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octrees

(57) Provided are methods and apparatuses for en-
coding and decoding three-dimensional object data,
which consists of point texture data, voxel data, or oc-
tree data. The method of encoding three-dimensional
object data involves generating three-dimensional ob-
ject data having a tree structure in which nodes are at-
tached labels indicating their types; encoding nodes of
the three-dimensional object data; and generating the
three-dimensional object data whose nodes are encod-
ed into a bitstream. The apparatus for encoding three-
dimensional object data includes a tree structure gen-
erator which generates three-dimensional object data
having a tree structure in which nodes are attached la-
bels indicating their types; a merging order selector
which merges the nodes of the three-dimensional object
data by referring to their labels; a node encoder which
encodes merged nodes; and a bitstream generator

which generates the three-dimensional object data
whose merged nodes are encoded into a bitstream. The
method of decoding three-dimensional object data in-
volves reading continue flag information from a bit-
stream of encoded three-dimensional object data and
decoding the continue flag information; decoding note
type information of the bitstream; decoding an 'S' node
if the note type information indicates that a current node
is an 'S' node and decoding a PPM node if the note type
information indicates that the current node is a PPM
node; and restoring the three-dimensional object data
whose nodes are encoded to a tree structure. The ap-
paratus for decoding three-dimensional object data in-
cludes a bitstream reader which receives a bitstream of
encoded three-dimensional object data; a node decoder
which decodes the bitstream; and a tree structure re-
storer which restores decoded nodes to a tree structure.
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Description

[0001] The present invention relates to a method and apparatus for encoding and decoding data, and more partic-
ularly, to a method and apparatus for encoding and decoding three-dimensional object data comprised of one of point
texture data, voxel data, and octree data.
[0002] One of the most fundamental goals of research on three-dimensional graphics has always been to generate
as much realistic graphic screens as real images. Accordingly, research has been carried out on rendering technology
using a polygonal model, and as a result, a variety of modeling and rendering techniques, capable of representing a
very realistic three-dimensional environment, have been developed. However, strenuous efforts and a considerable
amount of time are always required to establish complicated three-dimensional graphic models. In addition, a consid-
erable amount of data is needed for representing a very realistic and sophisticated environment, which may end up in
very low data storage and transmission efficiencies.
[0003] Currently, a polygonal model is generally adopted to represent three-dimensional objects in computer graph-
ics. In this technique, an arbitrary shape can be roughly represented by a set of colorful polygons, for example, a set
of triangles. Recent remarkable developments in software algorithms and graphic hardware have enabled a compli-
cated object or scene to be visualized into a very realistic, still (or moving) polygonal model in real time.
[0004] For the past few years, research has been vigorously carried out on a technique of representing a three-
dimensional object mostly because of difficulty in constructing polygonal models for a variety of objects in a real world,
complexity of conventional rendering techniques, and limits in representing images as realistically as possible.
[0005] An application program needs a considerable number of polygons to represent three-dimensional objects.
For example, a model for representing the human body in detail needs several millions of triangles, which is too many
to deal with. Even though recent developments in three-dimensional measurement technology, such as three-dimen-
sional scanning, make it possible to obtain sophisticated three-dimensional data whose errors are within an allowable
bound, it is still very difficult and very expensive to obtain a polygonal model that perfectly matches with objects. In
addition, a rendering algorithm for providing as realistic image representations as photographs is too complicated to
support real-time rendering.
[0006] In the meantime, there is a relatively new method of representing or rendering an object having a complex
geometrical structure, i.e., depth image-based representation (DIBR), which has been adopted in MPEG-4 Animation
Framework extension (AFX). While polygonal meshes are generally used to represent objects in computer graphics,
a set of reference images that cover a visible surface of a three-dimensional object is used to represent the three-
dimensional object in DIBR. Each of the reference images is represented by a depth map, and the depth map presents
an array of different distances between pixels on an image plane and the surface of the three-dimensional object. One
of the biggest advantages of DIBR is that objects can be represented with high quality by simply using reference images
without using polygonal models. In addition, the complexity of rendering a DIBR view is determined solely depending
on the number of pixels constituting the DIBR view (i.e., the resolution of the DIBR view), irrespective of the complexity
of a scene. DIBR includes SimpleTexture, PointTexture, and Octreelmage. PointTexture represents an object with
PointTexture pixels seen from a predetermined camera position. Each of the PointTexture pixels is represented by its
color and depth (a distance between each of the PointTexture pixels and the predetermined camera position) and other
