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Abstract
This paper presents a new approach to the vertex o a3 slmey nEFY Las AdFs: FAdT

based shape coding technique. The conventional Q3 Aoz MAMHA HEst &€& Y F A
approaches encode objects using a spline method = UHE AT g AAe A Aol BolA
with the same distortion coefficients. The proposed Ao 9geA) ¥ AFTEI} EFAGG FHoR o
approach, however, classifies the objects based on 2ol glo] o] FH/ZH Azto] of & == 2}
the object’s features, and then applies different AE2 URHA Hi, 4o N2 g2 dIxg HE
distortion values depending on the classified object o] AAPE ’L"LO%”‘] HEHS £d 4 oy, A
types. Using this pre-classifying technique, this Abge]l T E A wE o & 2Feed EAEME
paper reduces the bit rate and the computational AEH oz ArgFozA AAHA AN NUFE F
complexity necessary for the encoding process. The 4 F Utk 4¥E Tt o8 AA HEstd 2
performance of the proposed method has been &S FAstF
proved by experiments on the various sample
images. I #3234 —‘?—ii‘r(Shape Coding)
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