Proceeding of MMMO03’

Table 1 Each image's PSNR value and can extracted 100% compression ratio after embedded Fig. 1 data

Lena F16 Baboon Boat Sailboat Toys

PSNR value 31.56 31.61 29.96 31.15 3111 31.55

Compression 08:11]222:1
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ratio

Table 2 Each image's PSNR value and can extracted 100% compression ratio after embedded Fig. 2 data
=

Lena F16 Baboon Boat Sailboat Toys
PSNR value 31.35 31.61 29.95° 31.14 31.13 31.53
Compression 2201:1 42171 (169:1]210:1)208:1]229:1
ratio
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Abstract

Animations of 3D models are used in multimedia presentations to
add variety and flavor. Reusing animations is a research area to devise
the systems and methods to transform the existing animations for the
new requirements such as the change of 3D models and environments in
a new presentation. It has raised a special interest recently due to the
requirement of applications as well the increasing use of motion-capture
devices and 3D digitizers, by which animations of 3D models can be
captured and stored in databases. The problem is more general when the
existing animations are represented in different formats, such as VRML
(Virtual Reality Modeling Language), MPEG-4, SMIL, and in
proprietary formats such as Microsoft PowerPoint, and stored in
different databases. To solve this problem, in this paper, we propose an
XML-based mediator to provide a uniform interface among these
animation databases so that animations can be reused in multimedia
presentations. The proposed XML-based method is general and can
easily be extended to include more animation formats.

1 Introduction

Animations of 3D models are an interesting type of media that are increasingly
used in multimedia presentation such as streaming of 3D worlds in advertisements as
well as in education material. The most popular way to generate animations of 3D
models is motion capture through the use of motion-capture devices and 3D digitizers.
In this method, 3D models are first digitized using 3D scanners. Then, applying
automnatic process and user-computer interactions, the moving structures of the models

(e.g., skeletons and Joints) and their motion parameters (e.g., ,.mnﬂmam:“ Sﬁmmm.uwmm&bmw )
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