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Overview
In the current work on multiplayer virtual reality, the research has focused largely on the visual aspect combined with text.
Audio is often neglected and when present typically ignores the structure of the virtual world. In this work, we present a new
system which integrates the audio, visual, and 3D structure of the virtual world. Specifically, our novel conftribution is the
creation of a system which models the effect of the 3D world structure upon the audio and visual aspects in a natural and
intuitive manner for a massive multiplayer world: players in the virtual world can now talk with each other as in real life.

This massive multiplayer system with integrated realistic audio, visual and 3D structure is the first of its kind.
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© Novel method for high-performance real-time estima-
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- number of nearby clients originate from the visual location of the players that are
talking, with the correct volume level.
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