properties that help PointTexture rendering. A plurality of pixels may possibly be provided along lines of sight. A Point-
Texture image is generally comprised of a plurality of layers. FIG. 1 illustrates a simple example of a one-dimensional
PointTexture image. PointTecture requires a considerable amount of data to realistically represent objects. In general,
the more realistic images, the higher sampling density and the more data needed to be processed. Therefore, efficient
compression of PointTexture images is strongly required. FIG. 2 illustrates node specifications of PointTexture. In FIG.
2, 'depth' and 'color' fields are the ones to be compressed.
[0007] Until now, research has not much been carried out on PointTexture, and thus there are only few conventional
PointTexture-based methods. One of the conventional PointTexture-based methods is a layered depth image (LDI)
compression method which has been disclosed by Dual and Li in "Compression of the Layered Depth Image", IEEE
Trans. Image Processing, Vol. 12, No. 3, pp. 365-372, March 2003.
[0008] In the prior art, JPEG-LS algorithms have been adopted to compress depth information. On the other hand,
color information is compressed using existing coding standards. However, such JPEG-LS algorithms do not support
progressive data compression and progressive data transmission.
[0009] In the meantime, a method of compressing a three-dimensional voxel surface model using pattern code rep-
resentation (PCR) has been disclosed by C. S. Kim and S. U. Lee in "Compact Encoding of 3D Voxel Surface Based
on Pattern Code Representation, IEEE Trans. Image Processing, Vol. 11, No. 8, PP. 932-943, 2002. However, this
method does not use a hierarchical octree structure and cannot facilitate progressive compression schemes. In addi-
tion, an octree-based data compression method [ISO/IEC JTC1/SC29/WG11 14496-16: 2003, Information Technolo-
gy-Coding of Audio-Visual Objects- Part 16: Animation Framework extension] has been developed for MPEG-4 AFX.
However, this method, like the above-mentioned conventional methods, cannot provide progressive bitstreams.
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[0010] The present invention provides a method and apparatus for encoding and decoding three-dimensional object
data comprised of point texture data, voxel data, and octree data, which can compress depth image information while
guaranteeing more effective estimation encoding, higher data encoding efficiency, and more effective data lossly com-
pression.
[0011] According to an aspect of the present invention, there is provided a method of encoding three-dimensional
object data, which is comprised of point texture data, voxel data, or octree structure data. The method involves gen-
erating three-dimensional object data having a tree structure in which nodes are attached labels indicating their types;
encoding nodes of the three-dimensional object data; and generating the three-dimensional object data whose nodes
are encoded into a bitstream.
[0012] Preferably, in generating the three-dimensional object data, voxels are differentiated from one another by
converting the three-dimensional object data into voxel data using three-dimensional bounding volume and differently
labeling the voxels depending on whether or not they are located at places where objects exist.
[0013] Preferably, in the tree structure representing the three-dimensional object data, a node having sub-nodes is
labeled 'S', a node whose voxels do not contain objects is labeled 'W', a node whose voxels all contain objects is
labeled 'B', and a node whose voxels are encoded using a prediction-by-partial-matching (PPM) algorithm is labeled 'P'.
[0014] Preferably, encoding the nodes of the three-dimensional object data involves encoding node information which
indicates whether or not a current node is an 'S' node or a 'P' node; and encoding detailed information bit (DIB) data
of an 'S' node if the node information indicates that the current node is an 'S' node and encoding DIB data of a 'P' node
if the node information indicates that the current node is a 'P' node.
[0015] According to another aspect of the present invention, there is provided a method of encoding three-dimen-
sional object data, which is comprised of point texture data, voxel data, or octree structure data. The method involves
(a) generating three-dimensional object data having a tree structure in which nodes are attached labels indicating their
types; (b) merging the nodes of the three-dimensional object data by referring to their labels; (c) encoding merged
nodes; (d) generating the three-dimensional object data whose merged nodes are encoded into a bitstream; and (e)
repeatedly carrying out steps (a) through (d) until an uppermost node of the tree structure representing the three-
dimensional object data is encoded.
[0016] Preferably, in step (a), a node having sub-nodes is labeled 'S', a node whose voxels do not contain objects
is labeled 'W', a node whose voxels all contain objects is labeled 'B', and a node whose voxels are encoded using a
PPM algorithm is labeled 'P'.
[0017] Preferably, step (b) involves selecting 'S' nodes whose sub-nodes are labeled 'W' and 'B' and 'P' nodes as
candidate nodes to be merged; selecting, from among the candidate nodes as an optimal node, a node which can
minimize a ratio of a difference ∆ D between the number of distorted bits before merging the candidate nodes and the
number of distorted bits after merging the candidate nodes with respect to a difference ∆ R between the number of
bits before merging the candidate bits and the number of bits after merging the candidate bits; labeling the selected
node 'B'; and updating all the candidate nodes except the node selected as an optimal node.
[0018] Preferably, ∆ D is calculated in the following equation using a Hamming distance between an original model
V and its approximation V

