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Abstract

Multiple video streams control

for the synchronous delivery and playback

Yoshiyuki KOMATSU

Recently, many kinds of video streaming services are provided by various providers
on the internet. The internet can deliver multiple videos to multiple clients at the
same time. In fact, the clients can combine various videos freely and watch them
simultaneously. However, the videos simultaneously delivered must be synchronized
with some playback timeline as to their simultaneity and relativity. They need the
strict synchronization. Independent video sources asynchronized also must be accorded
to their common clock when they are watched. Especially, it is important to absorb
time-lag and jitter caused by differences of distance and paths from delivery servers
when videos are delivered via the internet based on best effort policy.

In this paper, a system which can make various video streams synchronized without
any damage by network conditions during a playback is proposed. The client is able to
see the streams delivered simultaneously via the internet. This system can develop a

new way to have a fun in watching Internet video streaming services.

key words streaming, braoadcasting, synchronization, multipoint, multi stream
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