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and 3D Mesh Contents using RMPI
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Abstract - With the developing of current multimedia broadcasting, user will be provided for lots of various
content through the various channel and media. Content provider and consumer want the various service using
content with the better quality which is fit to users’ preference. For transmitting this content in the limited
transmission channel capacity, it needs to transmit the highly compressed content. The content of 3D mesh
model-based on MPEG-4 enables the various content service that provides the lower size and the resonable
quality, and Personalize(Targeting) service just provide the contents that user more wants and likes.

This paper presents the study on the targeting service using compression of 3D mesh model-based on MPEG-4
and the adaptation of Embedded Graphic application program using it.
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