^
 as distortion measurement:

where X3Y3Z represents the resolution of the original model.
[0019] Preferably, step (c) involves encoding a continue flag which is information indicating whether or not the can-
didate nodes exist in a queue; encoding node position information which indicates position of each of the candidate
nodes in the queue; encoding node type information which indicates whether or not a current node is an 'S' node or a
'P' node; and encoding DIB data of an 'S' node if the node information indicates that the current node is an 'S' node
and encoding DIB data of a 'P' node if the node information indicates that the current node is a 'P' node.
[0020] Preferably, encoding the DIB data of the 'S' node involves encoding an average of color information; and
encoding labels of eight sub-nodes of the current node.
[0021] Preferably, encoding the DIB data of the 'P' node involves encoding depth information; and encoding the color
information.
[0022] Preferably, in encoding the depth information, all nodes below a predetermined node in the tree structure
representing the three-dimensional object data are PPM-encoded according to a raster scanning order.
[0023] Preferably, in encoding the color information, red (R), green (G), and blue (B) values of 'B' voxels of the current
node are encoded by carrying out differential pulse code modulation (DPCM) and adaptive arithmetic coding (AAC).
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[0024] According to another aspect of the present invention, there is provided an apparatus for encoding three-
dimensional object data, which is comprised of point texture data, voxel data, or octree structure data. The apparatus
includes a tree structure generator which generates three-dimensional object data having a tree structure in which
nodes are attached labels indicating their types; a merging order selector which merges the nodes of the three-dimen-
sional object data by referring to their labels; a node encoder which encodes merged nodes; and a bitstream generator
which generates the three-dimensional object data whose merged nodes are encoded into a bitstream.
[0025] Preferably, the merging order selector includes a candidate node selector which selects 'P' nodes and 'S'
nodes whose sub-nodes are labeled 'W' and 'B' as candidate nodes to be merged; an optimal node selector which
selects, from among the candidate nodes as an optimal node, a node which can minimize a ratio of a difference ∆ D
between the number of distorted bits before merging the candidate nodes and the number of distorted bits after merging
the candidate nodes with respect to a difference ∆ R between the number of bits before merging the candidate bits
and the number of bits after merging the candidate bits and labels the selected node 'B'; and a candidate node updater
which updates all the candidate nodes except the node selected as an optimal node.
[0026] Preferably, the node encoder includes a continue flag encoder which encodes a continue flag which is infor-
mation indicating whether or not a current node is the end of a compressed bitstream; a node position encoder which
encodes node position information indicating position of each of the candidate nodes in the queue; a node 'S'-or-'P'
(SOP) selector which encodes node type information indicating whether or not the current node is an 'S' node or a 'P'
node; an S node encoder which encodes DIB data of an 'S' node if the node information indicates that the current node
is an 'S' node; and a P node encoder which encodes DIB data of a 'P' node if the node information indicates that the
current node is a 'P' node.
[0027] According to another aspect of the present invention, there is provided a method of decoding three-dimen-
sional object data. The method involves reading continue flag information from a bitstream of encoded three-dimen-
sional object data and decoding the continue flag information; decoding note type information of the bitstream; decoding
an 'S' node if the note type information indicates that a current node is an 'S' node and decoding a PPM node if the
note type information indicates that the current node is a PPM node; and restoring the three-dimensional object data
whose nodes are encoded to a tree structure.
[0028] According to another aspect of the present invention, there is provided a method of decoding three-dimen-
sional object data. The method involves decoding nodes of a bitstream of encoded three-dimensional object data; and
restoring the three-dimensional object data whose nodes are encoded to a tree structure.
[0029] Preferably, decoding the nodes of the bitstream of the encoded three-dimensional object data involves reading
continue flag information from a bitstream of encoded three-dimensional object data and decoding the continue flag
information; reading node position information indicating which candidate node in a queue is a current node and de-
coding the node position information; decoding note type information of the bitstream; decoding an 'S' node if the note
type information indicates that a current node is an 'S' node; and decoding a PPM node if the note type information
indicates that the current node is a PPM node.
[0030] Preferably, in decoding the 'S' node, an average color of eight sub-nodes of the current node is decoded as
DIB data, and the eight sub-nodes are sequentially decoded into black nodes ('B' nodes) or white nodes ('W' nodes).
[0031] Preferably, in decoding the PPM node, the current node is PPM-decoded using DIB data bits (DIB) data, and
R, G, and B values of 'B' voxels of the current node are decoded by carrying out inverse AAC and inverse DPCM.
[0032] According to another aspect of the present invention, there is provided an apparatus for decoding a bitstream
of encoded three-dimensional object data. The apparatus includes a bitstream reader which receives a bitstream of
encoded three-dimensional object data; a node decoder which decodes the bitstream; and a tree structure restorer
which restores decoded nodes to a tree structure.
[0033] Preferably, the node decoder includes a continue flag decoder which decodes a continue flag indicating wheth-
er or not a current node is the end of the bitstream; a node position information decoder which reads node position
information indicating which candidate node in a queue is a current node and decoding the node position information;
a node type selector which decodes note type information of the bitstream; an S node decoder which decodes an
average color of eight sub-nodes of the current node as DIB data and then sequentially decodes the eight sub-nodes
into 'B' nodes or 'W' nodes; and a P node decoder which PPM-decodes DIB data of the current node and then decodes
R, G, and B values of 'B' voxels of the current node by carrying out inverse AAC and inverse DPCM decoding an 'S'
node, if the note type information indicates that a current node is a PPM node.
[0034] According to another aspect of the present invention, there is provided a computer-readable recording medium
on which a program enabling any of the above-mentioned methods is recorded.
[0035] The above and other features and advantages of the present invention will become more apparent by de-
scribing in detail exemplary embodiments thereof with reference to the attached drawings in which:

FIG. 1 is a diagram illustrating an example of point texture for a layered depth image;
FIG. 2 is a diagram showing point texture node standards;
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FIGS. 3(a) through 3(d) are diagrams illustrating different octree structures for volume data in which each node is
labeled;
FIG. 4 is a bit rate-distortion curve obtained when using a method of encoding three-dimensional object data;
FIG. 5 is a diagram illustrating a bitstream structure of a node;
FIG. 6 is a diagram illustrating a bitstream structure of an S node;
FIG. 7 is a diagram illustrating a bitstream structure of a P node;
FIGS. 8(a) and 8(b) are diagrams illustrating examples of contexts used in prediction-by-partial-matching (PPM)
encoding;
FIG. 9 is a diagram illustrating a test model for testing the performance of the present invention;
FIGS. 10(a) and 10(b) are tables comparing the performance of the present invention compressing a point texture
test model with the performance of other commercial tools (such as WinZip) compressing a PointTexture test model;
FIG. 11 is a block diagram of an apparatus for encoding three-dimensional data according to a preferred embod-
iment of the present invention;
FIG. 12 is a detailed block diagram of a merging order selector of FIG. 11;
FIG. 13 is a flowchart illustrating the operation of a candidate node selector of FIG. 12;
FIG. 14 is a flowchart illustrating the operation of the merging order selector;
FIG. 15 is a detailed block diagram of a node encoder of FIG. 11;
FIG. 16 is a flowchart illustrating the operation of the node encoder;
FIG. 17 is a flowchart illustrating the operation of an S node encoder of FIG. 15;
FIG. 18 is a flowchart illustrating the operation of a P node encoder of FIG. 15;
FIG. 19 is a block diagram of an apparatus for decoding three-dimensional object data according to a preferred
embodiment of the present invention;
FIG. 20 is a detailed block diagram of a node decoder of FIG. 19;
FIG. 21 is a flowchart illustrating the operation of the node decoder;
FIG. 22 is a flowchart illustrating the operation of an S node decoder of FIG. 20; and
FIG. 23 is a flowchart illustrating the operation of a P node decoder of FIG. 20.

