
SECTION 5 
addressing bottlenecks 
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•   data size 

•   data format 



DATA WRANGLER 

smarter text manipulation 





DATA WRANGLER| KANDEL ET AL| 2011 | COURTESY OF GRAPHICS.STANFORD.EDU 
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•  number of records 

•   number of triangles 
(base rendering units) 

•   number voxels 



BIG DATA 

    LOD vs Parallelism 



LEVELS OF DETAIL (LOD) 

•  requires pre-processing 

•  requires larger storage (original+…) 



•   quality 

•   algorithm 1  time 

•   when to use lod? 

•   improve interactivity 

•   smaller footprint 

LEVELS OF DETAIL (LOD) 



QSPLAT| SZYMON RUSINKIEWICZ  & MARC LEVOY | 2001 | COURTESY OF GRAPHICS.STANFORD.EDU 









TETSPLAT| SANTIAGO LOMBEYDA & KEN MUSETH| CALTECH| 2004 



•   requires a parallel system 

•   increases sw complexity 

•   less likely to be “portable” 

PARALLEL PROCESSING 

THE VOLUMEPRO VOLUME RENDERING CLUSTER| SANTIAGO LOMBEYDA & JOHN MCCORQUODALE| CALTECH| 2003 




