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them effectively, the interruption time is reduced.
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A Scheduling Method for Interruption Time
Reduction on Immersive Contents Broadcasting
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Due to the recent popularization of 3-D broadcasting, solid broadcasting us- 0000000000000 00000000

ing an immersive display has been attracted great attention. Although users
can enjoy solid contents, since they watch the image in only the partial re-
gion and the aspect is fixed, realistic sensation is low. In immersive contents

broadcasting, clients can play data without interruption. When the server de- t100000000000000

livers immersive contents in broadcasting, since the data size of each content is Graduate School of Natural Science and Technology, Okayama University
tremendous, interruption time in playing it becomes unrealistic. In this paper, t20000000000000000

we propose a scheduling method to reduce the interruption time on immersive Cybermedia Center, Osaka University

contents broadcasting. In our proposed method, by dividing the immersive con- t3 000000000

tent into continuous media data and discontinuous media data and scheduling The Kyoto College of Graduate Studies for Informatics
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Fig.1 Assuming structure of immersive broadcasting
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Fig.2 Example of broadcasting situation without separating immersive contents
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Fig.3 Example of a broadcast schedule under the simple method
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Table 1 Variables for formulation
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Fig.4 Example of a broadcast schedule under the ICB method
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Fig.5 Waiting time for starting data and the number of scenes
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Fig.6 Interruption time and the number of scenes
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Fig.7 Decrease rate of data size and number of scenes
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Fig.8 Total waiting time and interruption time according to playing time of scenes
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