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* Direct Rendering of Point-Based Implicit Surfaces on GPUs, by
Takashi KANAI (The University of Tokyo, Graduate School of Arts
and Sciences), Yutaka OHTAKE, Hiroaki KAWATA, and Kiwamu
KASE (RIKEN, VCAD Modeling Team)
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Rendering Billboards
(or Point Sprite)

Implicit function ¢
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SLIM #hmix, {4 DOR2EEEZ / — K &9 2 ARkEEIC
XOMRENG. Cofitzd ic, Y R—NERZFIH
T5CET, LOD LVEY VTN VT D8
DT TixF vy 7N TES. LOD L>XY VI T,
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7 HERE R OFHINC W2 BIEE T IV OATFHEIC X B HEH]. FE/EX D! dino, armadillo, lucy. FEAEK D:
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GPU NTF— R EEET ZUMHBR N )L 2w Jiciz->T
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i, 757X MBICHEONEREREHET S b
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X% 3 ~ 7 E0H g LA RIASD, FHCKA=RETIVIC
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D ifEN— A 2B (X % R —)L-® blobby model
HE) T BEENRL VR VTR B C
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model #total nodes #leaf nodes CPU (fps) GPU (fps) GPU (LOD) (fps) #LOD nodes
moai 6,948 5,421 291 21.53 - -
dino 7,783 6,009 7.09 44.92 - -
feline 20,891 16,175 4.00 23.79 - -
armadillo 31,712 24,662 4.27 22.97 - -
xyzrgb dragon 242,018 185,050 2.79 12.86 - -
lucy 915,151 691,978 1.12 3.50 6.45 130,696
david 1,221,100 932,720 0.93 2.63 7.08 126,466
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J— R, ¥/ — ¥, CPUICX %M, GPU

ICKBEE/ — FORmRRE, GPUICK% LOD /— FOHiERRH, LOD /— F#Z/Rd Gk o519

N fps).
(3.2GHz), GPU: nVIDIA GeForce 7900 GTX DEitE Tl

e

dino 13K Cyberware tf, feline &7V 7 4/)L=7 T.
FEK, armadillo, xyzrgb dragon, lucy, david (& A % >
74— FK, moai ZEHRAZIC K> TRRtENET

WTF—RTH5B. T—ZOFMICE L TT TITE#HDOE
ERTS.
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