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1 Abstract 

The document presents an algorithm which allows for increasing the rendering quality by 

disabling the patch margin omitting tool for patches containing basic views. The algorithm 

significantly increases the objective and subjective quality of rendered basic views while 

having no negative impact on the quality of pose traces. The recommendation is to add 

the presented algorithm into the TMIV22. 

2 Algorithm 

 



 

 

3 Results 

 

 

 

 

 

Sequence
BD-rate

Y-PSNR

BD-rate

IV-PSNR

BD-rate

IV-SSIM

BD-PSNR Y-

PSNR

BD-PSNR IV-

PSNR

BD-SSIM IV-

SSIM

Chess B02 -5.1% -5.3% -0.1% 0.05 0.08 0.0000

Guitarist B03 -4.7% -3.3% -0.3% 0.03 0.03 0.0001

Cadillac J02 -25.2% -30.3% -2.0% 0.92 1.68 0.0003

Fan J04 -10.4% -10.0% -0.4% 0.35 0.51 0.0001

Group W01 -8.3% -6.4% -0.3% 0.13 0.22 0.0001

Painter D01 -16.0% -16.3% -0.3% 0.70 0.87 0.0000

Frog E01 -21.0% -19.6% -0.6% 0.72 1.04 0.0001

CBABasketball L02 -14.7% -15.0% -0.7% 0.13 0.18 0.0000

-13.2% -13.3% -0.6% 0.38 0.58 0.0001

Mandatory content - Proposal vs. Low/High-bitrate Anchors

Average

Sequence
BD-rate

Y-PSNR

BD-rate

IV-PSNR

BD-rate

IV-SSIM

BD-PSNR Y-

PSNR

BD-PSNR IV-

PSNR

BD-SSIM IV-

SSIM

ClassroomVideo A01 -6.8% -2.8% -0.2% 0.10 0.06 0.0000

-6.8% -2.8% -0.2% 0.10 0.06 0.0000

Class A

Average

Sequence
BD-rate

Y-PSNR

BD-rate

IV-PSNR

BD-rate

IV-SSIM

BD-PSNR Y-

PSNR

BD-PSNR IV-

PSNR

BD-SSIM IV-

SSIM

Museum B01 -1.4% -1.9% -0.1% 0.03 0.08 0.0000

Chess B02 -5.1% -5.3% -0.1% 0.05 0.08 0.0000

Guitarist B03 -4.7% -3.3% -0.3% 0.03 0.03 0.0001

-3.7% -3.5% -0.2% 0.04 0.06 0.0000

Class B

Average

Sequence
BD-rate

Y-PSNR

BD-rate

IV-PSNR

BD-rate

IV-SSIM

BD-PSNR Y-

PSNR

BD-PSNR IV-

PSNR

BD-SSIM IV-

SSIM

Hijack C01 -0.8% -1.2% -0.1% 0.02 0.02 0.0000

Cyberpunk C02 -4.6% -1.0% 0.9% 0.01 0.01 -0.0001

-2.7% -1.1% 0.4% 0.01 0.02 -0.0001Average

Class C

Sequence
BD-rate

Y-PSNR

BD-rate

IV-PSNR

BD-rate

IV-SSIM

BD-PSNR Y-

PSNR

BD-PSNR IV-

PSNR

BD-SSIM IV-

SSIM

Kitchen J01 -37.8% -46.7% -1.4% 0.61 1.15 0.0001

Cadillac J02 -25.2% -30.3% -2.0% 0.92 1.68 0.0003

Mirror J03 -9.5% -10.4% -0.3% 0.36 0.60 0.0001

Fan J04 -10.4% -10.0% -0.4% 0.35 0.51 0.0001

-20.7% -24.3% -1.0% 0.56 0.99 0.0001

Class J

Average



 

 

 

 

 

 

Sequence
BD-rate

Y-PSNR

BD-rate

IV-PSNR

BD-rate

IV-SSIM

BD-PSNR Y-

PSNR

BD-PSNR IV-

PSNR

BD-SSIM IV-

SSIM

Group W01 -8.3% -6.4% -0.3% 0.13 0.22 0.0001

Dancing W02 -13.9% -15.9% -1.2% 0.15 0.27 0.0001

-11.1% -11.1% -0.7% 0.14 0.25 0.0001Average

Class W

Sequence
BD-rate

Y-PSNR

BD-rate

IV-PSNR

BD-rate

IV-SSIM

BD-PSNR Y-

PSNR

BD-PSNR IV-

PSNR

BD-SSIM IV-

SSIM

Painter D01 -16.0% -16.3% -0.3% 0.70 0.87 0.0000

Breakfast D02 -23.8% -26.9% -0.6% 0.44 0.70 0.0001

Barn D03 -18.8% -22.3% -0.6% 0.25 0.39 0.0001

-19.6% -21.8% -0.5% 0.46 0.66 0.0001Average

Class D

Sequence
BD-rate

Y-PSNR

BD-rate

IV-PSNR

BD-rate

IV-SSIM

BD-PSNR Y-

PSNR

BD-PSNR IV-

PSNR

BD-SSIM IV-

SSIM

Frog E01 -21.0% -19.6% -0.6% 0.72 1.04 0.0001

Carpark E02 -41.7% -36.7% -1.1% 2.58 3.01 0.0002

Street E03 --- --- -1.8% 3.49 4.51 0.0001

--- --- -1.2% 2.26 2.85 0.0001

Class E

Average

Sequence
BD-rate

Y-PSNR

BD-rate

IV-PSNR

BD-rate

IV-SSIM

BD-PSNR Y-

PSNR

BD-PSNR IV-

PSNR

BD-SSIM IV-

SSIM

Fencing L01 -6.2% -8.0% -0.2% 0.18 0.26 0.0000

CBABasketball L02 -14.7% -15.0% -0.7% 0.13 0.18 0.0000

MartialArts L03 -21.1% -29.1% -0.9% 0.19 0.29 0.0001

-14.0% -17.3% -0.6% 0.17 0.24 0.0000Average

Class L



 

 

Anchor:

 
Proposal:

 

 



 

 

Difference between anchor and proposal, J01:

 

 

4 Recommendation 

The recommendation is to add the presented algorithm into the TMIV22. 
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