[0036] Hereinafter, a method and apparatus for encoding and decoding three-dimensional object data comprised of
point texture data, voxel data, and tree-structured data according to a preferred embodiment of the present invention
will be described in greater detail with reference to the accompanying drawings.
[0037] FIG. 11 is a block diagram of an apparatus for encoding three-dimensional object data according to a preferred
embodiment of the present invention. Referring to FIG. 11, the apparatus includes a tree structure generator 1100, a
merging order selector 1110, a node encoder 1120, and a bitstream generator 1130.
[0038] The tree structure generator 1100 receives point texture data, voxel data, or tree-structured data, which rep-
resents three-dimensional object data, and generates three-dimensional object data having a tree structure in which
each node is labeled to be differentiated from others. Here, the tree structure is an octree structure.
[0039] Hereinafter, a method of generating an octree will be described in greater detail. A PointTexture image is
converted into volume data, and the volume data is alternately represented by an octree. Then, leaf nodes of the octree
are effectively encoded by using a prediction-by-partial-matching (PPM) method. Accordingly, a method of encoding
and decoding a three-dimensional object according to a preferred embodiment of the present invention is equivalent
to a method of compressing a PointTexture model and an octree model.
[0040] In order to convert depth information of a three-dimensional object into volume data, bounding volume is
created first. The bounding volume has the same resolution as PointTexture. For example, supposing that PointTexture
represents an image with a resolution of X3Y and depth information of each pixel has a resolution of Z, bounding
volume having a resolution of X3Y3Z is created. The origin of a bounding box is located at the lower left front corner
of the bounding box. A right voxel has a value of x, which is larger than the value of a left voxel, an upper voxel has a
value of y, which is larger than the value of a lower voxel, and a rear voxel has a value of z, which is larger than the
value of a front voxel. Depth information can be immediately converted into binary volume data. All voxels of the volume
data are initialized to W (white, '0'). Thereafter, the voxels of the volume data are set to B (black, '1') if there positions
are referred to by pixels of the point texture. Black voxels represent dots on a three-dimensional object, and white
voxels represent a transparent background.
[0041] The volume data is represented by an octree, and nodes of the octree are classified into four different cate-
gories. Labels respectively representing the four different categories are presented in Table 1 below. If bounding volume
contains an object, a root node is labeled 'S', and the bounding volume is divided into eight identical sub-volumes. If
a sub-volume only includes black voxels or white voxels, a corresponding node is labeled 'B' or 'W'. Otherwise, the
node corresponding to the sub-volume is labeled 'S', and the sub-volume is further divided into eight identical smaller
parts. This process is repeatedly carried out until it reaches a node at a predetermined depth of the octree. If a node
at the predetermined depth of the octree includes black voxels as well as white voxels, the node is labeled 'P' and
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voxel values included in the node can be encoded by using a PPM method.

[0042] FIGS. 3(a) through 3(d) are diagrams illustrating different octree structures for volume data in which each
node is labelled. In FIGS. 3(a) through 3(d), two-dimensional binary images and their respective quadtree represen-
tations are illustrated. More specifically, FIG. 3(a) illustrates a parent-children relationship in a quadtree structure, and
FIG. 3(b) illustrates a quadtree corresponding to a binary image, in which depth information of the binary image is set
to 2. The binary image can be recovered without any data loss by using PPM-encoded data for the quadtree and three
P nodes.
[0043] FIG. 12 is a detailed block diagram of the merging order selector 1110 of FIG. 11. The merging order selector
1110 merges nodes for three-dimensional object data represented by a tree structure, by referring to labels of the
nodes. As shown in FIG. 12, the merging order selector 1110 includes a candidate node selector 1200, an optimal
node selector 1210, and a candidate node updater 1220. The candidate node selector 1200 selects a node labelled
'P' and a node labelled 'S' as candidates to be merged. Here, an S node whose children nodes are all white nodes
(hereinafter, referred to as 'W' nodes) or black nodes (hereinafter, referred to as 'B' nodes), or 'W' and 'B' nodes can
be selected as a candidate to be merged. The optimal node selector 1210 selects, as an optimal node, a node for
which a ratio of a difference ∆D between the number of distorted bits before a node merging process and the number
of distorted bits after the node merging process with respect to a difference ∆R between the total number of bits before
the node merging process and the total number of bits after the node merging process reaches its minimum. Thereafter,
the optimal node selector 1210 labels the selected node 'B'. The candidate node updater 1220 updates all the candidate
nodes except for the node selected as an optimal node.
[0044] Hereinafter, a tree merging method will be described more fully with reference to FIGS. 3(a) through 3(d), 13,
and 14. FIG. 3 illustrates a labelled octree representation and tree merging. Nodes of an initial tree are repeatedly
merged to approximate original depth information to a few refinement levels. Here, mergeable nodes are 'P'-labelled
nodes or 'nodes whose children nodes are all B nodes or W nodes. For example, in a tree of FIG. 3(b), there are four
mergeable nodes marked by a thicker-lined circle. Let us assume that among the four mergeable nodes, the one
corresponding to a region marked by a square on a binary image is merged into a B node. A resulting binary image
and a resulting tree are illustrated in FIG. 3(c). Now, as shown in FIG. 3(c), there are three mergeable nodes left. Then,
one of the three mergeable nodes (i.e., a P node in the far-left of the tree illustrated in FIG. 3(c)) is merged into a B
node. Then, a node which corresponds to an upper left quadrant of the approximated model of FIG. 3(d) and whose
children nodes are all 'B' nodes or 'W' nodes becomes mergeable. This tree merging process is continuously carried
out until all nodes of the tree are merged together under one root node.
[0045] FIG. 13 is a flowchart illustrating the operation of the candidate node selector 1200. Supposing that 'i' repre-
sents a serial number of each node and 'count' represents the number of candidate nodes, 'i' and 'count' are initialised
to 0 in step 1300. If a node is labelled 'S' or 'P' in step 1310, it is selected as a candidate node and then is stored in a
queue, and 'count' is increased by 1 in step 1330. Here, among 'S' nodes, only the ones whose children nodes are all
'W' nodes or 'B' nodes, or 'W' nodes and 'B' nodes can be selected as candidate nodes. If the node is neither an 'S'
node nor a 'P' node, step 1310 is carried out on a next node in step 1320. Steps 1310 through 1330 are repeatedly
carried out until 'i' indicates a final node (in step 1340).
[0046] Nodes to be merged together are selected from among a set of mergeable nodes, and the ratio of ∆D to ∆R
is minimized at a predetermined rate, which is shown in Equation (1) below.

[0047] In Equation (1), ∆R represents a difference between the total number (Ra) of bits before a node merging
process and the total number (Rb) of bits after the node merging process, and ∆D represents a difference between the
number (Da) of distorted bits before the node merging process and the number (Db) of distorted bits after the node

Table 1

Labels Comments

S Split: Node is divided into 8 sub-nodes

W White: Node is comprised of white voxels only

B Fill Black: Node is completely or mostly comprised of black voxels

P PPM: Voxel values in node are encoded by PPM algorithm

- ∆D
∆R
-------- = -

Da - Db

Ra - Rb
-------------------- (1)
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merging process. When nodes are merged, a required bit rate decreases, but the degree to which an approximated
model is distorted increases. Therefore, it is necessary to search for nodes which can minimize the possibility of the
approximated mode being distorted and can maximize a decrease in the required bit rate once they are merged together.
[0048] In order to calculate ∆D, a Hamming distance between an original model V and a corresponding approximation
is used as distortion measurement.

