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We have developed intra-frame and inter-frame coding algorithms for 3D mesh sequences generated by
multiple cameras, which we call Time-Varying Meshes (TVMs). For this purpose, mesh segmentation
into patches with patch alignment using principal component analysis (PCA) is proposed. The patches
are used as minimum units to eliminate spatial and temporal correlation of the TVMs. For intra-frame
coding of geometry data, spectral compression using the Kirchhoff matrix was employed and that of
color texture was conducted using vector quantization (VQ). The inter-frame coding of geometry data
and color texture was achieved by the combination of patch-based matching and simple scalar quantiza-
tion. As a result, the TVM data were efficiently compressed to 1/8 and 1/12 by intra-frame and in-
ter-frame coding, respectively.
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