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ABSTRACT

In this study, a new method that finds an area where interesting objects are placed to generate DIBR-based
intermediate images with higher quality. This method complements the existing object segmentation algorithm
called Grabcut by finding the bounding box automatically, whereas the existing algorithm requires a user to
select the region specifically. Then, the histogram of the depth map information is then used to separate the
background and the frontal objects after applying the GrabCut algorithm. By using the new method, it is found
that it produces better result than the existing algorithm. This paper describes the new method and future

research.
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