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1 unique instance, 25 fps. N =500 spheres, U = 1. 2 unique instances, 25 fps. N = 500 spheres, U = 2. 4 unique instances, 25 fps. N =500 spheres, U = 4. 8 unique instances, 25 fps: N = 500 sph.er.es, U=8. | |
Identical to GPU-based hardware instancing. No change in frame rate, sub-graph evaluation occurs on GPU. Scene appears considerably more varied. Rendering in parallel with evaluation. Consistent frame rate up with up to 8 varieties. Depends on object complexity.
_ Tr =render time (0.078 ms / obj)
TR N =U( TE + TO ) Te = eval time (4.7 ms)
, _ ] « o - > To = overhead (0.4 ms)
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Performance: Performance is tested against a woven sphere reference Time
model. Results are significantly faster than Houdini, and faster than 2x (ms)
the baseline tests done directly in OpenGL/GLUT.
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