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3 3. Nefertiti at different leveis—of—detail.
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3 10, 25 and 100% points for original model,

448k points, rendered with a point splatting renderer, simplified by Extended QEM.

one pass

a8 4.
splatting renderer with 30k

points.
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female model simplified by geometry & color from 300k point,

unfiltered

filtered

rendered with a point
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