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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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li. Cube Panorama VR 3
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struct CubicViewAtom {
Float32 minPan:
Float32 maxPan:
Float32 minTilt:
Float32 maxTilt:
Float32 minFieldOfView:
Float32 maxFieldOfView:
Float32 defaultPan:
Float32 defaultTilt:

Float32 defaultFieldOfView:
I
typedef struct CubicViewAtomCubicViewAtom:
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minPan 00
maxPan 360.0
minTilt -90.0
maxTiit 90.0
minFieldOfView 50
maxFieldOfView 1200
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struct CubicFaceData {
float orientation(4];
float center[2}:
float aspect:
float skew:

typedef struct CubicFaceDataCubicFaceData:
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