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Introduction

Presents a new video compression 
approach

�Triangle (or arbitrary) shape polygon 
texture unit for reducing spatial and 
temporal redundancies

�Partitions raw video frame data to polygon 
texture blocks first, and then predicts, 
transforms, quantizes and compresses the 
partitioned polygon textures

�Achieves approximately 20% bit-savings 
compared to HEVC
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Polygon Texture Unit
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Polygon Texture Unit
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Polygon Unit Encoding

Performance Comparison

Encoding parameter set of the proposed method
� Average number of polygons per frame (150~300)
� Affine transform motion vector search range (4~8 pixels)
� Motion vector precision (1/4 pixel)
� Maximum polygon partitioning depth (3) 
� Group size of quantized DCT coefficients for CABAC (16)

Encoding parameter set of HEVC
� Low delay main
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Conclusion

� Got an unexpected good result with the polygon 
texture unit and want to let JCT-VC knows.

� Want to suggest JCT-VC to make an ad-hoc 
approach with the proposed polygon texture unit 
visual encoding.


