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Interactive Volumetric Video
Streaming in Real-time with Low-
latency for Cloud-based Mixed Reality

Abstract: As there has been an increasing interest in
promising industries such as AR, VR, MR, and Metaverse, cloud-
‘ based streaming has been an active research and development
‘ t’ topic for video streaming in recent years. Examples of cloud-

/ based streaming system deployed by global companies are

4 Google Stadia, Nvidia CloudXR, Amazon Luna, Microsoft

: xCloud, etc. The purpose of the technology is to offload
intensive workloads for rendering to the cloud server and

provide reliable interaction to users through low-latency
streaming. This colloquium will represent the cloud-based

mixed reality streaming system in real-time with low-latency
corresponding to the above purpose, as well as the interactive
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