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Adaptive Display of Bezier Surfaces using a GPU
t Hikaru Nomura, Norimasa Yoshida, Nihon University
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32patch | 64patch |128patch|256patch|512patch 1) - GPU B
CPU (ms)| 1711 25.77 37.64 59.95 100.5 i
GPU (ms)| 1456 17.73 23.48 35.53 56.81
( )/ 14.9036 | 31.1991 | 37.6196 | 40.7339 | 434726 NICOGRAPH/MULTIMEDIA, 2006.
41 GPU 2) D. Luebke et al.: Level of Detail for 3D
Graphics, Morgan Kaufmann, 2003.
3) L. Shirman et al.: The cone of normals
4.2 LOD technique for fast processing of curved

patches, Eurographics, 261-272, 1993.
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