €ival o NpOXEIPOC XPOVOG EKTEAEDNC
TNG avTioTOIXNG €pyaciag. ZnNUEIWOTE OTI €dw avaAUoupe povo To streaming latency
avTi TNV ouvoAikn latency peTa&l TwV CUOKEUWV. ZUVENWG TO oXAMa dev deixVvel Tov
XPOVO ANWNG Twv dedoPEVWY TOU aiobnTtnpa npiv and Tto rendering €vog frame kai
Tov XpoOvo nou To frame nepipevel oto frame buffer apou anokwdikonoinbei aAAd npiv
EQQavioTel oTnv 000vn. XTNV BaAciKn NPOCEYYION, Ol TEGOEPIG EPYATIEC EKTEAOUVTAI
dladoxikd. To streaming latency, nou gaiveral oTo ZxNKa 4, €ival o UVOAIKOG XpOVOG
EKTEAEONC KwdIkonoinong, JeTadoong Kal anokwdikonoinong Tou oAOKAnpou frame.

Me TauToxpovo rendering kal kwdikonoinon (Keon oTo ZxnuUa 4), n kwdikonoinon TG
€1KOVag Tou aploTepoU paTiou Eekiva auecwG JETA To rendering TNG apIoTEPNG €IKOVAC
Kal napdAAnAa pe 1o rendering Tng €lkdvag Tou de€lou paTioU. QG anoTEAETUa, auTn
n augeidpoun napaAAnAn npootyyion WeElwVeEl To streaming latency katd 2 agou TO
frame yivel render. Me ouvduacopud To TaAuTOXpOovo rendering kar kwdikonoinon He
napaAAnAo streaming 4 kateuBuvoewv padi (kaTw oTo oxnua 4), xpnoigonolouvTal
O0U0 KWJOIKOMOINTEC YIA CUMMIEDN TNG €IKOVAG TOU €vOC paTioU napdAAnAa. H npooBeTn
streaming latency peiwveTal nepaitepw oTo Y4 NEPinoOU TNG BACIKNG NPOCEYYIONG.
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Ta oUyxpova OUCTAWATA UMNOAOYIOTWV Xpnolgonolouv onuata Vsync (Kaeerog
OUYXPOVIOWOG) YIa ouyxXpovioud Tou puBpou Twv rendering frames (OnA. puBuoc
KapeE) Kal Tou pubpoU avavewong yiag 00ovng. MNa va eEacpalioTei hdia ogaAn eunelpia
xpnotn (n.x., anopuyel Tou screen tearing), n Texvikn double buffering ouvnOwg
xpnoidonoisital e duo frame buffer: éva pnpooTivo frame buffer (front frame buffer)
nou nepiexel To frame nou ep@aviferal otnv 08ovn kai eéva niow frame buffer (back
frame buffer) nou nepiExel To frame nou yivetal render. MeTd TNV napaAaBn &vog
onpartog Vsync, To cuoTnua aAAalel Ta duo buffer yia va spgavioel To veo frame kai
ouveyxilel va kavel render To endpevo frame oTto véo back frame buffer. Eav 1o
ouoTtnua kavel render €va frame noAU ypnyopa, 1o frame npenel va NePIYEVEL yia TO
enopevo onpa Vsync oto back frame buffer, npiv otaAei otnv 066vn. Eav To rendering
evog frame naipvel NoAU xpovo kal xacel To onua Vsync, npénel va NePIPEVEL yia TO
endpevo onua Vsync nou 6a eP@avicoTei.

O napandvw PnNxaviopgog anodoaong Kal egpaviong nou Baciletal oto Vsync AEITOUPYEI
KaAd oe €va TonikO ouoTnua. QoTO000, OTNV MEPINTWON Tou remote rendering, To
frame nou gpgaviletal kabodnyeital ano onpata Vsync Tou HMD client aAAa To frame
rendering kaBodnyeital and Ta onuata Vsync Tou rendering server. AOyw TNnG
aolyxpovnc anddoong kal egpaviong Kape n eninAeov streaming latency pnopei va
NPoKaAeoel npoBARuaTa.

32



n—1 n n+l n-1 n n+1 n—-1 n n+1
Tv ync 1 s Tv ync 1 < TTJSJmC Tv yne 1 3 yne 1 Tv yne Tv ync 1 Ty ync 1 Tv ync
— — — —s — —s
90 90 90 90 90 90
Frame n Frame n Frame n
n T LAl
Ti‘(?[i(i iremiy []‘(‘ﬂ(fl’
Y T : T :
render Frame n+ 1 render Frame n+1 rendgr Frame n+1
T T T T
n+1 Tn+1 n+1 n+1 n+1 n+1
Trenc!er f?'efz(!y Trend.er Truady Trenﬂ'er Tr'uady
(a) Ideal case (b) Long waiting time (c) Missing a frame

Eikova 5 Eggavion 300 31adoXIK®V KApE nou anodidovral €§ anooTACE®WG

(Mnyn: https://www.researchgate.net/publication/326240756_Cutting_the_Cord_Designing_a_High-
quality_Untethered_VR_System_with_Low_Latency_Remote_Rendering Liu et al [2018])

Ma va dei€oupe Ta npoBARpaTa, deixvoupe Tn diadikacia eneEepyaaiag dUo d1adoxIKWV
frame n kal n+1 oTo Zxnua 5. O rendering server apyilel va kavel render 1o frame n
TN OTIYHN Thpqer- 2TN OUVEXEIA, TO frame kwdikonolgiTal kal peradiderar aTov client.
O client anokwdikonolei To frame kal To napouacialel oTnv aAucida evaAiayng frame
buffer oTo TN XpoVIKr OTIYUA Teaqy- OPICOUHE TO XPOVIKO S1ACTNHA WETAEU Tipger KAl
Tready (Tready~Trender)s @G TOV XPOVO dnuioupyiag Tou frame n. ZTnv 1I8avikn NePIiNTwon,
1o frame €ival £€roipo npiv and To onua Vsync Tn oTIyun Tygyne , WOTE VA PNOPEi va
EUQAVIOTEI auEowC. AUuTn N 10avikn NEpiNTwon gaiveral oto XZxnua 5(a). QoToco, eav

10 frame n xdoel To Vsync onpa n (Treaqy>Tisync), MPENEN VA NEPIYEVE! YIA TO VSync

onua n+1 kar €101 n latency peTagl Twv CUCKEUWV aUEAveTal O Tonc—Tieaay- MIQ
TETOIA NEPINTWON PMEYAAOU XpOvou avapoving eggaviletal otnv Eikova 5(B). EmnAgoy,
gav 1o frame n €xaoce To Vsync onua n,kai Tautoxpova To frame n+1 ivail €EToipo npiv

and TNV ®pa Tydne (Trendy<TVemc), TO frame n Ba yivel axpnoTo kai €701 Ba neTaxTei.

AvTifeTa, TO frame n+1 Ba eu@avioTei oTo oApa Vsync n+1. AuTh n nepinTwon
Qaivetar oto Xxnua 5(y). e auth TNV nepinTwon, o XpOvog Kai ol nopol nou
XpnoiJonoiouvTal yia rendering, kwdikonoinon, JETadoon kal anokwdikonoinong Tou
frame n xavovrai.

MNa Tnv eniAuon Twv NpoBAnuATwWyY, NpoTddnke va odnynbei To frame rendering Tou
server xpnoigonolwvtag Ta Vsync onuata Tou client. H Baoikf 10€a €ival n
Nnpooapuoyr TOU XpoviouoUu Tou rendering Tou endpevou frame oUPQwva pE
nAnpo@opiec anod Tov client yia To nwg To NponyoUuevo frame gugavioTnke, No6on wpa
nTav o XpOvog avapovng Tou Kdal nogo ypriyopo 1o HMD KivABNnKe. ZUYKEKPIUEVA,
XpnaoigonoioUvTal ol NapakdTtw €EI0WOEIC yIA va Ano@acioTei nNoOTe va EEKIVIOEl TO
rendering evog veou frame n+1:

+1 — 1
Trnender - lgender+%s+Tshift (4)
Tsnhire = (T\Illsync_Trr:eady_Tconf_Tmotion) * cc (5)

Tmotion= K * Ae" (6)
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>Tnv E&iowon 4, &kTtOC and Tn Xpnon ortabepou xpovikoUu diaoTnuaTtoc 1/90
O0euTepOAENTa yia va diatnpnBei To frame rate 90 Hz, eil0dyeTal NEPAITEPW N XPOVIKA
METATONION Tshiee MOU TPOMOMOIEI QUVAMIKA TNV XPOVIKN OTIYMA €vap&ng Tou rendering
frame n+1 (TRL..). To Teire anogaciletal and diagopoug napdayovres. O NpwToq
napayovTag eival o Xpovog avapovig Tou frame n, Tsync—Tready- AG UNOBECOUHE OTI
Ta frame n kar n+1 éxouv Tov idlo xpOvo dnuioupyiag, dnAadn Thbh,—
Tronter= Tready— Trender + O XPOVOG TOMoBETnONG Tou frame n+1 oTnv aAucidwTh
evaAAayn frame buffer Titg, 8a eivar akpiBwg ico pe Ty, Me auTtov Tov Tpono,
e\axIoTOnNoIEiTAl 0 XpOvoG avapovng Tou frame n+1. QoToco, €av xpeialeral Aiyo
MEYAAUTEPO XpoVIKO diaoTnua yia va dnuioupynBei 1o frame n+1, To frame n+1
Mropei va xaoesl 1o Vsync onpa n+1, pge anoTéAeopa €va noAU PeEyYAAog XpOovog
avapovng n akopa kal va xabei To frame n+1. MNa va peTpiaoTei autd 1O BEuQ,
EI0AYETAl TO Teope YIA METATOMION TOU r‘;;éyniow Aiyo yia va €ival avextn n diakuuavon

oTa napayopeva frame.

AkoAoubnBbnke pia npooeyyion Ye Baon Ta dedopEva yia va anopacioTei 0 0woTOG
XPOVOG Teonr- APXIKA, OPIOTNKE TO T.onr OTO HNOEV. [MapakoAoubeiTal o xpovog
dnuioupyiag Twv frame xpovou Twv TeAeuTaiwv 1.000 frame. YnoAoyieTal n TiuR nou
KaAUNTouv ol dlIaKUPAVoEIG Tou XpOovou dnuioupyiag frame Twv TeAeuTaiwy 1.000 kape
ME d1a0TNHa eunioToouvng 99%. OpioTNKE N TIPA TOU Teons OTO HICO TOU EUMICTEUTIKOU
dlaoTNUATog epnioToolvnGg 99%. Me Tov XpOvOo, TO Teonr AEITOUPYEI WG MIa
NnPOCApPUOCTIKN npooTacia yia Tn diaxeipion Tng Olakupavong dnuIoupywvTag
d1adoxIka nAaiola.

'Evag aAAo¢ napayovTag nou €EeTACTNKE OTO Tgire €iVAl TO NOCO Yypryopa KIVEITAl TO
HMD. H diaiobnon niow and autn Tnv €€€Taon €ival n €&Ng: 6tav To HMD kiveiTal
ypnyopa, n onTikn Tou VR naixvidiou pnopei va aAAd&el ypriyopa PE anoTeEAEoua, 1o
NEPIEXOUEVO TOU ENOPEVOU frame Pnopei va €xel onNPAvTIKEG aAAAYEG KAl ENOPEVWG, O
XPOVOG YIa va Yivel render pnopei va gival ueyaAuTepoG and auTov ToU NPonNyoUHEVOU
frame. Na va kaAupBei To peydAo kOOTOG Tou rendering Tou endpevou frame, Npenel
va apxioel va yiveral render vwpic yia va pynv xaoel To Vsync. Xpnoigonoinénke To
Tmotion Y!G TO OkoMNO autd otnv E&iowon 5. Qotdoo, onwg To frame rate eivar T600
uwnAo 000 90 Hz, n andAuTtn andéoTacn Nou Pnopei va KivnBei o NaikTng Katd PNKog
M1ag KaTeuBbuvong o€ €va Xpovo kape (dnAadn, 1/90 deuTtepOAenTa) €ival apkKeTa PIKPN
KAl ENOPEVWG EXEI MEPIOPICUEVO AVTIKTUMNO OTIC AAAAYEG NEPIEXOUEVOU TOU EMOHUEVOU
frame. 'Opwg, N nepioTpo®n Tou HMD pnopei va ennpedcsl onuavTika To NEPIEXOUEVO
TOU €NOMEVOU KApe AOyw TNG aAAayng TnG onTIkNG ywviag. Enoyévwg oTto oxedio autod
eEeTadoTnkav JOVo ol aAAayEG TNG oNTIKNAG ywviag. ‘'Onwg ¢gaivetal oTnv €€iocwaon 6, To
Tmotion MPOODIOPICETAI and Tnv aAAayn onTikA ywviag A8" padli pe pia orabepn
NapapPeTpo kAipgakag k.

