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Abstract ; With its unique sense of immersion and interactivity , virtual reality technology is increasingly widely used in various fields such
as games and live broadcasting. Rendering technology is one of the core links of virtual reality ,and only rendering on the local client is

the main rendering scheme at present. Due to the large amount of computing resources required for real—-time rendering, virtual reality ap-
plications have problems such as high response delay ,low image refresh rate, poor image quality and complex virtual scenes. To solve the
above problems, we propose a low latency collaborative rendering method in virtual environment.
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Firstly, the complex virtual
environment between foreground interaction and background environment is split. Secondly, the background environment with a high

rendering workload is offloaded to the server for processing. Finally,the complex background is segmented and encoded in the way of
panorama through motion trajectory prediction and transmitted to the client for merging with the foreground rendered content. After ex-

perimental verification, the collaborative rendering method can further reduce the CPU/GPU utilization and network latency in the
transmission process,and improve the frame refresh rate,thus achieving high definition and low latency interaction.
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