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SRR (signed distance field, SDF) &,
SEHRD 8 SODTHRDFF BN Y %3RO D
~ — F v J % 2 — 7 1 (marching cubes
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SDF [ms] Marching AN =g
cubes [ms]
MR 1 13. 44 185. 92 298748
Wk 2 19. 06 195. 50 407034
Wik 3 21. 14 206. 35 506392
# 2 Kinect DRIk 57 L —ab L— B
Kinect &4% | 7 L — A L — K [fps]
=) 4.0
2H 3.3
3H 2.9
4B 2.6
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Kinect # 1 5O HHW-KEO 7 L —A L — M
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