SA4 VIDEO SWG conf. call

 
 



Tdoc S4aV200646
23th February 2021, 3-5pm CET

Source:
Interdigital
Title:

[5G Video] Online Gaming scenario preliminary results
Document for:
Discussion
Agenda Item:
4.10
1. Introduction
This contribution reports results for VVC and ETM for the online gaming scenario. Under the assumption that Gaming contents have some similarity with Screen/graphic content, “Screen content tools” for each codec have been enabled when that was not the case in the default MPEG/JVET configuration. 

Summary of results:

	
	Low Delay B VTM10-SCC
	Low Delay B ETM 6.1 IBC
	
	

	
	  

Over HM-16.22
	
	
	
	
	

	LD-B
	BDR-YUV
	VMAF
	MS-SSIM
	BDR-YUV
	VMAF
	MS-SSIM

	Class Gaming HD
	-31.00%
	-30.75%
	-32.35%
	-10.90%
	-18.29%
	-18.29%

	Class Gaming UHD
	-38.22%
	-42.13%
	-41.44%
	-17.50%
	-23.29%
	-21.13%

	All GAMING
	-32.11%
	-32.50%
	-33.75%
	-11.91%
	-19.06%
	-18.73%


	
	Low Delay B VTM10-SCC
	Low Delay B ETM 6.1 IBC
	
	

	
	  

Over HM-16.22
	
	
	
	
	

	LD-B IDR
	BDR-YUV
	VMAF
	MS-SSIM
	BDR-YUV
	VMAF
	MS-SSIM

	Class Gaming HD
	-29.11%
	-29.74%
	-28.56%
	-14.80%
	-23.28%
	-19.59%

	Class Gaming UHD
	-33.99%
	-38.76%
	-35.63%
	-23.15%
	-28.35%
	-23.74%

	All GAMING
	-29.86%
	-31.13%
	-29.65%
	-16.08%
	-24.06%
	-20.22%


2. Discussion
From a cursory review of the results, ETM exhibit a similar behavior on some of the gaming sequences than on some screen content sequences. However, not enough time was spent to understand the data.
It is proposed to document the VVC results.

· Corresponding xls and anchor bitstream will be provided along with a pCR.

Should we document the EVC results?

· If yes, corresponding xls and anchor bitstream will be provided.

· A note will be added to document that the EVC test results are pending an update (with an explanatory note).
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