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Foreword

[SO (the International Organization for Standardization) is a worldwide federation of national standards
bodies (ISO member bodies). The work of preparing International Standards is normally carried out through
ISO technical committees. Each member body interested in a subject for which a technical committee
has been established has the right to be represented on that committee. International organizations,
governmental and non-governmental, in liaison with ISO, also take part in the work. ISO collaborates closely
with the International Electrotechnical Commission (IEC) on all matters of electrotechnical standardization.

The procedures used to develop this document and those intended for its further maintenance are described
in the ISO/IEC Directives, Part 1. In particular, the different approval criteria needed for the different types
of ISO documents should be noted. This document was drafted in accordance with the editorial rules of the
[SO/IEC Directives, Part 2 (see www.iso.org/directives).

Attention is drawn to the possibility that some of the elements of this document may be the subject of patent
rights. ISO shall not be held responsible for identifying any or all such patent rights. Details of any patent
rights identified during the development of the document will be in the Introduction and/or on the ISO list of
patent declarations received (see www.iso.org/patents).

Any trade name used in this document is information given for the convenience of users and does not
constitute an endorsement.

For an explanation of the voluntary nature of standards, the meaning of ISO specific terms and expressions
related to conformity assessment, as well as information about ISO's adherence to the World Trade
Organization (WTO) principlesin the Technical Barriers to Trade (TBT), see www.iso.org/iso/foreword.html.

This document was prepared by Joint Technical Committee ISO/IEC JTC 1, Information technology,
Subcommittee SC 29, Coding of audio, picture, multimedia and hypermedia information.

Alist of all parts in the ISO/IEC 23090 series can be found on the ISO website.

Any feedback or questions on this document should be directed to the user’s national standards
body. A complete listing of these bodies can be found at www.iso.org/members.html and
www.iec.ch/national-committees.
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Introduction

The advances in 3D capture, modelling, and rendering have promoted the ubiquitous presence of 3D content
across several platforms and devices.

3D meshes, along with point clouds and immersive video, are widely used to represent such immersive
content. A mesh is composed of several polygons that describe the boundary surface of a volumetric object.
Each polygon is defined by its vertices in 3D space and the information on how the vertices are connected,
referred to as connectivity information. Optionally, vertex attributes, such as colours, normal, etc., can
be associated with the mesh vertices. Attributes can also be associated with the surface of the mesh by
exploiting mapping information that describes a parameterization of the mesh onto 2D regions of the
plane. Such mapping is usually described by a set of parametric coordinates, referred to as UV coordinates
or texture coordinates. 2D attribute maps are used to store high resolution attribute information such as
texture, normal, material ID etc. Such information can be used for various purposes such as texture mapping
and shading.

To achieve a realistic representation of an object or scene, 3D meshes are becoming increasingly
sophisticated, and a significant amount of data is generated for the creation and consumption of those
meshes. When uncompressed, these data can be costly in terms of storage and transmission. Furthermore,
dynamic mesh sequences may require even larger amounts of data, since it may consist of a significant
quantity of information changing over time. A visual volumetric video-based coding (V3C) standard has been
created to support the distribution of volumetric data, currently addressing point clouds (ISO/IEC 23090-5)
and immersive video content (ISO/IEC 23090-12). Therefore, this document was developed to support
compression of 3D video-based mesh coding utilizing the ISO/IEC V3C standard (ISO/IEC 23090-5).
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Information technology — Coded representation of
immersive media —

Part 29:
Video-based dynamic mesh coding (V-DMC(C)

1 Scope

This document specifies syntax, semantics, and decoding for video based dynamic mesh coding (V-DMC),
basemesh coding, MPEG edgebreaker static mesh coding, and arithmetic coded displacement. Furthermore,
this document specifies processes that can be used for reconstruction of visual volumetric media and also
include additional processes such as post-decoding, pre-reconstruction, post-reconstruction, and adaptation.

2 Normative references

The following documents are referred to in the text in such a way that some or all of their content constitutes
requirements of this document. For dated references, only the edition cited applies. For undated references,
the latest edition of the referenced document (including any amendments) applies.

[SO /IEC 23090-5:2026, Information technology — Coded Representation of Immersive Media — Part 5: Visual
volumetric video-based coding (V3C) and video-based point cloud compression (V-PCC)
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