TéNOC, XpnoihgonoiNnbnke Wia nNApAPETPO KAigakag cc oav low pass @iATpo
unoAoyifovtag TNV TIUA Tshire, ONWG PaiveTal otnv E€iocwon 4.
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To coterie design €ival éva framework To onoio neTuxaivel UPnAnRG No1dTNTAG
multiplayer VR yia KIVNTEC OUOKEUEC.

H unootnpiEn naixvidiwv VR uwnAng noloTNTAg O KIVNTEG OUOKEUEG €ival anaiTnTIkKo
E€PYO akOMN Kal yia €vav naiktn Adyw Tou neplopiopgeEvou mobile hardware kai Tig
NEPIOPIOPEVEG AOUPHATEC TEXVOAOYIEG.

H anAoUoTepn NMPOOEyyION Yid TNV UNOOTNPIEN TNG E€IKOVIKAG MPAyHaTIKOTNTAG OfE
KIVNTEC OUOKEUEC €ival N EKTEAECN OAOKARPOU Tou rendering oTnv KIVNTR OUCKEUN, TO
onoio €xel yivel diaBeaiyo oe ouotnuata VR onw¢ To Google Daydream kai To
Samsung Gear VR. MapoAa autd Aoyw Twv nepilopiogevwv duvatotntwv CPU/GPU
KIVNTOV CUOKEUWV, TETOIAd CUOTNKATA MnopoUV va unooTnpiEouv povo epappoyeg VR
XAMNANRG avaAuongc.

EidikOTEpa N Npo@aAvic evaAAaKTIKN NPOCEYYION €ival va anopeuxOei N unepPOPTWON
TNG KIVNTAG ouokeunc CPU/GPU cuvoAika kal avT’ autoU va EEPOoPTWOElI TOV EVTOVO
UMOAOYIOTIKO OPTO TOU rendering o€ €vav 10XUpO server Kal va JeTadwaoel acUupuaTa
Ta rendered frames oTo headset | Tnv KIvnT OUOKEUN MOU XPNOILOMOIEITAl WG
ouokeun npoBoAng (display device). QoTtdoo n unooTApIEn epapuoywv VR uwnAng
avaAuong ME auTtov Tov Tpono Ba anaitoucav bandwidth noAAwv Gbps yia va
IkavonolinBei o nepiopiopdg TNG latency yia kabe frame. Ze auTAv TNV NEPINTWON 0
TOOO UWNAOG puBuoC dedopevwy Ba eEavTAouoe Tnv CPU TNG KIVNTNG OUCKEUNG ano
TNV eneepyaania NnakeTwy, n.X., Furion ekTipa o011 N enegepyacia 4 Gbps 6a anairouoe
16 1000Uvapoug NUPHVEG Nou AsIToupyouv Pe 70% Xpnon o€ eva TNAEQwVo Pixel.

AvaAuTikoTepa To Furion €ival n npwTn oxediaon cuoTnuatog VR nou nAnpoi kai Tig
TpeIg anaiTnoelg QoE o kivnTeg ouakeueg kal WiFi, yia epappoyeg VR pe avaiuon 4K
yla €vav naikrn.

Ma va &enepaoTei N eEavrAnon Twv nopwv Twv local rendering kai remote rendering,
To Furion yxpnoigonoiei pia split apxitekTovikn nou Xwpilel To rendering PeTa&u TG
KIVNTNG OUOKEUNG KAl TOU server, Je Baon kanoleg Baoikég napatnpnoeig (1) yia Tig
NEPIOOOTEPEG epapuoyeCg VR, To neplexopevo VR nou anodideTal pnopei va XwpIoTEi
oe foreground interactions (FI) kair background virtual environment (BE). (2) Ta FI
npokaAouvTal and Toug NAaikTeG nou xelpiCovtal To controller R oApata and aiAloug
NaikTeg kal €ivalr Tuxaia kar dUokoAo va npoBAe@BouUv, evw To BE gvnuepwvovTal
oUN@WVAa JE TNV Kivnon Tou XpnoTn n onoia aAAadel ouvexwc Kal gival npoBAEWIUN.
(3) Ta FI gival noAU nio eAappid oto rendering o€ ouykpion We Ta BE.

EninAgov yia Tnv gvepyonoinoel Tou pre-rendering kal Tou prefetching Twv frames,
MEpIkA VR cuoThuaTta d1akpITonolouv Tov €IKOVIKO KOopo oto VR naixvidl og &vav
nenepacpevo apiBud onpeiwv kavapou (grid points), €101 woTe 0 server anAwg
Xpelaletal va kavel pre-render Ta frames otav npoBdAAovTal ano auTa Ta grid points.
Me Tn dlaKpITONoiNoN €IKOVIKOU KOONOoU, To Furion katagepvel 4K avaAuon yia VR og
(POPNTEC OUOKEUEG :

1. diaipeon Tou POpTOU €pyaaciag Tou VR rendering 0Tav €vag naikTng YETAKIVEiTal anod
TO ONMEIO TOU NAEYPATOC | OTO ENOPEVO onueio Tou NAEypaTog i+1 og FI kai BE,
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2. a&ionoinon Tnv GPU TNng KIvNTAG oOUOKeUNG yia anddoon FI oTo grid point i,

3. a§ionoinon TnG remote rendering pynxavng oTov server yia pre-render kal prefetch
Tou BE vyia To grid point i+1

4. anokwdikonoinon Twv npoavakTnuévwyv BE yia To grid point i oTnVv KIVNTr OUOKEUN

5. ouvduaopog FI kal BE yia To grid point i oTnv kivnTn ocuokeun yia va dnuioupynoOe i
To TeAIkO frame.

EnminAgov, PeETA TNV AQIEN Tou naixTn oTo €nopevo grid point, o naixTng pnopei va
aAAa&el Tov npooavaTtoAlopd Tou KepaAioUu Tou, KATI nou e€ival OUOKOAO va
npoBAepOei, To Furion ekTeAei prefetch oe navopapika frame 4K (3840x2160 pixel)
Tou BE ano Tov server Ta onoia gnopouUv va nepikonouv yia va anodwoouv frame ano
onoilodnnote Field-of-View (FoV) yia Ta BE oxedov xwpic KOOTOG | kaBuaoTEpnon.

O nio npogavng TPONoG yia eneKTacn MHia epappoyns VR yia €vav naiktn onwg To
Furion yia Tnv unootnpi&n epappoywv VR yia noAAoUG naikTeg ival n enavaAnyn N-
(POPEC TNG APXITEKTOVIKNG client-server, €va yia To kabéva naixtn

EmnAgov To Multi-Furion, enekTeivel To single-player Furion yia unootnpiEn noAAwv
NAlKTWV NPooBETOVTAC UNOOTNPIEN YIa NAIKTEG (KIVNTEG CUOKEUEG) avTaAAayng FI £Tol
WOTE KABE naikTng pnopei va anodwoel aveEapTnta To FI OAWV TWV NAIKTWV TOMIKA,
TO onoio oTn ouvexela Ba evowpaTwOei ye Ta prefetched BE onwg npiv.

>NUavTiko avagopdag eivalr OTI €pappooTnke avraAlayn FI peta&l Twv KivnTOV
ouokeuwv Multi-Furion péow Tou framework photon unity networking (PUN).
EidikdTepa To PUN evepyonolei To ouyxpovioud avTikelgevwyv otnv Unity pe xapnAn
latency. Xpnoiponoiwvtag To PUN, €va avTikeigevo FI ynopei va cuyxpovioel Tn 6€on,
TNV NEPICTPOPI Kal TO animation PYe Ta anopakpuopeva avTiypapa Tou yia KAbe
frame.

>Tnv ouvexela Ba doUHE €va Neipapa Nou NpaypaTonoindnke yia va KataAdaBoupe ndco
KaAd npooeyyilel To MultiFurion , kivnTa kai o1 Thin-client npooeyyiouv og kAipgaka
TNV unooTApIEN epapuoywv VR noAAAnAwV NaiKTWV, HETAPEPONKAV TPEIG ONUOPIAEIC
epapudoyéC VR uywnAng availuong Ttou Unity Store, Viking Village, CTS Procedural
World kai Racing Mountain, xpnoigonoiwvTtag To Google Daydream SDK.

Kal yia TIg TpeIg ekdOOEIC KABE epappoyng, evowpaTwdnke To PUN kateBacpevo ano
Tnv Unity pe foreground interaction yia Tnv unooTtnpiEn noAAwv naiktwv. Ma Tig
ekdooeic Thin-client kai Multi-Furion, o server xpnoigonolei To H.264 vyia
kwdikonoinon rendered frame npiv peradoboulv oTov client.

Ta UAIkG XapakTnpIoTIKA nou nepiAapBavovTal g€ auto To neipapa sivar 4 Pixel 2
TNAEQWVA Kal evav eniTpanedio unoAoyloTmn wg server pe Intel 6-core Xeon CPU E5-
1650, kapta ypagikwv NVIDIA GeForce GTX 1080 Ti, kai 16 GB RAM nou TpeExel
Windows 10 kai Unity 5.6. XpnoigonoiwvTag iperf, yerpndnkav Ta TCP dedopEva nou
HETaPEPONKav ava deutepoAenTo (throughput) and To server pe 802.11ac (Wi-Fi) va
gival nepinou 500 Mbps.
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Kabe naixvidl naileral pe Tov idio TpONo 5 popeg yia kabe €kdoon, n kabepia diapkei
10 AenTd. O Mivakag oTtnv €ikdva 6 deixvel TNV Péon €nidoon Twv TpIwV NeEBOdwV VR
yla TNV unooTnpIEn Twv TpIwV epapPoywv VR uywnAng avaAuong yia 1 kai 2 naikTec.
Kavoupe TIC napakdTw naparnpnosic.

(1) H andédoon Tnc Mobile €kdoong napapevel nepinou n idia 6Tav TpEXel He 1 naikTn
Kal UE 2 NaikTeC 6oov agopd Ta FPS Tnv kabuoTépnon PeTa&u Twv kape (inter-frame
latency) kai Tov unoAoyioTiko popTo CPU/GPU.

(2) Q¢ avapevopevo, n €kdoaon Thin-client napoucialel av&non oxedov 2 QOpPEC o€
d1adIkTuakn KabuoTépnon peTagopdc (network transfer latency) oe kabe frame,
eNeIdN o server npenel va peragépel 2 frame (o€ 2 NaikTeg) os kAOe rendering interval,
To onoio dloykwvel To inter-frame latency and 1o €Upog 41-50ms £€w¢ 52-64ms,
helwvovTag Ta FPS ano 20 nepinou kaGTw oTa 16 nepinou.

(3) 'Onwc¢ 1o Thin-client, To Multi-Furion €niong unogépel oxedov 2 popec avu&non
otnv network transfer latency oTto prefetched BE ano Tov server, AOyw TOU
dinAaclacpevou opTiou oTo dikTuo, To onoio dioykwvel Tnv inter-frame latency ano
16,7ms yia 60 FPS ewg oxedov 21 ms, nou peiwvel To FPS og 42-48.

(4) e 6Aa Ta neipapaTa, To gopTio Tou CPU TOU server napapevel KATw ano 12% kai
WG €K ToUTOU Oev €ival n aitia kabuoTépnong Tou dikTUoUu. H GPU Tou server dev
onuioupyei bottleneck oTo Multi-Furion nou avakTta pre-rendered BE frame.