[0049] X3Y3Z represents the resolution of a model.
[0050] In order to calculate ∆D, it is necessary to calculate the number of bits required (i.e., a required bit rate) for
representing an octree and its PPM nodes. However, it is very complicated to calculate such a required bit rate. There-
fore, the required bit rate is calculated by applying typical tree bits and PPM bits to several test models.
[0051] FIG. 14 is a flowchart illustrating the operation of the merging order selector 1210. Referring to FIG. 14, a
node for which a minimum value can be obtained from Equation (1) is selected as an optimal node from among nodes
that are selected by the candidate node selector 1200 as candidate nodes, in step 1410. In step 1420, the selected
optimal node is labelled 'B'. In step 1430, the 'B'-labelled node is removed from a queue. In step 1440, the queue is
updated. Steps 1410 through 1440 are repeatedly carried out until all nodes are merged together (in step 1450).
[0052] The node encoder 1120 encodes a merged node. FIG. 15 is a detailed block diagram of the node encoder
1120. Referring to FIG. 15, the node encoder 1120 includes a continue flag encoder 1500, a node position encoder
1510, a node S-or-P (SOP) selector 1520, an S node encoder 1530, and a P node encoder 1540.
[0053] The continue flag encoder 1500 encodes a continue flag which indicates whether or not a current node is the
end of a compressed bitstream. If the current node is not the end of the compressed bitstream, the continue flag is set
as 'true'. Otherwise, the continue flag is set as 'false'. The node position encoder 1510, which includes a candidate
node queue in which nodes that are selected by the candidate node selector 1200 as candidate nodes are stored,
encodes node position information which indicates the position of each of the candidate nodes in the candidate node
queue. The node SOP selector 1520 encodes node type information which indicates whether the current node is an
S node or a P node. The S node encoder 1530 encodes detailed information bit (DIB) data of a P node if the node type
information indicates that the current node is a P node.
[0054] FIG. 16 is a flowchart illustrating the operation of the node encoder 1120. Referring to FIG. 16, a continue
flag is encoded in step 1600. As described above, the continue flag indicates whether or not a current node is the end
of a compressed bitstream. If the current node is not the end of the compressed bitstream, the continue flag is set as
'true'. Otherwise, the continue flag is set as 'false'. In step 1600, node position information is encoded. In step 1620,
it is checked whether or not the merged node is a P node. If the merged node is a P node, P-node encoding is carried
out in step 1630. Otherwise, S-node encoding is carried out. Steps 1600 through 1640 are repeatedly carried out until
all nodes are encoded (in step 1650).
[0055] FIG. 17 is a flowchart illustrating the operation of the S node encoder 1520. Referring to FIG. 17, average
color information is encoded in step 1700. In step 1710, labels of eight sub-nodes are encoded.
[0056] FIG. 18 is a flowchart illustrating the operation of the P node encoder 1530. Referring to FIG. 18, depth
information is PPM-encoded in step 1800. In step 1810, color information is differential pulse code modulation (DPCM)-
encoded.
[0057] More specifically, nodes are merged in a predetermined order according to their priority levels determined
using Equation (1), while bitstreams are encoded in the opposite order. In other words, a later-merged node is encoded
ahead of an earlier-merged node. Therefore, a decoder may restore three-dimensional models ranging from the coars-
est one to the most refined one from a compressed bitstream by parsing the compressed bitstream. A bit rate-distortion
curve obtained by using the above-mentioned node merging method is illustrated in FIG. 4.
[0058] Hereinafter, the structure of a bitstream will be described in greater detail. A compressed bitstream is com-
prised of node data of an octree. The order of nodes in the compressed bitstream is just the opposite of a node merging
order, as described above. FIG. 5 is a diagram illustrating the structure of a compressed bitstream of a predetermined
node. Referring to FIG. 5, node information is comprised of a continue flag, position data, SOP data, and DIB data.
[0059] The continue flag indicates whether or not the predetermined node is the end of the compressed bitstream.
All the data constituting the node information of FIG. 5 is entropy-encoded using an adaptive arithmetic coder (AAC).
The position data indicates whether or not a 'B' node is to be split or to be PPM-encoded. For example, let us assume
that a decoder restores the approximated model shown in FIG. 3(d) using all data that it has received. The octree of
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FIG. 3(d) includes four 'B' nodes, which are candidate nodes to be merged. In order to obtain as much refined a model
as the one shown in FIG. 3(c), an encoder informs the decoder that among the four 'B' nodes, a second one from the
left of the octree should be PPM-encoded. If there are more than one candidate nodes to be merged, as shown in FIG.
3(d), in what order each of the candidate nodes, i.e., 'B' nodes, should be PPM-encoded is encoded as position data.
If there is only one candidate node ('B' node), the position data is not necessary, and thus there is no need to encode
the position data. The SOP data indicates whether the predetermined node should be split into eight children nodes
or should be PPM-encoded. If the SOP data indicates that the predetermined node is an 'S' node, the DIB data is
comprised of eight flags indicating what an average color of the predetermined node is and whether or not the prede-
termined node's children nodes are 'W' nodes. Non-'W' nodes are temporarily considered as B nodes and thus are
stored in a queue in which 'B' candidate nodes for a next bitstream are recorded. FIG. 6 illustrates the structure of an
'S' node.
[0060] If the SOP data indicates that the predetermined node is a 'P' node, depth information of 'B' voxels in the
predetermined node is PPM-encoded, and color information of the 'B' voxels is DPCM-encoded. FIG. 7 illustrates the
structure of a bitstream of a 'P' node. PPM was originally proposed by Cleary and Witten to compress facsimile data
without any data loss.
[0061] Hereinafter, PPM encoding will be described in greater detail. As described above, depth information is rep-
resented by binary voxel values. 'W' voxels represent a transparent background, and 'B' voxels represent a three-
dimensional object. Binary voxels in a 'P' node are PPM-encoded by using voxels adjacent to the binary voxels as
contexts. FIGS. 8(a) and 8(b) illustrate examples of contexts. Thirteen circular voxels are used as contexts to encode
a rectangular voxel. According to raster scanning, 'W' voxels are set to '0', and 'B' voxels are set to '1'. These thirteen
bits, i.e., the thirteen circular voxels, are used as contexts for a rectangular voxel shown in FIG. 8(b). In this case,
contexts for the rectangular voxel can be represented by '0011101000011', in which case the number of contexts is
213. However, 213 contexts are too many to compute. Accordingly, there is a need to reduce the number of contexts.
Voxels which do not increase entropy considerably even though they are removed away are selected through simula-
tions. Two voxels are removed away first. Thereafter, another voxel is removed away. These three voxels are marked
by 'X' in FIG. 8(a). An adaptive arithmetic coder compresses voxels by using this context.
[0062] A black square in FIG. 8(b) is encoded, while black circles in FIGS. 8(a) and 8(b) are used as contexts. In
FIG. 8(a), the voxels marked by 'X' are the ones that are removed away.
[0063] After encoding the depth information, R, G, and B color values of a 'B' voxel in the predetermined node are
DPCM-encoded according to a predetermined order defined by raster scanning. More specifically, the R, G, and B
color values of the 'B' voxel are estimated based on R, G, and B color values of a previous 'B' voxel. Estimation residuals
are encoded using an arithmetic coder.
[0064] The bitstream generator 1130 generates node-encoded data into a bitstream.
[0065] In the present invention, three-dimensional object data is encoded using a progressive encoding method.
However, the three-dimensional object may possibly be encoded using a lossless encoding method or a lossly encoding
method. When an entire bitstream is encoded, the way it is encoded could be lossless encoding. On the other hand,
