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Proposal of Virtual Traditional Crafting System
on Multi-displays Environment

Go Chiba Yoshitaka Shibata

Graduate School of Software and Information Science
Iwate Prefectual University

So far, most of virtual reality systems have used dedicated graphics engines and polyhedral display
equipment to realize high immersive VR environment. However, since those hardware devices are so
expensive, ordinal user cannot easily introduce for his purpose. Those systems also hard to interoperate with
multiple user over network.

On the other hand, as advent of broadband network and high performance PC with high definition video
card and monitor, more cost effective VR system can be realized by combining multiple number of high
performance PCs and display monitors, so called tiled display.

In this paper, we propose a traditional virtual crafting presentation system using the tiled display system.
The prototype system is constructed and the simple traditional virtual crafting presentation system is
implemented using 4 PCs and LED monitor connected over gigabit-network.
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