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Projection Images for Real-time Rendering
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Step 2: Final result image generation
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Model name # of Polygon # of Vertex FPS-1 FPS-2
Decimated stanford bunny 17,082 8,543 50.41 15.81
Walker head 20,720 10,431 57.77 17.12
Stanford bunny 68,328 38,620 34.15 10.91
Gargole 100,000 20,000 27.52 8.83
Gist-MP3 460,612 235,957 14.55 5.45
Gist-Monkey 969,920 48,4962 14.17 4.04
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