ISSN : 1226-7244 (Print)

ISSN : 2288-243X (Online) j.inst.Korean.electr.electron.eng.Vol.24,No.4,1050 ~ 1057, December 2020
=T 20-04-19 http://dx.doi.org/10.7471/ikeee.2020.24.4.1050
130

2748 360 vEjole] RGB WE 2 A SA4RE
o] &3t i T g HA v
A Reference Frame Selection Method Using RGB Vector and
Object Feature Information of Immersive 360° Media
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Abstract

Immersive 360-degree media has a problem of slowing down the video recognition speed when the video is processed
by the conventional method using a variety of rendering methods, and the video size becomes larger with higher quality
and extra-large volume than the existing video. In addition, in most cases, only one scene is captured by fixing the
camera in a specific place due to the characteristics of the immersive 360-degree media, it is not necessary to extract
feature information from all scenes. In this paper, we propose a reference frame selection method for immersive
360-degree media and describe its application process to copyright protection technology. In the proposed method, three
pre-processing processes such as frame extraction of immersive 360 media, frame downsizing, and spherical form
rendering are performed. In the rendering process, the video is divided into 16 frames and captured. In the central part
where there is much object information, an object is extracted using an RGB vector per pixel and deep learning, and a
reference frame is selected using object feature information.
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3. Object Information Metadata.
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