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Abstract Artificial images include a lot of edges and homogeneous tone areas. Mosquito noise and pseudo tone
is occurred by the discrete cosine transform and the quantization for such images. It is in H.264/AVC that losing
texture and changing edge directions are occurred. We have proposed a still image coding based on vector repre-
sentation to provide a solution to the above problems. In this paper, we show the cause of losing texture, and thus,
we propose video coding method using vector representation. At first, we examine edge area modeling optimized
vector representation. Then, we describe the difference between an input signal and low-frequency-component on
edge areas using over-sampling and average filter technique. The proposed method keeps the image quality near
edge areas. We confirm the validity of the proposed method through some edge detection experiments.

Key words Mosquito noise, edge disappearance, edge model, vector representation, image coding.
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Fig.1 Intra 4x4 prediction mode directions
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Fig.2 Gray levels of 4x4 block at qp = 28.
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Fig.4 Edge reagion [Original, Reconstructed at qp = 32]
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Fig.5 Edge modeling using continuous signal with periodicity.
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Fig.6 Edge modeling using discrete signal with periodicity.
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Fig.7 Proposed edge model and high-frequency-component of an input image.
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