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Optimizing Rendering Performance Using Automatic Selection of
HTMLS Canvas or SVG

AYUKO YAMAMOTO" HIROSHI WATANABE"™

In HTMLS, Canvas dealing with data of the bitmap and Inline SVG dealing with Data for vector are supported. Thus we can
directly describe image or graphic in HTML, by the JavaScript. However, drawing performance is not good compared with the
plugins such as Flash or Java. In this paper, we sinvestigate the performance of traditional approaches to increase drawing speed.
Finally, we propose an algorithm to select the best approach automatically.
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Figure 1 Benchmark test of JavaScript library
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