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Processing
Progress .
Time(ms)
Post-processing of interpolated depth 150
information
Warping depth information to texture 14
information
Warping texture & depth information to eye- 16
contact view
Hole filling 61
Total time 241
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Test environment

CPU Intel® Core™ i5-2500 CPU @ 3.30GHz

RAM 4.0GB

GPU GeForce GTX 550Ti

(O] Windows 7 64-bit
IDE Visual Studio 2008 SP1 (x86)
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