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timings
results
/

Size Dir. Vol. Rend. | Iso-surface Rend. DVR + ISO

Datasets # Verts # Tet FPS | M Tet/s | FPS M Tet/s FPS | M Tet/s
blunt 40 K 187 K 19.2 3.59 25.5 4.78 7.7 1.44
post 110 K 513 K 8.1 4.15 11.9 6.10 3.0 1.51
spx2 150 K 828 K 7.4 6.11 8.2 6.76 1.9 1.57
delta 211 K I M 4.5 4.52 6.0 6.01 1.5 1.51
torso 168 K | 1.08M 5.6 6.08 7.2 7.78 1.7 1.82
fighter 256 K | 1.40M | 42 5.83 5.0 7.06 1.1 1.60
turbjet 212K | 1.0IM | 175 17.67 n/a n/a n/a n/a
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centroid
>
MPVONC
Dataset || Max. Error | Avg. Error | Diff. Pixels
blunt 1.961% 0.4069% 6.04%
post 2.353% 0.4245% 33.13%
spx2 1.569% 0.3985% 8.13%
delta 5.098% 0.5895% 14.25%
torso 1.176% 0.3933% 1.51%
fighter 1.569% 0.3943% 2.02%

1/3 of the
pixels

0.4% ~ 1 unit
[0, 255]
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results
Spx2
828 K Tet

Algorithm || Sort | Draw | FPS | M Tet/s

HAPTY? 003 | 009 | 7.4 6.11
HAPT? 0.04 | 009 | 6.9 5.73
HAPT® 008 | 009 | 54 4.50
HAPTM 0.13 | 0.09 | 44 3.61

HAVS? 009 | 011 | 50 | 4.14
HAVS® 009 | 012 | 4.7 3.94
PTINT 019 | 020 | 24 | 2.06
GATOR 008 | 083 | 1.1 0.93
HARC" na | 022 | 46 3.82

HARC” n/a 0.28 3.5 2.90
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torso fighter
Algorithm 1,082 K Tet 1,403 K Tet
FPS | MTet/s | FPS | M Tet/s

HAPTY 5.6 6.08 4.2 5.83
HAPT? 4.3 4.68 3.6 5.09
HAPT® 3.9 4.25 2.9 4.10
HAPTY 1.6 1.73 1.2 1.62
HAVS? 3.7 4.01 2.9 4.12
HAVS® 3.3 3.60 2.7 3.89
PTINT 1.3 1.47 0.9 1.31
GATOR 0.7 0.76 0.4 0.56
HARC” 4.8 5.19 3.8 5.33
HARC? 3.9 4.22 3.0 4.21
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