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Figure 3: Illustrative example of the 4-8 structure with the
corresponding vertex levels. The M4G tiling is refined (from
left to right) creating intermediary adaptive meshes. At each
resolution level, only a set of edges can be split (with a cir-
cle) and a set of vertices can be welded (with a cross).
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Figure 3: Illustrative example of the 4-8 structure with the
corresponding vertex levels. The M4G tiling is refined (from
left to right) creating intermediary adaptive meshes. At each
resolution level, only a set of edges can be split (with a cir-
cle) and a set of vertices can be welded (with a cross).
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Figure 5: Adaptive M4G structure. While the two basic tile
configurations (left) in the CPU are sent to the GPU as one
patch, the next five (right) are sent as 4 patches. The elements
(vertex or edge) in the CPU data structure representing a
patch in the GPU data buffer are denoted with a square.
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Figure 5: Adaptive M4G structure. While the two basic tile
configurations (left) in the CPU are sent to the GPU as one
patch, the next five (right) are sent as 4 patches. The elements
(vertex or edge) in the CPU data structure representing a
patch in the GPU data buffer are denoted with a square.
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Figure 6: Example application of the Bimba dataset with variable mesh resolution. The surface features of the reconstructed
mesh is revealed (from left to right) as the control plane (in red) moves from top to bottom.
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Figure 6: Example application of the Bimba dataset with variable mesh resolution. The surface features of the reconstructed

mesh is revealed (from left to right) as the control plane (in red) moves from top to bottom.
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Boundary curves are still tricky
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