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Abstract

This White Paper gives a brief description of the differ-
ent technologies used in virtual and augmented reality
today. Furthermore, use cases are described in which
these technologies are used. The White Paper also
describes which formats are established in the field of
virtual and augmented reality and shows how JT fits in.

Disclaimer

This document is a prostep ivip Documentation (PSI
Documentation). Those are freely available for all
prostep ivip e.V. members. Anyone using these recom-
mendations is responsible for ensuring that they are
used correctly.

This PSI Documentation gives consideration to the 
prevailing state-of-the-art technology at the time of
publication. Anyone using PSI Documentations must
assume responsibility for his or her actions and acts at
their own risk. The prostep ivip Association and the
parties involved in drawing up the PSI Documentation
assume no liability whatsoever.

We request that anyone encountering an error or the
possibility of an incorrect interpretation when using
the PSI Documentations contact the prostep ivip 
Association (psi-issues@prostep.org) immediately so
that any errors can be rectified.

Copyright

I. All rights on this PSI Documentation, in particular
the copyright rights of use and sale such as the right to
duplicate, distribute or publish the Documentation
remain exclusively with the prostep ivip Association
and its members.

II. The PSI Documentation may be duplicated and 
distributed unchanged, for instance for use in the 
context of creating software or services.

III. It is not permitted to change or edit this PSI Docu-
mentation.

IV. A suitable notice indicating the copyright owner
and the restrictions on use must always appear.

Abbreviations, Definitions, References

AR Augmented Reality
BREP Boundary Representation
CGI Computer-Graphics Interface
COLLADA COLLAborative Design Activity
FBX Filmbox
HMD Head Mounted Display
JT Jupiter Tessellation
LOD Level of Detail
MR Mixed Reality
VR Virtual Reality
VRML Virtual Reality Modeling Language
X3D Extensible 3D
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