(5) =10 Multi-Furion, n GPU Tou kivnToU Xpnolgonolsital eAagpd, yupw oT1o 15%.

App (players) FPS InterFrame lat. (ms) Phone CPU load (%) Phone GPU load (%) Per Frame size (KB) Net. delay (ms)
Maobile
viking (1P) 26,0 38,2 17,3 88,0 null null
CTS (1P) 24,0 42,0 9,5 99,0 null null
Racing (1P) 27,0 33,2 10,3 92,0 null null
viking (2P) 24,0 42,5 19,6 88,0 null null
CTS (2P) 21,0 43,3 9,0 99,0 null null
Racing (2P) 25,0 40,3 13,2 93,0 null null
Thin-client
viking (1P) 24,0 41,1 25,1 7.0 586,0 9,7
CTS (1P) 20,0 50,3 24,5 9,5 590,0 9,9
Racing (1P) 20,0 30,0 21,2 10,9 680,0 11,3
Viking (2P) 15,0 52,2 25,0 3,0 586,0 19,8
CTS (2P) 16,0 59,0 30,4 9,7 590,0 20,1
Racing (2P) 15,0 64,1 21,2 13,9 680,0 21,2
Multi-Furion
viking (1P) 60,0 16,0 23,2 13,2 550 9,2
CTS (1P) 60,0 16,6 29,7 12,9 440 7,5
Racing (1P) 60,0 16,5 29,4 14,0 264 9,3
Viking (2P) 45,0 22,2 31,0 16,4 550 18,3
CTS (2P) 43,0 20,8 32,9 15,4 440 16,2
Racing (2P} 42,0 23,8 32,2 14,8 264 18,5

Mivakag 4: Enidoon Mobile, thin client ka1 Multi-Furion o€ Pixel 2 kivnTto

(Mnyn:https://www.researchgate.net/publication/339921061 Coterie Exploiting Frame Similarity to
Enable High-Quality Multiplayer VR on Commodity Mobile Devices Meng et al [2020])
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>€ aQuTO TO onueio avayvwpifoUPe NWG Ol YETPNOEIG Ogixvouv OTI To KA€Idi yia Tnv
uUnooTNPIEN EIKOVIKAG MPAyMATIKOTNTAC Yia NOoAAOUC NAiKTEG €ival n MPeiwon Twv
anaiToewv Tou bandwidth Tou dikTUOU, TO OMNOIO KAIMAKWVETAl JE TOV APIBUO TWV
NalkTwyv, To PEyebog Tou kabe frame (per-frame size) kai no6oo cuxva €va frame
METAQPEPETAl ano Tov server og Kabe client. Apou Ta nAaioia €ival dn CUPNIECUEVA PE
TNV KaAUTepn d1aBEOIUN TEXVIKN Oupnieonc Bivreo, npénel va peiwBei n ouxvoTnTa
METaQopAg Twv frames.

Av Ta BE frame yia kovTiva grid points oTov €IKOVIKO KOOMO Tou naixvidiou &ivai
apkKeTa napopola, o client ynopei va enavayxpnoiponoinBei Ta prefetched BE frame yia
éva grid point oTo enopevo yeITovikd OnUEio yia va HEIWOEl n ouxvoTnTa TWV
prefetched BE frames. ZuvowifovTag n anoTeAECUATIKOTNTA HIAG TETOIAG NPOCEYYIONG
BagcileTal oTnv anavtnon Twv dU0 NApaKATw EPWTHOEWV:

1. NMooo napopoia ival Ta BE frames yia KOVTIVEG TONOBETIEC;

2. NMw¢ va EKBECOUNE OTO HEYIOTO TNV OPOIOTNTA PETAEU Twv BE frame yia va peiwOei
0 POpPTOC dIKTUOU Ot epappoyEC VR yia noAAoUG NAiKTES;
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BaOuog opoioTnTag TwV BE frames yia KOVTIVEG TONOOECiEG

ApxIika PeTpnBONKE N opoldTNTa PeTa&U Twv BE frame yia yerrovika grid points nou
dlavuovTal ano €vav naixtn, yia 6 epappoyeg VR o€ eEwTePIKOUG Kal 3 0 E0WTEPIKOUC
Xwpoug ano Unity Asset Store. O naiktng naiel kaBe naixvidl pye avaiuon 4K oeg
TNAEPwWVO Pixel 2 yia 10 AenTd. TNV OUVEXEIQ KATAYpAPTNKE N NOPEIA TOU NAiKTn
OTOV E€IKOVIKO KOOMWO KaTta Tn didpkela Tou naixvidioUu xpnoigonolwvrag 1o Multi-
Furion. 'EneiTa dnuioupyndnke To navopauikod BE frame ekToG oUvdeonc yia kabe grid
point oTnV NopE&ia TOU NAIKTN OTOV Server Kal UNoAOYiOTNKE N OhOoIOTNTA PETAEU TWV
yeITovikwv BE frames.

EidikOTEpa yia TNV PETPNON TNG OMOoIOTNTAG METAEU €vOG (eUyoucg frames eniAEXONKe
To structural similarity index measure (SSIM). To SSIM eival pia de facto pérpnon n
onoia XpnoIdonolEiTal yia TNV METPNON TNG OMOIOTNTAC METAEU OUO €IKOVWV WE
HovTeAonoinon TNG avTiAnywng Tou avBpwnivou paTiou. Mia Tign SSIM peyaAuTtepn ano
0,90 unodnAwvel 0TI To NnapapopPwievo frame npoaoeyyilel To apxiko frame uWPnANRG
noloTNTAG Kal napexel “kKaAn” onTikn noloTNTA.

SupnAnpwHaTika To oxXAKa oTnv €ikova 6 anesikovilel To CDF Twv OPoIOTATWY PETAEU
Tou kabevdoc BE frame kal Tou enopevou OdinAavou Tou frame oTnv nopeia.
MapaTtnpoupe oxedov Pndevikn opoloTnTa, dnAadn. To nocooTdo Twv BE frame nou
eypavifouv peyaAuTtepn SSIM Tiun ano 0,90 os ocuykpion Pe To dinAavo Tou BE frame
oTNV nopeia Tou naikTn Kupaiveral JeTa&u 0% kal 20% yia Ta 9 naixvidia VR.
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Eikova 6: Opo10TnTEG napakeijevwv background frame

(Mnyn:https://www.researchgate.net/publication/339921061 Coterie Exploiting Frame Similarity to
Enable High-Quality Multiplayer VR on Commodity Mobile Devices Meng et al [2020])

MNa pia katnyopia unaibpiowv xwpwv multiplayer VR epapuoywv, napatnpoUupe OTI Ol
noAAanAoi naikteg ouvnBwg aAAnAoenidpouv OTEVA KAl WG €K TOUTOU TEiVOuv va
BpiokovTal o€ oTevN YeITviaon YETAEU TOUG OTOV EIKOVIKO KOGHO ava ndoa oTiyun KaTa
Tn Oldpkeia Tou naixvidiou. MNa napddeiyua, o€ €va Tunikd auTokivnTo aywvIoTIKO
naixvidl, NoAAG auTokivnTa 6a Kuvnynoouv To €va TO AAAO Kdal o€ €va naixvidl
nePINETEIAC, NOAAG avatar akoAouBoUv o &vag Tov AaAAov yia va enifiwoouv Kal va
VIKAOOUV TOUG £XBpoUcg TOUG.

MNa TéTola naixvidia yia noAAoUc¢ naikTeg, €va frame nou yiveral rendered yia évav
NaikTn MNopei eVOEXOUEVWG va €ival APKETA NAPONOIO PE AUTO YIA €va KOVTIVO NAikTn
Kal w¢ €k ToUTOU €navaxpnoigonolgital and Tov dAAo naiktn. Me kivnTpo auTn Tnv
napatnpnon, METPAONKE OTN CUVEXEIA N opoloTNTA HWETAEU Twv BE frame yia duo
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naikTeg nou naiouv TIG id1eg 9 epappoyeG VR, onou dUo naikTeg naiouv kabe naixvidl
oe Pixel 2 kivnTa yia 10 AenTtd, Tautoxpova.

To oxnua otnv €ikova 7 aneikovilel To CDF TwVv OPoIOTATWY OTNV KAAUTEPN NEPINTWON
METAEU Twv OUO0 NalkTwv. H opoloTnTa Twv frame PeTa&U Twv NAIKTWV €ival oXedov
undevikn, dnAadn To noocooTd Twv BE frame Tou naiktn 1 nou €xouv TINEG SSIM
MeyaAuTepn anod 0,90 eival kovta oto 0% vyia Ta 9 naixvidia VR.
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Eikova 7: KaAUTepn nepinTwon ogoloTATMV TwV background frame

(Mnyn:https://www.researchgate.net/publication/339921061 Coterie Exploiting Frame Similarity to
Enable High-Quality Multiplayer VR on Commodity Mobile Devices Meng et al [2020])

The “near object” effect

MoAAG BE frames nepiexouv avTikeipeva (Unity assets) kovrtd oTov naiktn oTtov
EIKOVIKO KOOWO, €€aITiac Twv onoiwv akoun Kal Jia PIKpn METATonion Tng 6€ong Tou
naiktn pnopei va odnynoel oe opath aAAayn peTa&u Twv frame. To napandvw
(Paivoyevo “kKovTivoU avTIKEIYEvou” pnopei va €EnynBei and TEXVIKEC nMou
XpnoiJonoiouvTtal anod pnxaveg VR onwg n TeEXVIKN nou xpnoigonoisi n Unity oTto
rendering Twv frames, nou ovopddetal npoonTikn NPoBoAn (perspective projection).
H Texvikn WideiTal Tov Tpono pe Tov onoio BAEnouv Ta avbpwniva PaTtia Tov KOOUOo
aneikovifovtag eva 3D grid point Tou kKOOPoU Tou naixvidioUu og €va onueio oto 2D
frame. ZUyKeKpIPNEVA, HETATPENEI JAKPIVA AVTIKEIMEVA va gpaivovTal HIKPOTEPA Kal Ta
KOVTIVA aVvTIKEIYeva va @aivovTtal JeyaAUTeEpaA yia va napexXouv peaAiopd oTa
avBpwniva paTia. Q¢ anoTéEAeoua, Pia PIKPR METATONION €vOG KOVTIVOU AVTIKEIJEVOU
gival nio €vrovn, dnAadrn aAAdlel noAU nepiocodTepa pixel oto rendered frame, ano
auTod TWV HAKPIVWV QVTIKEINEVWV.

To gaivopevo Tou “KovTIVOU avTIKEIJEVOU” unodnAwvel 0TI av dlIaxXwpIoTEl TO TUNHA
Tou BE nou €ival kovta oTn 6€0on Tou NaikTn ano €keiva nou €ival Jakpid, o€ near BE
kal far BE, avTioToixa, n opolotTnTa Twv far BE frames nou yivetal rendered ano
KOVTIVEG TonoBeoiec au&averal onuavTikd. O diaxwplouoc o€ near BE kal far BE
BaoileTal og yia akTiva anokonmng, ONou Ta avTIKEIMEVA EVTOG KAl €KTOG TNG AKTIvaG
avnkouv o near BE kal far BE, avTioToixa.