when only part of the bitstream ranging from a root node of a tree structure corresponding to the bitstream to a prede-
termined node in a lower level of the tree structure is encoded, the way it is encoded could be lossly encoding.
[0066] Hereinafter, a method and apparatus for decoding three-dimensional object data will be described in greater
detail.
[0067] FIG. 19 is a block diagram of an apparatus for decoding three-dimensional object data according to a preferred
embodiment of the present invention. Referring to FIG. 19, the apparatus includes a bitstream reader 1900, a node
decoder 1910, and a tree structure restorer 1920. The bitstream reader 1900 receives an encoded bitstream of three-
dimensional object data, the node decoder 1910 decodes the encoded bitstream, and the tree structure restorer 1920
restores decoded nodes into a tree structure.
[0068] FIG. 20 is a detailed block diagram of the node decoder 1910. The node decoder 1910 includes a continue
flag decoder 2000, a node position information decoder 2010, a node type selector 2020, an S node decoder 2030,
and a P node decoder 2040.
[0069] The continue flag decoder 2000 reads continue flag information from an encoded bitstream of three-dimen-
sional object data and decodes the encoded bitstream. The node position information decoder 2010 reads node position
information of the encoded bitstream and decodes the read node position information into position information indicating
where a current node stands in a queue. The node type selector 2020 decodes node type information. If the node type
information indicates that the current node is an S node, the S node decoder 2030 decodes an average color of eight
sub-nodes as DIB data and then sequentially decodes the eight sub-nodes into 'B' nodes or 'W' nodes. If the node type
information indicates that the current node is a PPM node, the P node decoder 2040 PPM-decodes the DIB data of
the current node. The P node decoder 2040 decodes R, G, and B colors of 'B' voxels of the current node by carrying
out inverse AAC and inverse DPCM.
[0070] FIG. 21 is a flowchart illustrating the operation of the node decoder 1910. Referring to FIG. 21, a continue
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flag is decoded in step 2100. In step 2110, position data is decoded. In step 2120, it is checked whether or not a current
node is a 'P' node. If the current node is a 'P' node, the current node is decoded using a 'P' node decoding method in
step 2130. Otherwise, the current node is encoded using an 'S' decoding method. Steps 2100 through 2130 are re-
peatedly carried out until all nodes are decoded (in step 2150).
[0071] FIG. 22 is a flowchart illustrating the operation of the S node decoder 2020. Referring to FIG. 22, average
color information is decoded in step 2200. In step 2210, labels of eight sub-nodes of a current node are decoded.
[0072] FIG. 23 is a flowchart illustrating the operation of the P node decoder 2030. Referring to FIG. 23, PPM depth
information is decoded in step 2300. In step 2310, color information is decoded by carrying out inverse DPCM. More
specifically, a current node is PPM-decoded using DIB data, and R, G, and B values of black voxels of the current node
are decoded by carrying out inverse AAC and inverse DPCM.
[0073] Hereinafter, the method of decoding three-dimensional object data according to the present invention will be
described in greater detail. The method of decoding three-dimensional object data according to the present invention
is similar to the method of decoding three-dimensional object data according to the present invention. A decoder reads
a continue flag of a bitstream and checks whether or not a current node is the end of the bitstream. Then, the decoder
reads position data and SOP data and determines which nodes should be split or PPM-decoded based on the read
position data and SOP data. If the current node is an 'S' node, color values of all voxels of the current node are tem-
porarily set to an average of R, G, and B color values in DIB data. The color values of the voxels of the current node
are updated when data of the current node's children nodes is received. If the current node is a 'P' node, depth and
color information of 'B' voxels of the current node are losslessly restored using the DIB data.
[0074] In the present invention, three-dimensional object data is decoded in a progressive manner. In the progressive
manner, nodes are decoded in a predetermined order in which bitstreams of image data are decoded. Therefore, if
image data is displayed on a screen, decoded nodes are sequentially displayed on the screen in an order from an
uppermost node to a lowermost node. Accordingly, as a decoding process reaches lower nodes in a tree structure
representing three-dimensional object data, an image displayed on the screen becomes more refined and clearer.
When the decoding process is over after decoding a final node, a most refined and clearest image is displayed on the
screen.
[0075] As described above, in the present invention, three-dimensional object data is decoded in a progressive man-
ner. However, the three-dimensional object may possibly be decoded using a lossless decoding method or a lossly
decoding method. When an entire bitstream is decoded, the way it is decoded could be lossless decoding. On the
other hand, when only part of the bitstream ranging from a root node of a tree structure corresponding to the bitstream
to a predetermined node in a lower level of the tree structure is decoded, the way it is decoded could be lossly decoding.
[0076] The performance of the methods of encoding and decoding three-dimensional object data according to the
present invention was evaluated using test models illustrated in FIGS. 9(a) through 9(h). The test models shown in
FIGS. 9(a) through 9(e) have a resolution of 25632563256, and the test models shown in FIGS. 9(f) through 9(h)
have a resolution of 51235123512.
[0077] FIGS. 10(a) and 10(b) are tables illustrating the data compression performance of the present invention with
that of WinZip. The present invention only requires 22 , 59 % of a file size that WinZip requires for processing depth
information. The present invention only requires 59 , 81 % of a file size that WinZip requires for processing color
information. However, in terms of processing a 'plane' model, WinZip shows better performance than the present in-
vention because the 'plane' model only contains several colors and WinZip, which is a dictionary-based coder, is more
suitable for dealing with the 'plane' model. The present invention only requires 49 , 75% of a file size that WinZip
requires for compressing depth information and color information.
[0078] The present invention supports progressive data transmission and progressive data decoding that WinZip
does not, which is noteworthy. Progressive data transmission and progressive data decoding are preferable because
they facilitate adaptation of bitstreams to a bandwidth-limited environment and browsing of three-dimensional models.
[0079] The present invention suggests a progressive data compression method for PointTexture. In the progressive
data compression method, pixels are closely related to one another in terms of color vectors and depth information.
In the present invention, depth information and color information can be effectively encoded by applying a PPM method
to an octree structure. Many simulation results show that the present invention provides a higher compression rate
than a universal Lempel-Ziv coder, i.e., WinZip, does.
[0080] The present invention can be realized as computer-readable codes written on a computer-readable recording
medium. The computer-readable recording medium includes all types of recording devices on which data can be re-
corded in a computer-readable manner. For example, the computer-readable recording medium includes ROM, RAM,
CD-ROM, a magnetic tape, a floppy disk, an optical data storage, and a carrier wave, such as data transmission through
the Internet. The computer-readable recording medium can be distributed over a plurality of computer systems that
are connected to one another in a network sort of way, in which case data can be stored in the computer-readable
recording medium in a decentralized manner.
[0081] While the present invention has been particularly shown and described with reference to exemplary embod-
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iments thereof, it will be understood by those of ordinary skill in the art that various changes in form and details may
be made therein without departing from the spirit and scope of the present invention as defined by the following claims.

