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Keeping Standards up-to-date 

Standards are living documents which reflect progress in science, technology and 
systems. To maintain their currency, all Standards are periodically reviewed, and 
new editions are published. Between editions, amendments may be issued. 
Standards may also be withdrawn. It is important that readers assure themselves 
they are using a current Standard, which should include any amendments which 
may have been published since the Standard was purchased. 

Detailed information about Standards can be found by visiting the Standards Web 
Shop at www.standards.com.au and looking up the relevant Standard in the on-line 
catalogue. 

Alternatively, the printed Catalogue provides information current at 1 January each 
year, and the monthly magazine, The Global Standard, has a full listing of revisions 
and amendments published each month. 

Australian StandardsTM and other products and services developed by Standards 
Australia are published and distributed under contract by SAI Global, which 
operates the Standards Web Shop. 

We also welcome suggestions for improvement in our Standards, and especially 
encourage readers to notify us immediately of any apparent inaccuracies or 
ambiguities. Contact us via email at mail@standards.org.au, or write to the Chief 
Executive, Standards Australia International Ltd, GPO Box 5420, Sydney, NSW 
2001. 

 

This Standard was issued in draft form for comment as DR 04417.
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PREFACE 

This Standard was prepared by the Standards Australia Committee IT-029, Coded 

Representation of Picture, Audio and Multimedia/Hypermedia Information. 

This Standard is identical with, and has been reproduced from, ISO/IEC 14496-16:2004, 

Information technology—Coding of audio-visual objects, Part 16:  Animation Framework 

eXtension (AFX). 

The objective of this Standard is to provide the multimedia designer with an understanding of 

models and their relationships for interactive multi-media contents including (but not limited to) 

computer games and animation. This part also provides the designer with information on 

progressive streaming of view-dependent information. 

The terms ‘normative’ and ‘informative’ are used to define the application of the annex to 

which they apply. A normative annex is an integral part of a standard, whereas an informative 

annex is only for information and guidance. 

As this Standard is reproduced from an international standard, the following applies: 

(a) Its number appears on the cover and title page while the international standard number 

appears only on the cover. 

(b) In the source text ‘this International Standard’ should read ‘this Australian Standard’. 

(c) A full point substitutes for a comma when referring to a decimal marker. 

References to International Standards should be replaced by references to Australian or 

Australian/New Zealand Standards, as follows: 

 

Reference to International Standard  Australian Standard/New Zealand 

ISO/IEC   AS/NZS  

14496 Information technology—Coding of 

audio-visual objects 

 14496 Information technology—Coding of 

audio-visual objects 

14496-1 Part 1: Systems  14496.1 Part 1: Systems 

14496-2 Part 2: Visual  14496.2 Part 2: Visual 

Only referenced documents that have been adopted as Australian or Australian/New Zealand 

Standards have been listed. 
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1 Scope 

This International Standard specifies MPEG-4 Animation Framework eXtension (AFX) model for creating interactive 
multimedia contents by composing natural and synthetic objects. Within this model, MPEG-4 is extended with 
higher-level synthetic objects for geometry, texture, and animation as well as dedicated compressed 
representations. 

AFX also specifies a backchannel for progressive streaming of view-dependent information. 

ISO/IEC 14496-1:2001, Information technology — Coding of audio-visual objects — Part 1: Systems 
ISO/IEC 14496-2, Information technology — Coding of audio-visual objects — Part 2: Visual 
ISO/IEC 14496-11:2003, Information technology — Coding of audio-visual objects — Part 11: Scene description  
and application engine 

3 Symbols and abbreviated terms 

List of symbols and abbreviated terms. 
 
AFX Animation Framework eXtension 
BIFS BInary Format for Scene 
DIBR Depth-Image Based Representation 
ES Elementary Stream 
IBR Image-Based Rendering 
LFM Light-Field Mapping 
NDT Node Data Type 
OD Object Descriptor 
SDL Syntactic Description Language 
VRML Virtual Reality Modelling Language 
  

Information technology — Coding of audio-visual objects — 

Part 16: 
Animation Framework eXtension (AFX) 

 

2 Normative references 

The following referenced documents are indispensable for the application 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. 

 

www.standards.com.au Copyright ISO www.isostandards.com.au

1

Curre
ntly

 in
 p

re
vie

w, c
lic

k b
uy f

ull v
er

sio
n

http://www.standards.com.au
http://www.isostandards.com.au
Cara Misdale
AUSTRALIAN STANDARD

https://www.stdhive.com/standards/as-iso-iec-1449616-2004-pdf/

	footer: www.standards.com.au
	f2: © Standards Australia


