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The Generation of Cube Panorama Virtual Reality Environment

Jong-Chan Lee’ - Eung~Kon Kim"

2 %

F7H349] VRE T83l7] 913 Panorama 7| &3 AME-9] VRE F837] 93 Object 71
v ok @A71A ¢} 71€ F Object VROl tidted A& #2A7F Object® 4, 3, &, 2 3

g, 4 7153 AHUE 2 5 gle dAFS HE wHS A F AT Panorama VRe X @
ABojA & A F} '94 Ao F¥Fog Hate THo JFHAY FHHA R dAS 2ol glv 43
ojt}., webd B Ao AE Panorama®l 71¥-A 7l'd ¥} Panorama VR AZ#AA L Fsto 43t £de] HA
2ate 33 e ﬁ}‘l}ﬁ} o, skl BEE R 715EA sk FHERIY MR E dioly gAg st
o] Panorama VR ¥4 TA3IEE ?lu}

ABSTRACT

Virtual Reality technology is divided two parts : Panorama technology to embody VR on space and
Object technology to embody VR of things. About Object VR technology until present, they provided a
cube access way, then observer can see object up, down, left, right side and zoom-in, zoom-out, but there
is a fact that up-and-down expression is distorted or shows shortcoming that is not expressed by limited
situation of manufacture way in Panorama VR’s expression. Therefore, in this research, we examine the
shortcoming that do not become top-and-bottom expression through basic concept of Panorama and
Panorama VR manufacture process and do to propose cube type of new data format that permit
up-and-down expression as a real world and compose Panorama VR space.
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Fig. 1 Panorama view from a single point in space
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Fig. 3 Processing of picture capturing
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Fig. 4 Processing of Panorama development
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struct CubicViewAtom {
Float32 minPan;
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Float32 maxPan;
Float32 minTilt;
Float32 maxTilt;
Float32 minFieldOfView;
Float32 maxFieldOfView;
Float32 defaultPan;
Float32 defaultTilt;
Float32 defaultFieldOfView;
I3
typedef struct CubicViewAtomCubicViewAtom;
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minPan 0.0
maxPan 360.0
minTilt -90.0
maxTilt 0.0
minFieldOfView 5.0
maxFieldOfView 120.0
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struct CubicFaceData {
float orientation[4];
float center(2];
float aspect;
float skew;
|
typedef struct CubicFaceDataCubicFaceData;
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Table. 1 Values for cube faces
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Fig. 6 Value for QTVR cube
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