PATCH-AWARE AVERAGING FILTER FOR SCALING IN POINT CLOUD COMPRESSION
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With the development of augmented reality, the delivery and storage of 3D content have become an
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important research area. Among the proposals for point cloud compression collected by MPEG, Apple’s Test I g _ . . . vartat ! ‘

Model Category 2 (TMC2) achieves the highest quality for 3D sequences under a bitrate constraint. However, * Fitting all projected patches onto an image of pre-fixed size [, X1, * 2D:PSNR Down- [ Up- | 2DImageB [ patch-aware | image C
the TMC2 framework is not spatially scalable. In this paper, we add interpolation components which make * Occupancy map to record whether a pixel is occupied or not * 3D: MSE defined below sampling )  [_sampling Averaging Filter | 2[1
TMC2 suitable for flexible resolution. We apply a patch-aware averaging filter to eliminate most outliers which * Pixels between patches are filled with value of nearby pixels
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result from the interpolation. Experimental results show that our method performs well both on objective

, , , * Packing image is shown below (for texture, for geometry and occupancy map)
evaluation and visual quality.
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