Claims

1. A method of encoding three-dimensional object data, which is comprised of point texture data, voxel data, or octree
structure data, the method comprising:

generating three-dimensional object data having a tree structure in which nodes are attached labels indicating
their types;
encoding nodes of the three-dimensional object data; and
generating the three-dimensional object data whose nodes are encoded into a bitstream.

2. The method of claim 1, wherein in generating the three-dimensional object data, voxels are differentiated from one
another by converting the three-dimensional object data into voxel data using three-dimensional bounding volume
and differently labeling the voxels depending on whether or not they are located at places where objects exist.

3. The method of claim 2, wherein in the tree structure representing the three-dimensional object data, a node having
sub-nodes is labeled 'S', a node whose voxels do not contain objects is labeled 'W', a node whose voxels all contain
objects is labeled 'B', and a node whose voxels are encoded using a prediction-by-partial-matching (PPM) algorithm
is labeled 'P'.

4. The method of any preceding claim, wherein encoding the nodes of the three-dimensional object data comprises:

encoding node information which indicates whether or not a current node is an 'S' node or a 'P' node; and
encoding detailed information bit (DIB) data of an 'S' node if the node information indicates that the current
node is an 'S' node and encoding DIB data of a 'P' node if the node information indicates that the current node
is a 'P' node.

5. The method of any preceding claim, wherein in encoding the nodes of the three-dimensional object data, only
some of the nodes of the three-dimensional object data, ranging from a root node to a predetermined lower node,
are encoded.

6. The method of claim 1, wherein in encoding the nodes of the three-dimensional object data, all the nodes of the
three-dimensional object data are encoded.

7. A method of encoding three-dimensional object data, which is comprised of point texture data, voxel data, or octree
structure data, the method comprising:

(a) generating three-dimensional object data having a tree structure in which nodes are attached labels indi-
cating their types;
(b) merging the nodes of the three-dimensional object data by referring to their labels;
(c) encoding merged nodes;
(d) generating the three-dimensional object data whose merged nodes are encoded into a bitstream; and
(e) repeatedly carrying out steps (a) through (d) until an uppermost node of the tree structure representing the
three-dimensional object data is encoded.

8. The method of claim 7, wherein in step (a), a node having sub-nodes is labeled 'S', a node whose voxels do not
contain objects is labeled 'W', a node whose voxels all contain objects is labeled 'B', and a node whose voxels are
encoded using a PPM algorithm is labeled 'P'.

9. The method of claim 8, wherein step (b) comprises:

selecting 'P' nodes and 'S' nodes whose sub-nodes are labeled 'W' and 'B' as candidate nodes to be merged;
selecting, from among the candidate nodes as an optimal node, a node which can minimize a ratio of a differ-
ence ∆ D between the number of distorted bits before merging the candidate nodes and the number of distorted
bits after merging the candidate nodes with respect to a difference ∆ R between the number of bits before



EP 1 431 919 A1

5

10

15

20

25

30

35

40

45

50

55

11

merging the candidate bits and the number of bits after merging the candidate bits;
labeling the selected node 'B'; and
updating all the candidate nodes except the node selected as an optimal node.

10. The method of claim 9, wherein ∆ D is calculated in the following equation using a Hamming distance between an
original model V and its approximation V

^
 as distortion measurement:

where X3Y3Z represents the resolution of the original model.

