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1 Introduction
After MPEG134, WG7 released a draft Call for Proposal on mesh coding. The targeted content consists of dynamic mesh with time varying connectivity information and possibly time varying attribute maps as this type of content is not supported by the existing standards. This document presents selected sequences for developing the envisioned dynamic mesh coding standard. It is noted that although material currently available in the 3D graphics coding group represents humans only, other kind of content would be desirable as well. Content discussed in this document can be downloaded from MPEG content storage site with appropriate credentials. 
2 Content for Mesh Compression
2.1 Presentation
The mesh sequences contemplated for the CfP come from different sources and have different properties which are discussed below. It is worth noting that the draft CfP [1] is currently proposing two different categories: category C1 including meshes with mapping information and attributes maps and category C2 including meshes with vertex attributes. Content generation for the CfP is documented in [2]. Sequences can be downloaded from [3].

native untracked mesh: Owlii [4] (C1)
Owlii Basketball player and Dancer are content used during V-PCC standardization development after conversion to point cloud format. The original versions are untracked meshes i.e. connectivity information (e.g. vertices number) varies over time. Mesh density is sparse for the body and limbs but rather dense for capturing face details.
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Figure 1: Owlii Dancer and Basketball player sequences
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Figure 2: Owlii Basketball player mesh layout

remeshed point cloud: 8i [5][6] (C1 & C2) and XD Productions [7] (C1)
8i longress, soldier, loot and red and black content ([5][6]) as well as XD Productions  football juggler ([7]) content are originally represented in point cloud format. A remeshing process has been performed to generate mesh from point cloud as documented in [2]. The process generates an untracked mesh which density is driven according to parameters. 8i content is derived as meshes with mapping information and attributes map (category C1) and meshes with color per vertex (category C2).
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Figure 3: 8i, longdress, soldier, loot, red and black sequences
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Figure 4: 8i, longdress for C1
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Figure 5: 8i, longdress for C2

XD Productions content ([7]) has the particularity to comprise two objects (the player and the ball) which are merged when the foot of the player is in touch with the ball.

It is remarked that XD Productions aim at providing another mesh content for MPEG135.
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Figure 6: XD Productions, football juggler sequence

native tracked mesh: VoluCap [7], V-sense [8] (C1)
VoluCap content ([7]) has (partly) stabilized connectivity information over time (e.g. either number of vertices or inter-vertex connectivity layout…): this is a tracked mesh content, possibly with Key Frames. Actually, only topology and geometry are tracked, not the UV coordinates or the texture map.

[image: ][image: ]
Figure 7: VoluCap, Mitch, and Thomas sequences

V-sense content ([8]) has stabilized connectivity information over time. The Levi sequence, presenting interesting motion, is under consideration for inclusion in category C1.
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Figure 8: V-sense, Levi sequence
2.2 Characteristics

Details of content generation are provided in [2]. 8 sequences are currently selected for category C1 (see Table 1) and 4 for category C2 (see Table 2). Characteristics of the candidate sequences are summarized in the following table.
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Table 1: Category 1 – meshes with mapping information and attribute maps
	Seq. name
	Provider
	#frames
	FR(Hz)
	Native
mesh?
	# vertices
	# faces
	tracked?
	Texture
resolution
	Proposed Frame Range

	Dancer
	Owlii
	600
	30
	Y
	20K
	40K
	N
	2Kx2K
	1-300

	Basketball
	Owlii
	600
	30
	Y
	20K
	40K
	N
	2Kx2K
	1-300

	Longdress
	8i
	300
	30
	N
	22K
	40K
	N
	2Kx2K
	1051-1350

	Soldier
	8i
	300
	30
	N
	22K
	40K
	N
	2Kx2K
	536-835

	Football
	XDProd
	120
	25
	N
	25K
	40K
	N
	2Kx2K
	445-744

	Mitch
	VoluCap
	475
	25
	Y
	16K
	3K
	Y
	4Kx4K
	1-300

	Thomas
	VoluCap
	748
	25
	Y
	16K
	3K
	Y
	4Kx4K
	618-917

	Levi
	Vsense
	150
	30
	Y
	20K
	40K
	N
	4Kx4K
	0-149




Table 2: Category 2 – meshes with vertex attributes
	Seq. name
	Provider
	#frames
	FR(Hz)
	Native
mesh?
	# vertices
	# faces
	tracked?
	
	Proposed Frame Range

	Longdress_vox10
	8i
	300
	30
	N
	650K
	1.3M
	N
	
	1051-1350

	Soldier_vox10
	8i
	300
	30
	N
	900K
	1.8M
	N
	
	536-835

	Loot_vox10
	8i
	300
	30
	N
	650K
	1.3K
	N
	
	1000-1299

	Redandblack_vox10
	8i
	300
	30
	N
	630K
	1.3M
	N
	
	1450-1749
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