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Abstract

With the growing interest in next-generation immersive content, the moving picture experts group (MPEG) is researching
standardization for technologies related to immersive content. In immersive content, realistic 3D objects represent movement, and
dynamic meshes and dynamic point clouds are employed for expressing motion. However, these dynamic 3D objects used in
immersive content have larger data sizes than static 3D objects, necessitating efficient compression techniques. In response, MPEG
has developed standards for video-based dynamic mesh coding (V-DMC) and video-based point cloud compression (V-PCC). As
dynamic meshes and dynamic point clouds have different data structures, efficient transformation methods must validate and utilize
both standards effectively. This paper explains V-DMC and V-PCC and proposes a method for generating dynamic meshes using
the dynamic point cloud of MPEG.
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