11. The method of claim 8 or 9, wherein step (c) comprises:

encoding a continue flag which is information indicating whether or not the candidate nodes exist in a queue;
encoding node position information which indicates position of each of the candidate nodes in the queue;
encoding node type information which indicates whether or not a current node is an 'S' node or a 'P' node; and
encoding DIB data of an 'S' node if the node information indicates that the current node is an 'S' node and
encoding DIB data of a 'P' node if the node information indicates that the current node is a 'P' node.

12. The method of claim 11, wherein encoding the DIB data of the 'S' node comprises:

encoding an average of color information; and
encoding labels of eight sub-nodes of the current node.

13. The method of claim 11 or 12, wherein encoding the DIB data of the 'P' node comprises:

encoding depth information; and
encoding the color information.

14. The method of claim 13, wherein in encoding the depth information, all nodes below a predetermined node in the
tree structure representing the three-dimensional object data are PPM-encoded according to a raster scanning
order by using a predetermined number of contexts.

15. The method of claim 13, wherein in encoding the color information, red (R), green (G), and blue (B) values of 'B'
voxels of the current node are encoded by carrying out differential pulse code modulation (DPCM) and adaptive
arithmetic coding (AAC).

16. The method of any of claims 7 to 15, wherein in step (c), only some of the merged. nodes, ranging from a first one
to a predetermined numbered one, are encoded.

17. The method of any of claims 7 to 15, wherein in step (c), all the merged nodes are encoded.

18. An apparatus for encoding three-dimensional object data, which is comprised of point texture data, voxel data, or
octree structure data, the apparatus comprising:

a tree structure generator which generates three-dimensional object data having a tree structure in which
nodes are attached labels indicating their types;
a merging order selector which merges the nodes of the three-dimensional object data by referring to their
labels;
a node encoder which encodes merged nodes; and
a bitstream generator which generates the three-dimensional object data whose merged nodes are encoded
into a bitstream.
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19. The apparatus of claim 18, wherein the merging order selector comprises:

a candidate node selector which selects 'P' nodes and 'S' nodes whose sub-nodes are labeled 'W' and 'B' as
candidate nodes to be merged;
an optimal node selector which selects, from among the candidate nodes as an optimal node, a node which
can minimize a ratio of a difference ∆ D between the number of distorted bits before merging the candidate
nodes and the number of distorted bits after merging the candidate nodes with respect to a difference ∆ R
between the number of bits before merging the candidate bits and the number of bits after merging the can-
didate bits and labels the selected node 'B'; and
a candidate node updater which updates all the candidate nodes except the node selected as an optimal node.

20. The apparatus of claim 18 or 19, wherein the node encoder comprises:

a continue flag encoder which encodes a continue flag which is information indicating whether or not a current
node is the end of a compressed bitstream;
a node position encoder which encodes node position information indicating position of each of the candidate
nodes in the queue;
a node 'S'-or-'P' (SOP) selector which encodes node type information indicating whether or not the current
node is an 'S' node or a 'P' node;
an S node encoder which encodes DIB data of an 'S' node if the node information indicates that the current
node is an 'S' node; and
a P node encoder which encodes DIB data of a 'P' node if the node information indicates that the current node
is a 'P' node.

21. The apparatus of claim 18, 19 or 20, wherein the node encoder encodes only some of the merged nodes, ranging
from a first one to a predetermined numbered one, are encoded.

22. The apparatus of claim 18, 19 or 20, wherein the node encoder encodes all the merged nodes.

23. A method of decoding three-dimensional object data, comprising:

reading continue flag information from a bitstream of encoded three-dimensional object data and decoding
the continue flag information;
decoding note type information of the bitstream;
decoding an 'S' node if the note type information indicates that a current node is an 'S' node and decoding a
PPM node if the note type information indicates that the current node is a PPM node; and
restoring the three-dimensional object data whose nodes are encoded to a tree structure.

24. A method of decoding three-dimensional object data, comprising:

decoding nodes of a bitstream of encoded three-dimensional object data; and
restoring the three-dimensional object data whose nodes are encoded to a tree structure.

25. The method of claim 24, wherein decoding the nodes of the bitstream of the encoded three-dimensional object
data comprises:

reading continue flag information from a bitstream of encoded three-dimensional object data and decoding
the continue flag information;
reading node position information indicating which candidate node in a queue is a current node and decoding
the node position information;
decoding note type information of the bitstream;
decoding an 'S' node if the note type information indicates that a current node is an 'S' node; and
decoding a PPM node if the note type information indicates that the current node is a PPM node.

26. The method of claim 25, wherein in decoding the 'S' node, an average color of eight sub-nodes of the current node
is decoded as DIB data, and the eight sub-nodes are sequentially decoded into black nodes ('B' nodes) or white
nodes ('W' nodes).
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27. The method of claim 26, wherein in decoding the PPM node, the current node is PPM-decoded using DIB data
bits (DIB) data, and R, G, and B values of 'B' voxels of the current node are decoded by carrying out inverse AAC
and inverse DPCM.

28. An apparatus for decoding a bitstream of encoded three-dimensional object data, the apparatus comprising:

a bitstream reader which receives a bitstream of encoded three-dimensional object data;
a node decoder which decodes the bitstream; and
a tree structure restorer which restores decoded nodes to a tree structure.

29. The apparatus for claim 28, wherein the node decoder comprises:

a continue flag decoder which decodes a continue flag indicating whether or not a current node is the end of
the bitstream;
a node position information decoder which reads node position information indicating which candidate node
in a queue is a current node and decoding the node position information;
a node type selector which decodes note type information of the bitstream;
an S node decoder which decodes an average color of eight sub-nodes of the current node as DIB data and
then sequentially decodes the eight sub-nodes into 'B' nodes or 'W' nodes; and
a P node decoder which PPM-decodes DIB data of the current node and then decodes R, G, and B values of
'B' voxels of the current node by carrying out inverse AAC and inverse DPCM decoding an 'S' node, if the note
type information indicates that a current node is a PPM node.

30. A computer-readable recording medium on which a program enabling the method of any of claims 1 through 17
or 23 through 27 is recorded.
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