Ma va yivel evog TEToIOG dlaXwPIoKOG, NPENEI va anogpaacioTei nou 6a npayuartonoleiTal
To rendering Twv near kai far BE frames. Eqpdoov 10 far BE Teivel va nepiExel noAu
NEPIOOOTEPA AVTIKEIHEVA anod To near BE, €101ka yia epappoyeg VR eEwTeEPIKOU XWPOU.
To rendering Twv far BE 6a napapeivel unoAoyIioTIKA anayopeuTiKO yia TNV KIVNTA
OUOKEUN KAl WG €K TOUTOU Ba NpEnel va eKTEAEITAI OTO server
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AvTiBeTa To near BE nepiexel AiyoTepa avTikeipeva ano 1o far BE kal enopevwg pnopei
va vivel rendered €iTe oTnNV KIVNTI OUOKEUN €ITE OTOV server. QoT000, €neidf Ta near
BE eival kovtd oTo onueio npoBoAng, €va near BE frame 6a kataAdBel onuavTiko
MEPOC Tou TeAlkoU frame. Q¢ anoTéAeopa Ta near BE 6a napapeivouv peydAa.
SUMNEPAONATIKA anoTeAEoPATa Toug Ocixvouv OTI Ta near kal far BE frame ecival
OUYKPIOoINa YEYEDN, NIO OUYKEKPIKEVA MEPINOU TO PICO TOU apXIkoU BE frame. Zuvenwg
To rendering Twv near BE oTov server dev Ba peiwoesl O peydlo Babud Tov
01adIkTUaKO (OPTO Kal To rendering Twv near BE 6a npénel va oupBei oTnv KivnTn
ouokeun. H evanopegivaca npokAnon oxedliaogpoU €ival o TpONo¢ nNpoadiopionoU TNG
aKTivag anokonng nou Xwpilel Ta KOVTIVA QVTIKEIJEVA OTOV €IKOVIKO KOOWO ano Ta
Makpiva.

A1a100NnTIKA, 000 HEYAAUTEPN N AKTiva anokonng, TOoo nio pakpid €ival Ta avTiKeEiyeva
oto far BE, eninAéov 1600 nio napoépola Ba sival Ta far BE 6Tav Ta BAEnel kaveic anod
KOVTIVEC TonoBeaiec. EmAExOnkav TEooepig Tuxaieg TonoBeoiec oTo Viking village. H
TIuR SSIM pera&u duo yermovikwyv far BE frame oTta Téooepa eniAeypeva onueia
au&averal ypnyopa kail govoTova WeE TNV akTiva anokonng, ano 0,68, 0,63, 0,75 kal
0,83 otnv akTiva anokonng 0 (dnAadn oAdkAnpo To BE €ivail To far BE) éwg ndvw ano
0,9 oTnv akTiva anokonng Twv 4 PETpwV. ‘'OJwG, HIa PEYAAUTEPN akTiva Ba €xel wg
anoTéAeopa uwnAOTEPO POPTO OTO rendering oTnv KIvnTr OUoKeUun apouU To near BE
Ba nepiExel NeploodTeEPa avTikeipeva. O cupBIBACHOC auTog unodnAwvel OTI NpPENEl va
xpnoipgonoin®ei n peyaAutepn niBavr akTiva anokonng nou Jev MPOKAAEI To XpOvo
anddoong RT (rendering time) oTnv KIvnTr GUOKEUN va unepBei Tov NEPIOPICUO TNG
latency, dnAadn 16,7 ms:

RTp+RTNearge<16.7ms (7)

O napandvw NEPIOPIOKOC OTNV AKTiva anokonng napouaciadlel oTi n owoTh €niAoyn
anokonng e€aptaral and Tnv €papuoyn Kai Tn GUOKEUNn, ONwg Kal To rendering time
TwV FI kal near BE. AuTo Pe Tn osipd Tou deixvel 0TI N anokonn npenel va kabopileTal
yla KAaBe spapuoyn ekTOC ouvdeonc, dnAadn KaTtd Tnv €ykataoraon Tng €papuoyne,
ME Bdaon TiIg duvaTOTNTEG TNG OUCKEUNG.

MNa kabe epappoyn, To rendering time yia To FI kaBopileTal and Tn ¢uon Tou FI nou
EMNITPENETAl OTO NaAIXVidl Kal yevika dev €E€apTaTtal anod Tnv Tonobeoia oToV EIKOVIKO
KOOMO. ZnUavTikOd avagopdg €ival nwg, YNopEi NpwTa va npocodIopIoTEl NEIPAPATIKA
TO RTg; 0€ pia 0edopEVN GUOKEUN Yia TNV Upeon evog avw opiou. MNa napdadeiyua, yia
TIG TPEIG epappoyeG VR avaAuong 4K, petpnbnke To RTg TOU gameplay Tou naiktn
WOTE va €ival katw ano 4 ms oTto Pixel 2, To onoio divel Evav Xpovikd NepIOpPIGUO OTO
rendering Tou near BE oTo Pixel 2 yia Tov npoadlopiouo TNG AKTiva anokonng:

RTNeare<16.7MS—RT=16.7ms—4ms=12.7ms (8)

Apxika, €pocov To rendering speed OUOXeTI(eTal PE TOoVv apIBUO TPIYWVWV TWV
QVTIKEIMEVWY, MPWTA HETPIETAI N NUKVOTNTA TOU AVTIKEIMEVOU OE Hia TonoBegia oTo
naixvidl ge Tov apiBPo TpIywvwyv o€ Jia oTabepn akTiva anokonng. MNapartnpeital oTi
N NMUKVOTNTA TWV AVTIKEIMJEVWV OTOV EIKOVIKO KOOMO Twv VR naixvidiwv pnopei va
dlapepel onuavTika. Autd unodnAwvel 0TI N XpNon KIAg eviaiac akTivag anokonnc rnou
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IKAVOMOIEl TOv napandvw MePIOPICPO  yia Tov  €IKOVIKO kKOOWo Ba eival
avanoTeAeopaTikh KaOwg 6a KaTaAN&oupe PE PIKPOTEPEG AKTIVEG aNO TIC ANAPAiTNTEG
yla NoAAEG TonoBeaiec. Ano TNV AAAN NAguUpd, npooappolovTag pia akTiva anokonng
yla kdbe TonoBeoia OTOV €IKOVIKO KOOWO €ival unoAoyloTIKa aveépIKTo kKabwg Ta
naixvidia VR ynopouv va nepIEXoUV €wG Kal EKATOVTAdEG EKATOMMUpIa grid points oTov
EIKOVIKO KOOHO.

Id1aiTepa onuavTikn NapaThpnaon ivai 0TI av Kai N NuKvoTNTa TOU AVTIKEIJEVOU WMOpPEI
va MNoIKIAAEl Og JIAPOPETIKEG TONOBEDIEC TOU KOOWOU Tou naixvidiou, auTr aAAadel
oTadiakd kal Teivel va gival opoldpopPn PESA O Pia HIKpR neploxn. Me Baon autnv
TNV napartnpnon, MNPOTEIVETAlI €va NPOOAPHOOCTIKO OXEDIO AMOKOMNAG MOU HEIWVEI
0pacTikd Tov aplBud Twv akTIVWV AanoKOorEeic nou npénel va unoAoyioTtouv. EiIdikoTepa,
To ox€dIo dlaipei enavaAapBavoueva TOV EIKOVIKO KOOWO TOu naixVvidiou HEXPI Ol
aKTIVEC anokoneic yia d1apopETIKEC TONOBETIEC HE KABE unonepIOXn va Yivouv Nepinou

OMOIOHOPPEG.

To NpooapuooTIKO oXEDI0 AEITOUpYE WG €ENC. Acdopevou OTI Ol NAIKTEG KIvouvTal Og
2D oTov €IkoVIKO KOOoWo o€ Tunika naixvidia VR, n enavaiappavouevn diaipeon Tou
€IKOVIKOU kKOOopou Ba eival 2D. H diadikacia diaipeong €ival enavaAauBavopevn, apxika
KaAgiTal PE OAOKANPO TOV KOOMO Tou naixvidiou. Ze kABe enikAnon Kavel
delypaTtoAnwia K Tuxaieg TonoBecieg and Tnv nepioxn Tou naixvidiou, unoAoyilel Tnv
MEYIOTN akTiva anokonng yia kabe TonoBeoia nou Ikavonolei Tov neplopiopd 1, kai
ENEYXEI €AV 01 AKTIVEG Yia TIG K TonoBeTieg eival napOpoIEC. TNV NEPINTWON Nou gival,
KaTaypdagel TNV EAAXIOTN AKTiVa WG akTiva yid TNV NEPIOXN KAl ENIOTPEPEI. Z€ aVTIOETN
nNeEPINTWON, N NUKVOTNTA TWV AVTIKEINEVWV OTNV NEPIOXN €ival mbavwg avion kai n
dladikacia Xwpilel TNV NEpPIOXN O€ 4 UNONEPIOXEG iooU PeyEBoUC Kal enavaiappaveral
0€ AUTEG. AVaAuTIKOTEPA, 01 DIAUEPICPEVEC UNOMNEPIOXEC oxnuaTidouv €éva quadtree kai
Ol UMOMEPIOXEG Mou Oev WNopoUv va XwploToUv MepaITEpw avagepovTal wg “leaf
region”.

JuvonTika, TO MNPOCAPHOCTIKO OXEDI0O anokonng ONUIOUPYEI aKTiVEG aMOKOMNG
oUMQWvVa HE Tn METABAAAOMEVN NUKVOTNTA TWV AVTIKEIHEVWV OTOV KOOHO TOU
naixvidioU yia va ehaxioTonoinBei o OUVOAIKOG aplBUOG AKTIVWV MOou MpEnEl va
urnoAoyloTouv yia Tov diaxwplohod far/near BE frame o€ 310 OPETIKEC TONOOETIEC OTOV
KOOMO Tou naixVvidioU Evw TAUTOXPOVA HEYIOTOMOIEI TV AKTiva anokomnng yia kabe leaf
region Kdl WG €K TOUTOU TIG TOMOBECieG €vTOG auTwv. H peyioTonoinpeEvn akTiva
anokonng o€ kabe leaf region 0dnyei og uwnAn opoldTNTA NETAEU TwV far BE frame o€
KOVTIVEC TONOBETiEC KAl WG €K TOUTOU au&avel To hit ratio oTo frame cache .

To npooappooTiKO 0oXxedI0 anokonng e€ival €EAIPETIKA aAnOTEAEOUATIKO, Yid TO
HeyaAuTepo naixvidl VR nou xpnoipgonoindnke oto neipapa, To CTS peiwvel Tov apibuo
TWV UNOAOYIOHWV AnokKonng nou anairouvral ano 268 ekaToduupia Tonobeoiec oTov
EIKOVIKO KOOHO o€ 235 unoneploxes. To oxedIo KABIOTA EPIKTO TOV UMOAOYIOWO TNG
aKTivag anokonng ekTog ouvoeoang.
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2.4.2.3 ApxiTekTovikn Tou Coterie

O oTOx0G Tou oxediaopou Coterie €ival va evepyonoinosl epappoyeS VR yia noAAoug
NaikTeG UWPNAAG avaAluong oe KivnTa TnAépwva kalr WiFi dikTua peiwvovTag To
anaiToUpevo bandwidth Tou dikTUou. To Coterie enITUyXAvel AUTOV TOV OTOXO HECW
M1aG apxITEKTOVIKAG rendering 3 eninédwv, n onoia

(1) Alaxwpilel To BE o€ near BE kal far BE yia va ekB€oegl Tnv opoidTnTa Twv far BE
frame

(2) render FI kai near BE 0€ KIVNTEC OUOKEUEG

(3) anoBnkelel npoowplva kAl enavaxpnoipgonolei napouola far BE frame yia va
MElwoel onuavTika To prefetching BE frame ano Tov server.

H apxiTekTovikr Tou ouoTnuatog Coterie nepiExel Evav server o onoiog TpEXEl O Evav
emTpanédio unoAoyloTr kal noAAanAoug clients, onou o kaB&vag xpnoldonolsi pia
KIVNTI OUOKEUN.

Client k

Integration

Fl & Mear
BE Renderer

Far BE
Renderer

Headset &
Controller

EikOova 8: ApxiTekTovikn Coterie

(NMnyn:https://www.researchgate.net/publication/339921061 Coterie Exploiting Frame Similarity to
Enable High-Quality Multiplayer VR on Commodity Mobile Devices Meng et al [2020])
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Coterie server.

