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Tele-Immersion

Abstract

Tele-Immersion realizes the combination of physically separated worlds in a virtual world
created by computers and networks. It is an active research topic due to the reach of CG
technology and fast computer network infrastructure. At the same time, visual data mining is
focused as analysis tools of bioscience and weather, because it helps the exploration of
semantics from enormous number of image data. This paper introduces the trend of such
technologies and recent collaborated visual data mining technologies under tele-immersion
environments. The paper also discusses about the future of CG technologies as communication
tools.
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Tele-immersion

(http.//www.internet2.edu/)

Bellcore
VideoWindow[Video]
Hydra[Hydra] ClearBoard[NTT]
ClearBoard
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3.1 VR
VR CG |. Sutherland
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HMD
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Scientific Computing and

Visualization Deep Vision Display
Wall DVDW  http://scv.bu.edu/Wall/
PC
1024x768
2x2 DVDW
2048x1536 DVDW
4x3 4096x2304
4.6m x 2.4m
LINUX
PC

Deep Vision Display Wall
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Voxel
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Virtualized Reality
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24 PC
[Hash] ccD
3.2 3D Room
20 feet x 20 feet x 9 feet
Carnegie Mellon
University
1993 Virtualized Reality

http://www.ri.cmu.edu/labs/lab_62.html
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Image Based Lighting : IBL

IBR IBL Paul Debevec
(http://www.debevec.org)
Debevec

Virtualized Reality D Room CG
oo P ccb 2002 SIGGRAPH
LED
LightStage3
The [Debevec]
University of North Carolina at Chapel Hill
(Henry Fuchs)
Imperceptible Structured
Light: ISL
IBR, IBL
[Fuchs] ISL CG
HDR image
High-Dynamic Range image
IBL RenderMan CG
RenderMan
Releasell, https://renderman.pixar.com/
ISL
ISL IBR
“seeing is believing” -
3.3

Image Based
Rendering : IBR
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3.2

Virtualized Reality
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