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      Resolution FPS ms/frame 

geosphere 
vertices 42 512x512 250 4.52 

facet 80 1024x1024 72 14.58 

torusknot 
vertices 256 512x512 50 20.91 

facet 512 1024x1024 14 77.42 

sphere 
vertices 482 512x512 27 38.96 

facet 960 1024x1024 8 143.36 

cylinder 
vertices 600 512x512 22 48.12 

facet 1200 1024x1024 6 200.5 

geosphere num Resolution FPS ms/frame 

model 1 

512x512 

250 4.52 

vertices 2 140 7.69 

42 3 98 10.81 

facet 4 76 13.83 

80 1 

1024x1024 

72 14.58 

 

2 40 26.14 

3 27 38.96 

4 21 50.5 

- 56 -