>Tnv ene€epyaoia ekTOC OUVOEONG, O Server eKTEAEI NMpwTa TOV NPOCAPHOCTIKO
aAyopiOuo anokonng yia Tnv diaipean Tou €IKOVIKOU KOOHOU 0€ noAAanA£g leaf regions
Kal, oTn ouvexela, pre-rendered kal npo-kwdikonolei navopapika far BE frame yia 6Aa
Ta grid points nou pnopei va @TAcel o naikTnG. Karta tn didpkeia Tou naixvidiou, o
server avranokpiveral os arrnuaTta yia far BE frames ano onolovdnnoTe client pe
kwdikonoinuéva prerendered navopapika far BE frames xpnoigonoiwvrag To
NPpwWTOKOAAO TCP.

Coterie Client.

Katd Tn didpkeia kAbe xpovikoU napabupou OTav €vag naiktng PETAKIVEITAl Ano To
€va grid point oTov €1kovikO KOOUO O0TO €NOPEVO, o client kavel render To frame yia To
enopevo grid point eKTEAWVTACG TAUTOXPOVA TECOEPIC EPYATIEG, AKOAOUBOUNEVEG ano
OUYXWVEUON NAQICIWV:

1. FI ka1 near BE rendering: O1 aio6nTrpeg ocuAAgyouv Tn vea nola anod 1o headset
Kal Tnv Kivnon kai Ta FI and 1o xeIpioTnplo, nou evepyonoloUv Tnv Render engine yia
va &ekivioel To rendering yia FI kal near BE yia To endpevo grid point.

2. Decoding: To prefetched ocupnieopévo far BE frame yia To endpevo grid point
olaBadleral anod 1o frame cache kal anooTEAAETAl OTO AVWTEPO €ninedo.

3. Prefetching ka1 caching: O prefetcher kaBopilel Ta far BE frames yia Ta yeirovika
onueia Tou enopevou grid point kar avalnTd oTo frame cache yia TO OUYKEKPIPEVO N
kanolo napopolo frame. Edv 6Aa Ta anapaitnta frame BpiokovTtal oto frame cache,
To prefetched napaAeineral. AiIapopeTIKA, TO AITANA NPOAVAKTNONG ANOOTEAAETAI OTOV
server kal Ta frame anoBnkevovTal oTnV PvnAun cache.

4. ZuyxpoVvIoNOoG FI: To FI Twv naiktwv ouyxpoviletal yeow PUN XpnaoigonolwvTag 1o
NPWTOKOAAO UDP o€ OAEC TIG KIVNTEC CUOKEUEC HECW TOU SErver.

5. Zuyxwveuon: To anokwdikonoinuévo far BE frame ouyxwveUeTal JeE TO Tonika
rendered FI kal near BE oTnv rendering engine, n onoia otn cuvexela To npoBaAn yia
KAOg PaTI Tou NaikTn.

O1 TEOOEPIG XPOVIKA KPIOIPEG Epyacieg ekTeAoUvTal napaAAnAa. ‘ETol To latency yia 1o
rendering evog veou frame egivai:

Tsplit_render =maX(Tphone_render_FI +Tphone_render_NearBE /Tphone_decode_farBE I

Tphone_prefetch_next_farBE /Tphone_sync_FI )+Tmerge (9)
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KepaAaio 3: EpyaAeia
3.1 Unity

H Unity €ival pia cross-platform game engine nou avantuxbnke and Tnv Unity
Technologies. Aivel Tnv duvatdéTnTa dnuioupyiag TpiodidoTaTtwyv Kai d1odiaoTaTwyv
naxvidiwv kKabwc kal d1adpacTIKEC MPOCOUOIWOEIC. H pnxavn €ival ypagpevn otnv
vyAwooa npoypaupatiogot C++ aAAd 1o framework xpnoiponolei Tnv C#. TEAoC
nepiExel modules animation, networking, pnxavry QUOIKNG npogopoiwong, input,
Eikovikn npayuaTikotnTa (VR), enauénuévn npaypatikotnTta (AR).

Me Tov Opo rendering pipeline evvooUue Tov ouvduaopd noAAanAwv oTadiwv n
BnudaTwv nMou anaiTrouvTal yia Tn dnuioupyia piag diodiaocTaTng ikovag Ye Baon, uia
OUYKEKPIMEVN VYEWMETPIKA MeEPIypaAPn HIA¢ TpIodIAoTATNG OKNVAG KAl HIAG
npPooavaToAIOPEVNG EIKOVIKNG KApepag. EmnpooBera, 1o pipeline Tou DirectX (navw
oto onoio n Unity3D dnuioupyei Ta ypa@ika oToIXEia yia AEITOUPYIKA CUCTAMATA
Windows , Linux kal Mac) €ivail Jia o€ipd evepyeiwv, ol onoieg cupBaivouv o€ diadoxika

BriMaTa wg €ENG.

MpwTa, o input assembler diaBdalel dedopeva (KOPUPEC Kal OEIKTEG) TPIoOIAOTATWY
AVTIKEIMEVWV ano Tn PVAKN Kal Ta npooeyyilel XpnoiHonolwvTac TpIywvika meshes.
‘000 au&avovTal Ta Tpiywva, TOCO KAAUTEPN n Npooeyyion aAAd au&averal kai n
UnoAoyIoTIKR 10XUG. KdaBe avTikeiyevo TonoBeTeiTal OTn OUVEXEIQ OE €va TOMIKO
oUOTNMA CUVTETAYHEVWV HE BIKO TOU npooavaToAlopd kal 81aoTacelG. TeAka, OAa Ta
QVTIKEIJEVA  OUYKEVTPpWVOVTAl O €va KaBoAlkd0 ouUOTNUA  OUVTETAYHEVWV
EQPapPOlovVTac YEWHETPIKOUG HETAOXNHATIOHOUG.

To OeUTepo PBnua oxeTiCeTar e TNV Kapepa. To view space eival €va ouoTnua
OUVTETAYHEVWYV OTO OMO0IO N EIKOVIKN KAPEPA HETAPPALETAI WG N NPOEAEUCN TOU XWPOU
TOU EIKOVIKOU KOOMOU. TOTE €ival duvaTo va yivel d1akpion JETAEU NNpooTIVAG Kal Niow
NAEUPAC TWV AVTIKEIHEVWV. ZTO NICW PEPOG Ol NAEUPEC OEV paivovTal ano TNV KAPepa
onoTe 6Aa Ta niow noAuywva dev ocupBAAAouv oTnv TeAIKN €ikdva.

To BRua @wTIoPoU cival éva Baociko Bnua yia tn dnuioupyia Piag peaAIoTIKAG OKNVNG.
OI nnyeg @wToOC €ival anAd avTikeiyeva, kabopiopeEva OTOV XWPO TOU EIKOVIKOU
kKOOUOU, Nou gival cuvOuaouOC XPWHATOC, £VTAONG, KATEUBUvONG, eoTiaong kal B£onc.
AuTO TO BrMa nepiAauBavel pia enavaiAnyn diadikaciag anoppoPpnong kal avakAaong
PWTOG avaloya He dIAPOPEG NAPAMETPOUC (MN.X. OMaAOTNTA ,UAIKO enipdveiag Kal
ywvia npdéonTtwong). =Tn Oouvéxeld, anogacileTal nola avTIKEiNeva npensl va
anoppinTovTal and Tn oknvrn cUU@®WVA PE TOV UMOAOYIOWO TNG NpoBoAnG frustum? .

2H npoBoAn frustum €ival n neploxn TOU XWPOU OTOV EIKOVIKO KOGHO NMOU UMNopEi va eueavioTei oTnv
00ovn
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'Eva avTikeiyevo peaa oto frustum diatnpeital y€oa Tn oknNvh, VO TO AVTIKEINEVO NOU
BpiokeTal ekTOC nNeploxng Tou frustum kaTaoTpEPeTal.

TéNoc, n oknvn yiveTtal rendered pe Baon Tnv NPOONTIKA NMPOoBOAN Twv TPIodIAoTATWYV
KOpUPWV Ot €va napdabupo diodiaoratnGg npoBoAng peoa orto frustum. O
OUVTETAYMEVEC TWV KOPUPWV PeTaoxnuaTidovral yia va TonobeTricouv Tnv 2D oknvn
o€ €va opBoywvio napabupo oTnv 08ovn, To onoio KaAsgital To napddupo nNpoBoAnc,
ME KAipaka kal peTdbeon. Ta anoteAéopaTta autoUu Tou otadiou eivalr pixel. To
rasterization peTaTpénel auTa Ta pixel 0g OUVTETAYUEVEG 000vNG nou oxnuaTifouv pia
AoTa Tpiyovwy, Ta onoia npEnel va XpwuaTioTouv.

3.2 WebRTC

WebRTC cival guvTtopoypagia yia To Web Real-Time Communication, To onoio €ival
TauToxpova €va API kal eva MpwTokoAAo. To npwTokoAAo WebRTC €ival éva guvoAo
KavovwVv Yia au@idpopn ac@aAn enikoivwvia o€ npaypaTtiko Xpovo MHeTa&u duo
WebRTC agents. To WebRTC API eniTpenel 0TOUG NPOYPAUMATIOTEG va XpNoldonoiouV
To NPpwTOKOAAO WebRTC. To WebRTC API xpnoigonolei wg YAwooa npoypaupaTiopou
Tnv JavaScript.

To npwTdkoAAo WebRTC eival pia guAAoyn ano noAAEG TexvoAoyieg . XwpileTal o€
TEoOEpa Bruara:

1. Signaling

2. Connecting

3. Secure

4. Communication

Ta BApata nou avagepbnkav eivalr Oiadoxikd, npayha nou onuaivel OTlI TO
nponyoupevo Bnua npenel va sival 100% eniTtuxnpeEVo yia va EeKIVAOEI TO ENOPEVO
Bnua. AEloonueiwTo €ival To yeyovog via To WebRTC, oTI kaBe BAua oTtnv
npayuaTikoTNTa anoTteAeiTal and noAAd aAAa npwTdkoAAa! Ma Tnv KATAOKEUR TOU
WebRTC ouvdudoTnkav noAAEG undpxouoec TeXVOAoyieg, und autn Tnv &vvoia
MMopoUUE va okePTOUE OTI To WebRTC e€ival nepiogodTEPO £€vag ouvOuaopog Kal
O1apOpPPwWoN HIAC KAAG KaTavonThg TEXVOAOYIAG Nou XPOVOAOYEITAl ano TIC ApXEC TNG
dekasTiag Tou 2000 napd wg Pia oAokaivoupyia autovoun diepyaaia.
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Signaling

Katda tnv evapén tng diadikaciag, eva WebRTC agent dev €xel 10€a JE NoloV XPNOTN
NPOKEITAI VA EMIKOIVWVNOEl 1 WE TI MECO KAl yia nolo Adyo npokeirar va
enmkoivwvnoouv. To PBAua signaling AUver autd TO {NTnUa, ME dAAAa Aoyia
XPNOIYONOIEITAl yia TNV €KKivnon TnG KANong, emtpénovrag OUo aveEapTnToug
WebRTC agents va &ekivijoouVv va €niKOIVWVOUVE.

Mo ouykekpihgéva, To signaling xpnoigonolsi €éva undpyxov NPwWTOKOAAO anAou
KEINEVOU nou ovopaletar SDP (Session Description Protocol). Ka®e upnvupa SDP
anoTeAgiTal anod (euyn KASIOIOV/TIHWV Kal NEPIEXEl Wia AioTa Twv media. To SDP nou
avTaAAaooouv ol dUo WebRTC agent nepiexel AenTopEPEIEC ONWG:

e Ta IP kai Ports oTa onoia €xel npéoBaon o agent (candidates).

e O apIBuog Twv track nxou kai Bivreo nou eniBupei va oTeilel o agent.

e O1 KWBIKOMOINTEG NXOU Kal BivTeo nou unooTnpilel kABe NnpakTopag,.

e OI TINEG NOU XpnaoidonoloUuvTal kata Tn ouvdeon (uFrag/uPwd).

e OI TINEC NoOU XpnoidonoloUvTal kata Tnv acpaAion (certificate fingerprint).

