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The Analysis on Fundamental Objects of Distributed
Virtual Reality Systems

Zheng Yuan Li Sikun
( Department of Computer Sciences NUDT, Changsha, 410073)

Abstract Having studied a few systems, we present a frame of the essential soft—
ware architecture for distributed virtual reality systems. In this paper, we investigate the
fundamental objects with object-oriented principles and discuss several concrete imple—
mentation problems of some objects.
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