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Parallel Realities?
The Requirements of Web3D
and Immersive VR

Nicholas F. Polys

Abstract — This workshop intends create shared undersatnding between the VR and Web3D Communities. While the two fields
of Web 3D graphics and VR 3D graphics have tended to view their technology as different beasts, they have many of the same
requirements in terms of virtual world content - modeling, lighting, animation, and interaction/direct manipulation. Indeed,
commodity hardware and open-source software advances enable a spectrum of immersion- not an all-or-nothing proposition or
‘just for national labs only’.

This workshop will highlight common interests in seamless access to network-based VR content and resources. We will look at
the philosophies and feature sets of various scenegraph tools including ISO-based scenegraph standards such as X3D/VRML
in immersive contexts. For example, what are common requirements for a data archive format that provides expressive runtime
or application behavior? Through multiple tool and application examples, we will attempt to illuminate the commonalities and
differences between the communities and develop a common roadmap of education and effort.

Index Terms — Computer Graphics, Data Storage Representations, Distributed Systems, Reusable Software

1 INTRODUCTION
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2 PARALLEL REALITIES?
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2.1 Immersive VR
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2.2 Web3D Standards
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3 REQUIREMENTS AND VALUE
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4 TECHNOLOGY PATHWAYS
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4.2 Architecture
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4.3 Encodings

D A
,%+81
@ .? ) 0
A81 D
1" %+81 '/
A 88 )

AddType model/x3d+xml .x3d
AddType model/x3d+vrml .x3dv
AddType model/x3d+binary .x3db
AddEncoding gzip .x3dvz
AddEncoding gzip .x3dbz
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5.1 Development
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5.2 Conformance
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