Eivar onuavTiko va onueiwBei 0TI, To signaling ouvnBwc oupBaivel “ekTdC {wvng”, TO
onoio onuaivel 0TI ol EPAPPOYEC YEVIKA OeV Xpnaolpgonolouv To id1o To WebRTC yia Tnv
avtaAAayn signaling pnvupdtwv. OnoiadAnoTe ApXITEKTOVIKA KATAAANAN yia Tnv
anooTOoAN MNVUNATWV PNopei va npowbnoel Ta SDP peTa&l Twv ouvOEONEVWY peer,
Kal NOAAEG EQapHOYEG Ba XpNOIMONoINCOUV anAwg TIG UNAPXOUCEG UNOOONEG TOUG YId
Tn Ol1eukOAUVOoN TwV ouvaAlaywyv SDP peTa&l Twv KaTtaAAnAwv client.

Connecting

MOAIG dUo WebRTC agent avraAAa&ouv SDP, €xouv ApKETEC NANPOYOPIEC yia va
npoonabnoouv va cuvdeBouv PeTa&u Touc. MNa va npaypartonoindei autn n ocuvdeon,
To WebRTC xpnoigonolei pia dAAn kabBiepwpevn TexvoAoyia nou ovoupaletar ICE
(Interactive Connectivity Establishment).

To ICE ecival éva npwTOKOAAO nou XpovoAoyeital npoyeveoTtepa Tou WebRTC kal
ENITPENEI TN dnMIoupyia piag aneubeiag ouvdeong METAEU dUO agent XwpPig KEVTPIKO
server. AuTtoi ol dUo agent pnopei va €ivalr ato idlo dikTuo N aTNV AAAn Aakpn Tou
KOOUOU.

‘'OTav ol dUo agent &€xouv dnuioupynosl Pe emTuxia pia ocuvdeon ICE, To WebRTC
npoxwpa oTo €nopevo Brua. (dnuioupyia KpunToypaPnUEVNG METAPOPACG YIa KOIVA
xprnon nxou, Bivreo kal dedopeva PeTa&lu Toug).

Securing

AkoAoUBwc, o6Tav eniTeuxBei N au@idpopn enikoivwvia (HEow ICE), npenel va KAVOUUE
TNV €nikoivwvia ao®aAn. ZnToUUEVO MOU  EMITUYXAVETAl MHEOwW OUO AKOMN
NPWTOKOAAWV MNOU €MioNC €XOUV MNPOYEVEOTEPN nUEpopnvia dnuioupyiac and To
WebRTC. DTLS (Datagram Transport Layer Security) kal SRTP (Secure Real-Time
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Transport Protocol). To npwTo NnpwTOkoAAo, DTLS, eival anAd TLS péow UDP (1o TLS
gival To KpunToypagIiko MNPWTOKOAAO MOU XPNOIYOMOIEITAl YyId TNV aopAaAela TNG
enikoivwviag geéow HTTPS). To deUTepo NpwTOKOAAO, TO SRTP, XpnolWonoIEiTal yia TN
dlaopaAion Tng kpuntoypdpnong Tou RTP (Real-time Transport Protocol) data
packets.

Apxika, To WebRTC ocuvdéetal kavovtac éva handshake DTLS ortn ouvdeon nou
1I0pUBnke and TOo ICE. 'Enmeita, To WebRTC BeBaiwvel OTI TO MIOTOMNOINTIKO MoU
avTaAAaocoeTal peow DTLS Taipialer To koivoxpnoto fingerprint peéow signaling AuTtnh
n ouvdeon DTLS xpnoipgonolsiTal oTn cuvexela yia pnvupaTta DataChannel.

Katoniv, To WebRTC xpnoigonolei To npwTokoAAo RTP, aopaAliopévo pe SRTP, yia
peTadoon nxou kai Bivreo.

Communicating

>TO OUYKEKPIUEVO onueio €xoupe dUo WebRTC agent ouvOedeUEVOUC KAl AOPAAEic,
Eekivael n enikoivwvia. MaAi, 1o WebRTC xpnoigonolei dUo npolUndapxovrta
NPpwWTOKOAAa: RTP kai SCTP (Stream Control Transmission Protocol). Xpnoiponolgite
To RTP yia Tnv avtaAiayn noAupeowv kpuntoypapnuéva pe SRTP, napdAAnAa
xpnoigonoioupe To SCTP vyia anooToAn kai Anwn pnvupdatwv DataChannel
Kpuntoypapnuéva pe DTLS.

To RTP €ival €va apkeTa PIKpO NPWTOKOAAO, aAAG NaApEXEl Ta anapaiTnTa pyaieia yia
epapuoyn streaming o€ npaypaTiko xpovo. To nio onuavTiko npdyua yia To RTP gival
OTI divel eueAifia yia TOV NPOYPAUNATIOTH, ENITPENOVTAG TOU va XelpioTei Tnv latency
KAl TNV anwAe&ia NakeTwy.

To TeAIkO NpwTOKOAAO oTn oToifa eival SCTP. To onuavTiko yia To SCTP sivar ol
EMTPENEl TNV ava&ionioTn, Xwpic ocipd napadoon PNVUPATWY. AUTO ENITPENEI OTOUG
npoypappaTioTEG va eEaocpalioouv TNV anapaitnTn latency o ouotriuaTta Real-time.
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WebRTC Agent

SCTP Agent DTLS Agent ICE Agent SRTP Agent DP

Co /\

TURN Agent STUN Protocol RTCP

Eikova 9: WebRTC Agent

(Nnyn: https://webrtcforthecurious.com/)

3.3 ALVR

To ALVR3 ) Air Light VR €ival €va open source AoyIOdIKO TO 0Moio eNITPENEl va TPEEOUV
epapuoyeG VR Tou unoAoyioth o€ acupupato VR headset. Ztnv oucia a&lonoisi Tnv
UNOAOYIOTIKN 10XU TOU unoAoyloTn KabBwg To acuppaTto VR dev €XEl APKETH Ano PHOVO
Tou Kal divel Tnv duvaTtdéTnTa va PeTadwoel nNepieXOUevo VR and Tov unoAoyioTn oTo
headset eEaAcipovTag Tnv avaykn yia cuvdeon HECw kKaAwdiou.

To ALVR nepiExel dU0 EQApHPOYEG, Wia yia Tov server Kal dia yia Tov client. H epappoyn
TOU server npeEnel va €ykataoTtabei oTov unoAoyioTrn Mou npayhaTtonolsitalr To
rendering Twv ypa@Iikwv Kai €ival ungubuvn yia Tnv enikoivwvia Pe 7o VR headset
kabwc kal yia 1o rendering Tou VR nepiexopévou. H epappoyn Tou client npénel va
eykataoTabei oto VR headset kai ival uneuBbuvn yia va dexBOei To VR nepiexouevo nou
METAdideTal and Tov UMoOAOyIoT KAl va To e€ugavion orto headset. MNa va
npayudartonoinBsi n ouvdeon npénel o unoAoyioTnG kal To headset va eival
ouvdedepéva oTto idlo Wi-Fi dikTuo. ‘OTav pubuiotolv o server kail o client kai
ouvdeBouv peTa&l Toug TOTE 0 ALVR server Eekivasl va NeTadidel TO NEPIEXOMEVO NOU
anodideTal ano Tov server oTov client peow Tou Wi-Fi dikTUoU. ZTn ouvéxela o ALVR
client AaupBavel To neplexOPevo nou MeTadideTal kal To ep@gavifel oto headset oe
nepiBaiiov VR. Eival onupavTikd va onueiwbei 611 enidoon Tou ALVR €€aptartal ano Tig
duvaToTNTEG TOU UNoAoyYIOTH Kabwg kai ano Tnv noiotnta Tou Wi-Fi dikTuou.

3 https://github.com/alvr-org/ALVR
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3.4 CloudXR

SERVER NVIDIA CloudXR Architecture

CLIENT

NVIDIA CloudXR Server

< m | > N NVIDIA CloudXR Client

‘KH%\\‘ \
OpenVR Applications 0 / \
NVIDIA RTX Virtual /

Workstation Software
vWS)

NVIDIA RTX GPUs
XR Devices

Sk

Ethernet, WiFi, 56

Eikova 10: ApxitekTovikn CloudXR

(Mnyn: https://www.nvidia.com/en-us/design-visualization/solutions/cloud-xr/)

To CloudXR* €ival pia TexvoAoyia n onoia divel Tnv duvatoTnTa PETA®00NG UWNANG
NIOTOTNTAGC MNEPIEXOMEVOU  EIKOVIKAG MPAyMaTIkKOTATAG KABWG Kal €nau&nuevng
npayhaTikoéTnTag and onoiadnnote OpenVR XR spapuoyrn o €vav remote server-
cloud.

To CloudXR a&lonolei 1o0xupoUg cloud servers nou XpNoIKMONOIOUV KAPTEG YPAPIKWYV
uwnAng enidoong (NVDIA RTX) via va xeipiotouv Tnv Oladikacia Tou rendering,
onAadn ol “Bapiec” unoAoyIOTIKEG dlEpyaadieg Tou rendering ekTeAouvTal oTo cloud kai
OX! OTNV OUOKEUN Tou XpnoTn. MOAIC To neplexopevo anodobei oto cloud, To CloudXR
oupniECel kal KWOIKOMOIEI Ta ONTIKA KAl Ta 0edopeva BEoNG o€ €va stream Mou PNopEi
va petadobei anoTeAeopaTika HEow JIKTUWYV. AUTO To stream yiveTal optimized yia va
Melwoel To latency kal va diatnpei uwnAn noidTNTa €1kOVAG. ZTNV GUVEXEIQ Ol XPNOTEG
gxouv npooBaon ornv VR n AR euneipia xpnoigonoiwvTag client ouokeueg, onwg VR
headset, smartphone n tablet. AuTég 01 cuokeueg AapuBavouv To stream GUPMNIECHEVWYV
d0edopevwy anod To cloud kal To anokwdikonoloUV Yia va avacuvBEoouV TIG ONTIKEG KAl
nAnpogopieg B&ong. H ouokeury Tou client gu@avifel To aAvAKATAOKEUAOUEVO
nepliexopevo VR n AR otov xpnotn. Avaloya Pe Tov TUNO TNG CUCKEUNG, AUTO UNOPEI
va yivel yeéow TnG 08ovng Tou VR headset TG 08ovng TnG cuokeung. OI XprOTEG
MMopouv va aAANAENIdPACOUV HE TO NEPIEXOUEVO XPNOINOMNOIWVTAG CUOKEUEG E10000U,
onwc xeipiornpia n 08ovec apng. To CloudXR eniTpénel o€ NOAAOUG XprOTEC va £XOUV
npooBacn ornv idia VR 11 AR euneipia Tautoxpova. Aedopevou OTI n anodoon
npaygartonoleital oto cloud, XpriOTEC HWE OUOKEUEC OIAPOPETIKWV OUVATOTHTWV
MnopoUVv va €xouv npdooBacn o€ ePNEIpieC UWPNANG MNoIOTNTAC XWPEIG TNV avaykn
IoXupou Tonikou hardware.

4 https://www.nvidia.com/en-us/design-visualization/solutions/cloud-xr/

50



3.5 FusedVR

To Render Streaming® €ival €éva nakéro Tng Unity To onoio €xel XTIOTEl NAvw OTO
WebRTC. Xpnaoigonoisital yia va dnuIioupyei ypryopeg streaming AUCEIC peer to peer.
Mo CUYKeKpIJEVA UNOPEi va PETAdWOEl €va Bivieo To onoio yiveral rendered otnv
Unity oe éva client péow Tou d1adikTUOU. Eniong pnopei va kavel stream rXoug nou
napayovTtal ornv Unity oe noAAanAoug clients. TéAoc unooTtnpilel anOPAKPUOPEVO
XEIPIOKO dNAadn pnopei va oTeilel unvuuaTa Input (mouse, keyboard,touch,gamepad)
otnv Unity pyéow Tou client.

