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Motion consistency-based fast algorithm for 3D-HEVC
depth video inter-coding

LIU Sheng, CHEN Fen', JIN De-fu
( Faculty of Electrical Engineering and Computer Science, Ningbo University, Ningbo 315211, China )

Abstract: Aiming at the high complexity problem in 3D-HEVC depth video inter-coding, a fast depth video
inter coding algorithm is proposed using motion consistency. Firstly, each frame of depth video is divided into
four regions, which are texture move and depth move region, texture move and depth static region, texture static
and depth move region, and finally texture static and depth static region. Based on these four divided regions,
different partition depth levels and prediction modes of LCU are designed for encoding each of the regions.
Compared to HTM-10.0, our experimental results show that the proposed algorithm can save 40.13% entire time
and 63.58% depth time over various test sequences with insignificant negative impact on the quality of virtual
views as a whole.

Key words:. depth video; 3D-HEVC; inter coding; motion consistency; largest partition depth; mode decision



