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The migration of immersive media towards telecommunication
applications is advancing rapidly. Impressive progress in the field of
media compression, media representation, and the larger and ever
increasing bandwidth available to the customer, will foster the
introduction of these services in the future. One of the key components
for the envisioned applications is the development from two-
dimensional towards three-dimensional audio-visual communications.
With contributions from key experts in the field, 3D
Videocommunication:provides a complete overview of existing systems
and