To oUoTnua Render Streaming anoTeAgiTal ano 3 pepn:

e Signaling Server
e Peer 1 (AnooToA£dc)
e Peer 2 (AekTNG)

Signaling
Signaling Server | Signaling

Peer 1 ] Video / Audio / Binary { Peer 2

(Sender) J (Receiver)

Eikova 11: Z0ornga Render Streaming

(Mnyn: https://docs.unity3d.com/Packages/com.unity.renderstreaming@3.1/manual/overview.html)

>To Render Streaming dnuioupyeiTal €va dikTuo P2P peTa&u dUo peers kali autd To
OikTuo oTeAvel Bivreo/nxo/duadika dedopeva. O Web server eniTpEnel Tnv enikoivovia
METAEU OUO peers. AuTn n enikoivwvia ovopdadleTai signaling.

5> https://docs.unity3d.com/Packages/com.unity.renderstreaming@3.1/manual/index.html
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Peer 1 Signaling Peer 2
(Sender) Server (Receiver)

Offer SDP

Offer SDP

Answer SDP

Answer SDP

ICE Candidate

Y

(__-__.._1_______-.

ICE Candidate

Y

=Yool YooY ]

ICE Candidate

ICE Candidate

Video / Audio / Binary

CUTETTTTTTR T

Eikova 12: Aiepyacia Signaling
(Mnyn: https://docs.unity3d.com/Packages/com.unity.renderstreaming@3.1/manual/overview.html)
1 To Peer 1 oteéAvel Offer SDP otov Signaling server.

2 To Peer 2 eAéyxel Tov Signaling server yia un ene&epyaopeva Offer SDP kal AapBavel
0,TI Bpebei.

3 To Peer 2 oteAvel To Answer SDP ato Signaling Server.

4 To Peer 1 eAéyxel Tov Signaling server yia un enegepyaopeva Answer SDP kal
Aaupavel onoia Bpebouv.

5 To Peer 1 oteAvel To ICE Candidate oTov Signaling server.

6 To Peer 2 eAéyxel Tov Signaling server yia pun enegepyaocpeva ICE Candidate kai
AauBavel 6,11 Bpebei.

7 To Peer 2 oteAvel To ICE Candidate oTov Signaling server.

8 To Peer 1 eAéyxel Tov Signaling server yia pn enegepyaocpevo ICE Candidate kai
AauBavel 6,11 Bpebei.

9 H idpuon TNG oUvOeoNC HETAEU peers £xel OAOKANPwOEi kal o Peer 1 ynopei va oTeiAel
streams oTo Peer 2.
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To FusedVR® givail é€va site To onoio nepiéxel To VR Render Streaming SDK (Software
Development Kit). Auto To SDK €xel dnuioupynBei anod To ouvduaopo dUo epyalEinv:

1 Render Streaming
2 WebXR

To FusedVR xpnoigonolei To Render Streaming yia va petadwoel Ta dedopéva and duo
Kapepeg TNG Unity os éva Web browser. ZTnv ouvexeia ONUIOUPYEITE N OTEPEOCKOMIKN
nPoPoAn HE TIG U0 EIKOVEC, Wia yia To KABs ATl eniong oTEAvovTal Ta dedopeEva BEong
Kal aTpo®nc Tou HMD kabwc kai Ta dedopeva ano Ta xeipiornpia ornv Unity. H Unity
Xpnoigonolsi autd Ta dedopEva yia va EVNUEPWOEI TV OKNVI KAl OTN CUVEXEIA OTEAVEI
Ta video streams oTo browser Ta onoia pnopoUue va doupe peoa oto VR. To WebXR
xpnoigonolsital woTe Ta video stream va ¢Bacouv ato Web kai va Ta egpavion peaa
oto VR xpnoigonoiovtacg To WebXR API. AnAadn ano pia oeAida WebXR oTo browser
evog HMD pnopouUpe va doUuue auTa Ta video streams peoa oto VR.

6 https://fusedvr.com/
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3.6 EpyaAeia oupnigonc.

To FFmpeg’ eival éva framework noAUpPETwV To onoio XpnaoiJonoIsiTal yia ene€epyaacia
NXou Kal Bivreo. Aivel Tnv duvaToTNTA CUMNIECEIC EVOC video HEImVOVTAC ToV apifuo
TwV bit rate n xpnoigonoiwvTag aAyopiBuoug nou ovoudlovTal codec. Ta NepICOOTEPA
codec Nou XpnOIYONOIEI £XOUV ANWAEIEC.

To Draco® eival €va epyadAgio yla Oupnieon kal anocupniécn TpIodIAoTaTwyv
YEWUETPIKWV meshes kal point clouds. Xpnoigonolgitar yia Tnv Oupnieon
TPI0OIACTATWY HOVTEAWV HE HEYAAO apIBud KOpUPWV Kal uwnAd enineda AenTopepeElag
Ta onoia Jnopei va e€ivar dUOKOAO va anobnkeutoUv Kal va MeTadobolv
XPNOIMONOIWVTAC OUVNBIONEVEG TEXVIKEG TUNMIEONC.

7 https://ffmpeg.org/
8 https://google.github.io/draco/
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KepaAaio 4: Meipaua

>To nNAdiolo TNG napouodac JINAWHATIKAG Epyaciac npayPaTonoindnke nNeIpapaTiopog
Kal uAonoinon uiag epappoyncg remote rendering VR yia popnTEC CUCKEUEC HE OKOMO
TNV dlaxeipion udaTIKWV NOpwv.

4.1 EpyaAeia Neipauartoc

Ma Tnv e@appoyn xpnoigonoindnke n game engine Unity kaBwg kal To epyaAeio
FusedVR. H Unity nepiéxel game objects (n.x. kapepa, 3D poOVTEAQ, aQVTIKEIPEVA
PwTIoOPoU) Ta onoia TonoBeTouvTal OTNV TPIodIACOTATN OKNAVN TNG. EIdIkOTEPA, Ta game
objects nepiéxouv components (n.x.scripts, transform) Ta onoia divouv 1316TNTEC o€
auTtd. ‘OAa Ta avTikeigeva nepiExouv To component transform (6€on, nepioTpo®n,
KAigaka). To nakéto FusedVR nepiexel duo prefab (game objects nou &xouv
anoBnKeuTel JE OUYKEKPIMEVA components kal grnopoUv va enavaxpnoigonoindouv),
To Render Streaming Service kal To WebXR Streamer.

4.2 NeiToupylkOoTnTa ToUu Render Streaming Service

>Tnv €lkova 13 diakpivovTal Ta components Tou Render Streaming Service. To Render
Streaming Service nepiexel eninAéov OUo scripts To RenderStreaming kal To
VRBroadcast.

RenderStreaming: AuTto TO script diaxelpietar To WebRTC video streaming oTtnv
Unity. MepiAapBavel AsiroupylkoTnTa via Tn diapoppwon Ice servers, yia Tnv
onuioupyia kai Tnv diaxeipion €vog signaling server kal Tnv gyypaon o€ handlers yia
dl1apopa events ornv diadikacia Tou WebRTC signaling. Eniong divel Tnv duvaTtoTnTta
yla hardware encoding av o rendering server XpnoIMOMOIEI KAPTA YPAPIKWV TNG
Nvidia.

VRBroadcast: To VRBroadcast script €ival uneuBuvo yia va avTanokpiveralr oTig
npPocPopEG anod Toug client.
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Tag Untagged

Transform

Render Streaming (Script)

WebSocketSignaling

Handlers

Run On

VR Broadcast (Script)

Add Component

Intercepted Events

Eikova 13: Render Streaming Service



4.3 NAeitoupyikotnta WebXR Streamer

To WebXR Streamer game object eival parent object yia Tpia game objects (eikdva
14). Mo Ouykekpidéva oupnepiAapBavel éva game object Head kar dUo yia Ta
controller (apioTepd kai O<&i).

Eikova 14: WebXR Streamer

To Head cival parent object Tpiwv game object, nepiexel duo kapepeg pia yia kabe
MaT kal €va Audio Streaming.

>Tnv €ikova 15 ¢aivovTtal Ta components Tou Audio Streaming. Mepiexel eva Audio
Listener kal éva Audio Stream Sender script. To Audio Listener divel Tnv duvatoTnTa
OTOV NAikTn va akouaoel nxoug and diagopa Audio Source nou BpiokovTal oTov KOOHO
Tou naixvidioU evw To Audio Stream Sender oTéAvel Toug fXoug nou AaupBavel oTov
client.
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Add Component

Eikova 15: Audio Streaming

'EneiTa, oTIc €IkOVeG 16 kal 17 ¢aivovTal Ta components Twv dU0 KAUEPWV MNOU €ival
UMEUBUVEC via TNV OTepeookonikr npoPoAr. H kdauepa eival To game object nou
KaTaypagel Tov KOOPO Tou naixvidioU kal Tov gugavilel oTov naixtn. To component
Camera pag divel Tnv duvaTtoTnTa va eneEepyacToUpE TIG 1IB10TNTEG TNG KAPEPAG. To
VR Cam Stream script kaBopilel d1AQPOPEC NAPAMETPOUG TWV KAMEPWV ONWG TNV
MEyloTn TIWN Tou frame rate, To anti aliasing, To bit rate kabwg kal To ID oTo onoio Ba
ouvdeBei. Eniong To script autd eival unevBuvo yia va dnuioupynoel VR stream anod
TIG KAPePEG. To interpupillary distance €ivai 64mm (IPD).
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aming C Static v Right Eye

ag Untagg

Transform

Bl v VR Cam Stream (Script)

Eikova 16: Left Eye Render Streaming Camera-Eikova 17 Right Eye Render Streaming
Camera

MediaStreamTrack CreateTrack() {

RenderTextureFormat format = TC.GetSupportedRenderTextureFormat (SystemInfo.graphicsDeviceType);
RenderTexture rt = RenderTexture(streamingSize.x, streamingSize.y, depth, format) {
antiAliasing = antiAliasing
¥
.Create();

for ( i =8; i < cameras.Length; i++) {

cameras[i].targetTexture = rt;
cameras[i].rect = Rect( Vector2(i / cameras.Length, ef), Vector2(l / cameras.Length, 1f));

return oStreamTrack(rt);

Eikova 18 Suvaprtnon CreateTrack
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>Tnv €ikova 18 aiveTal €va KOPPATI anod Tov Kwdlka Tou script To onoio neTuxaivel
To VR stream. Apxika anokTdel eva format yia render texture cUU@WVa PE TO YPAPIKO
API (OpenGL, Vulkan, DirectX) nou xpnoidorolei n €@appoyn. ZTnV OCUVEXEID
onuioupyei €va render texture (TUnog texture nou dNUIOUPYEITAI KAl EVNUEPWVETAI
kKabwg n Unity ekTeAei To npoypapua) pe Baon 1o format. 'Ensita To render texture
auTo yivetal To target texture Twv kKapepwv To onoio onuaivel 0TI avTi N KAPEPA va
kavel render kateuBeiav otnv 006vn To Kavel Oc €va texture. TéEAoc TonobeTel Ta
anoTeAEOPATA TWV KAPEPWV PECA oTo render texture To €va dinAa oTo aAAo, auTd
divel Tnv divel Tnv duvaToTnTa va ocuvduaoToUV Ta AnoTEAEONATA TwV dUO KAPEPWV
o€ €va video stream.

Ta game object Head, Left controller kai Right Controller éxouv kai Ta Tpia To Apply
VR Data script ora components Touc To onoio spapudlel Ta dedoueva BonG Kal
nepioTpo®ng Tou VR ano Tov Client oTov Server.

v Head

ag Untagg

Transform

Apply VR Data (Script)

Head

Eikova 19: Head

v Left Controller

ag Untagged

Transform

Apply VR Data (Script) ? : Apply VR Data (Script)

Left 1dex Ri glﬂ t

Eikova 20: Left Controller Eikova 21: Right Controller
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>TIC NAPAKATW EIKOVEC paivovTal Ta components Tou WebXR Streamer. To WebXR
Streamer nepiéxel Teéooepa script. To Client Streams, VR Input Manager, Controller
Input Manager kai Camera Controls.

