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Errorpredictab le adaptive dead reckoning algorithm
Zhou Zhong W eiSheng Zhang Guofeng WuWei

(State K ey Laboratory of V irtua | Realiy T echnology and Systans B eijing Un iversity of A eronautics and A stonautics Beijing 100191 Ch ina)
Abstract A dead reckonng algorihm was presented which is suitable for fistperson shootng games
A vatars moving directons change frequently and their traces consist of continuous broken lnes A ccording to
the features first order derivative polynam ial and lnear convergence algoritms were selected for positon ex-
trapolatbn and convergence respectively Avatarsmoving state was used to pred ict extrapolation eror and ad
st convergence procedure dynan ically Extrapolatbn poly was changed w ith the distance betveen avatar
and its observer n ower to reduce state update packets Experment results show that the positbn extrapo lation
algorithm can reduce state update packets and deviation of reckon ng trace n first-person shooting game
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