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Global Motion Estimation for Sprite Production and Application to Video Coding
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Fig.1 Flowchart of GM estimation algorithm.
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Fig.2 Distribution of motion vectors and derivatives
in the feature space.
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Fig.3 Concept of cluster selection method.
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Fig.4 Flowchart of cluster selection method.
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Table 1 Video sequences used for GM estimation ex-

periments.
Video Type | Frames | Segmentation mask
GM MSE
MIT sequence | SIF 1-150 | OFF OFF
Stefan SIF 1-150 | OFF ON
Anime SIF 1-150 | OFF OFF
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Fig.5 Effect of smooth block removal and cluster se-
lection.
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Fig.6 Sprite production using proposed GM.

oboooooooooooooobooooooon e
0o00ooo0o0ooooOoooooo GMOOO
gboooooooooooooobocooooooon
ooood

4. DO0DO0OODDO

0000O0OMPEG-4 VM Ver11[7]0 00000 2
000 “MITsequence” “Stefan”d “Coast guard”
03000000000000ooooooooon
000oooQQpPOOOCOUOOOIOLMEOOOO 20
GMEOOOO3000000000000000040
00000000000 oooooooPOOOO
oooooOooUooooooOoOoooOooooooog
OOMPEG40000000C0O0OOOOOOODOO
ooGMOO0OOO0OOOOOOOOOOOOOOOOO
00ooooooooooooo

4.1 00OOOO

00oo0oooooooooooooog

4.1.1 LMED Local motion estimationd O O O

DCT+ 0000000000 OOOOOOOOO

540

02 0000000000000
Table 2 Video sequences used for video coding ex-
periments.

Video Type | Frames | Framerate
MIT sequence | SIF 1-150 30
Stefan SIF 1-150 30
Coast guard SIF 1-150 30
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Table 3 Coding conditions and experimental results.

Coding effitiency (upper)kbps] and SNR (lower)[dB]
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Fig.7 Examples of decoded images.
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Fig.8 Produced static sprites.
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Fig.9 Examples of decoded images.
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