VR Input Manager (Script) e

Eixova 23: VR Input Manager script
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B ~ controller Input Manager (Scr @ 3t

Event (Hand, Button

Eikova 24: Controller Input Manager kai Camera Controls script

To Client Streams €ival uneUBuvo yia Tnv diaxeipion Tov streams nou BEAOUME va
petadwooupe otov Client. Mapatnpoupe oTtnv €ikdéva 22 OTI Ta Stream nou
peTadidovTal atov Client €ival o1 KAUEPEG yia To ApioTEPO Kal To de&i YaTI Kabwg Kal
To Audio Streaming.

To VRInputManager €ival unetBuvo yia Tov XEIpIoPo Twv dedopEVWY ano Tov client.
Mio ouykekpiyeva dexeTal remote input and Tov client kai To evowpaTwvel oto Input
system Tng unity. Eniong av xpnoiygonoleital VR headest dexeTal dedopeva B€ong Kal
nepioTpoPng Tou headset kal Twv controllers. ZTnv nepinTwon nou dev undapxel VR
headset ouvdedepévo To script Camera Controls evepyonoisital kai divel Tnv
duvaToTnTa Kivnong TnG KApepag otov client and To NANKTPOAOYIO KAl TO MOVTIKI.

TéAog To Controller Input Manager script diaxeipiCeTal input data ano Ta controller
onwg trigger, grips KTA Kal Ta JETATPENEI O€ events.
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4.4 AnoTeAEoparta neipapaToc

[ Diplomatiki_ergasia - HDRPVR - PC, Mac & Linux Stz ne - Unity 2020.3.44f1 Personal <DX11>

File Edit Assets GameObject Component Window Help

Eikova 25: Tpiodidorarn oknvn ornv Unity

jalone - Unity 2020.3.44f1 Personal <DX11>

ject Component Documentation Window Help

A Wv Gizmos v

€ HDRPVR
@ Render Str ) S
¥ WaterBlock_50m

Eikova 26: TpigdiaoTarn nAnppupiogévn oknvn otnv Unity

>TIC €IKOVEC 25 kal 26 napouoidlovTal ol eNIBUPNTEC okNVEG TNC Unity nou
peTadidovTal.
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A WebXR Unity Render Streaming X 4+

“ C @ fusedvr.com/rendering/# Qe x »0@ :

™M Gmail @ YouTube B¥ Maps W3 Media Capture and. WebRITC 1.0: Real-Ti.. 3, Get started with We, # Video Code SDK|.. @ Synchronous Remo, Unity WebRTC Guid... ) GitHub - leandrom. T [PDF] The Remote.

Eikova 27: MeTadoon €1kovag

A WebXR Unity Render Streaming X +
“ C @ fusedvrcom/rendering/# Qa2 x »0@ :
M Gmail @B YouTube B¥ Maps W3 Media Capture and. WebRTC 1.0: Real-Ti.. 3, Getstarted with We... @3 Video Code SDK|.. @ Sync Unity WebRTC Guid... () GitHub - leandrom... T [PDF] The Remote.

Eikova 28 MeTadoon nAnUMUPICHEVNG EIKOVAG

>Tnv €lkova 27 ¢paiveral n oknvn Tng Unity apou petradobei and tnv Unity oTov
client ano pia ouykekpigevn onTIKA ywvia. Av o XpHoTng dev XpNOILONOIEI KAMoIo
HMD pnopei va yetakivnon Tnv KApepa Pe NANKTPA and 1o NANKTPOAOYIO
OlaPopeTIKA pnopei va eniAgEel To koupni “Enter Virtual Reality” yia va apyioel va
BA&énel oTepeookonika peoga and To HMD kai va xpnoigonolgi Ta controllers yia va
aAAnAenidpaon HE ToV €IKOVIKO KOOHO. TEAOG, OoTNnV €ikova 28 napouoidldeTal n oknvn
TNG unity €xovTag evowuaTwoel dedopeva vepou.
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4.5 AEloAoynon MNeipapartog

MNa Tnv a&loAdynon Tou NeIPAPaToc Xpnoigonoindnkav dUo KAPTEC YPAPIKWV ano
01aPopPETIKEG €Talpiec, TNG AMD kar Tng Nvidia kabwg o1 kapTeg ypapikwv TnG Nvidia
divouv Tnv duvaTtoTnTa oToV XpNnoTn va xpnoiygonoinosl hardware encoding To onoio
onuaivel oTI ol KApTeG £xouv €101KO hardware yia Tnv kwdikonoinon Twv frames kai
d0gv XpnoigonoloUv TouG MUPHVEC TOUC PE anoTEAEOPa va au&nBouv Ta frame per
second Tn¢ spappoync. Enionc afilel va avagepBei OTI xpnoigonoinbnke yia To
neipapa To HDRP (High Definition Rendering Pipeline) yia Tnv dnuioupyia ypaQikwyv
UWNAAG nIoTOTNTAC. TNV NEPINTWON TNG KAPTAG ypa®ikwv TnG AMD nou Jev
xpnoipgonolsital hardware encoding Ta fps kupaivovTal ano 27 péxpl 33 evw PE TNV
kapTta ypa@ikwv TnG NVDIA kupaivovTal and 52 pexpl 57. MapatnpoUpe OTI EVvw N
EQApHOYN NETUXAIVEI TNV ANOMAKPUOHEVN anodoon o€ VR dev TO METUXAIVEI OTnNV
10avikn nepinTwaon n onoia 6a nrav 90 fps woTe va Taipialel ye Tov pubpud avavewong
TwV nepiocoTepwv HMD. Ta anoTeAEoPATa Tou NEIPAPATog ennpealovTtal aiodntda ano
TOV TUMO Kal TNV TaxuTnTa Tou JIKTUOU oUVOEONG. TNV MEPINTWON TOU NAPOVTOG
neipapaTtog n diadiktuakn ouvdeon napouciale npoBARUaATa Ta onoia €ixav APECO
avTikTuno oTo TeAIKO anoTeAEopaTa.
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KepaAaio 5: Zupynepaopata-MpoTaoeig
5.1 Jupnepaopara

H anopakpuopevn anodoon yia VR napouoidlel noAAd NAEOVEKTAMATA MOU E£XOUV
ONMAVTIKEG EMINTWOEIC YId TO MEANOV TNG EIKOVIKNG MPAyhatikoTnTtag. Me Tn
HETAQOPTWON TOU UMOAOYIOTIKOU (POPTOU £pyaciac ot 10XUPoUC AMONAKPUOHEVOUC
OIOKOMIOTEC, N ANOUAKPUCHEVN anodoaon BEATIWVEI TNV €nidoon, ENITPENOVTAC ONTIKA
EVTUNWOIAKEG Kal KABNAWTIKEG gunelpieq VR akOUN KAl O OUOKEUEG UE MEPIOPICHUEVN
UMoAOYIOTIKN 10XU. EninA&ov, N anopakpuouevn anodoon npowbei Tn ouvepyaaoia o€
NPAyhaTikd Xpovo Kal TIC €UNEIPiEC NOAAWV NAIKTWV oTo VR, €NITPENOVTAC OTOUG
XPNOTEG va aAAnAenidpoUv PETAEU Toug aveEapTnTa and Tn QUOIKI Toug TonoBeaia.
AuUTO £xEl EQApPOYEC oTa naixvidia, Tnv eknaideuon Kai TI¢ BIoPNXavieg nou anairouv
anopakpuopevn opadikn epyacia. QoTO00, NPENEl va AVTIMETWNIOTOUV MPOKANCEIG
onwg ol neplopiopoi Tou bandwidth kar Ta {nTAupaTa Tou latency yia va napexeral pia
anpOOKONTN EUMNEIPIa anopdakpuopevng anodoons. EninAgov, npenel va epapuolovTal
METPA aopAA&giag dedOPEVWY YIa TNV NPOCTACIA TWV NANPOPOPIWV TOU XPNOTN KaTd
TN MeTaAdoon OedOMEVWV OE  ANOMAKPUOMEVOUG OIAKOMIOTEG. ZUVOAIKA, N
anopakpuopévn anddoon yia VR avoiyel veeg duvaToTnTEG KAl NPoOdoUC 0€ AuTOV TOV
ToMEa. 'Exel Tn duvaTtoTnTa va KaTaoTnoel TIC €unelpiec VR uwnAng noidotnTag
NnpooBAcCIYeC O €va eupUTEPO KoIvO, va evBappUvel Tn ouvepyaocia Kal TIG
aAANAenidpdaocsic  NoAAWV  NAlKT®WV. AvTigeTwnidovrag TIC NPOKANCEIC  Kal
dlacpalifovTag TNV acPaieia Twv 0edOPEVWY, N ANOUAKPUCHEVN anodoon KNopeEi va
(PEPEI ENAvVACTACN OTO TOMIO TNG EIKOVIKNG NPAyNaTikOTNTAG KAl va avoi&el To dpouo
yla €va nio KadnAwTIkO Kal O1a0UVOEDEPEVO HEAAOV EIKOVIKNAG NPAyHaTIKOTNTAG.

5.2 MpoTaosic

MNa Tnv BeATioon Tou epyale€iou nou ulonoinbnke oTnv JINAWMATIKA €pyacia
NPOTEIVOVTAl Ol NAPAKATW EVEPYEIEG:

1) H enidoon TnG epapuoyng e€aptdaral o Peyaio Babud ano Tnv KApTa ypaPIkwv
nou xpnoiuonolei o rendering server. Av o rendering server Xpnoldonolei kapTa
ypa®ikwv TnG AMD, auTo €xel wG anoTeAeEoua va Tpexel nepinou oe 30 fps Ta
ornoia €ivalr xaunAd evw oTnv nepinTwon nou Xpnoiyonolei kapta Tng NVDIA
TpExel nepinou og 60. Ta 60 fps BewpouvTal ANOJEKTA YIA EQAPHUOYEC NOU Oev
xpnoigonoiouv VR kal oTnv MgPINTwon TNG €EIKOVIKAG MpaypartikoTnTag
BewpeiTal o eAaxioTog apiBudg. H 1davikn nepinTwon yia EPApPoyeEG EIKOVIKAG
npayhaTikoéTNTAg €ival navw ano 90 fps yia Tnv nio ohaAn ePneipia Tou XpnoTn
Kal TNV ano®uyn Tou motion sickness. ONoTe n epappoyn Oa npenel va yivel
optimized woTe 0 XpAOTNG va PMNOPEI va €XEI TNV MO OMAAN EUNEIPIA EIKOVIKNAG
npayuaTikoTNTag aveEdpTnTa and Tnv KAPTA YPAPIKWV MOU XPNOIMOMOIEl O
rendering server.

2) H e@appoyn autn dnuIoupynbnke woTE va PNOpPoUHE vad XPNOINOMOINOOUNE
acUppaTto HMD kaBwg kal va YnopoUpE va eAEYEOUME €va UBPAUAIKO €pyo N
€va KTNPIo To onoio €xel unooTei nuia and nAnuuUpa Xwpic va BpiokOPaoTe
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oTtnv TonoBeoia autn. Ma Tov Adyo auTto Ba npenel va Xpnolgonoinbouv
0edopEVA O€ NpaypaTiko Xpovo, oTiIdANoTe aAAo Ba BswpnBei pia npooopoiwaon
TNG KATAoTaong n onoia Ynopei va pnv €ival avrinpoowneuTikn. KabopioTiko
POAO YIa TNV BEATIWON TOU OUYKEKPIPMEVOU INTAMATOG dladpapaTilel 0 TOPEAC
NG PWTOYpAPUETPpiag. O OUYKEKPINEVOC KAADOG eEeAiooeTal paydaia Kal
O1€IodUEl O MOIKIAOUC TOMEIC ONwC n Yewpyia, dacokopia, KTnvoTpo®ida,
xwpoTtafia akdépa kalr orn Olaxeipion (PUOIKWV (AIVOUEVWV HECW EVAEPIAC
EMIOKONNONC HE XPAON CUCTNNATWY N ENAVOPWHEVWV AEPOTKAPWV (ZUNEA).
Ta ZpnEA oupBdalouv OTnNV XApToypa@non VYEWYPAPIKOV OcdOPEVWV ME
YPAYOPO KAl OIKOVOUIKO TPOMO akOua KAl O NEPIOXEC Nou OEV EUVOEITAI N
npooBaciyoTnTa.
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