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Unix pipes for streaming



If all in memory it’s “easy”
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Finaliser based on quadtree



blue cell = not finalised cell

Yellow tr = in memory

White tr = written to stream



Spatial coherence
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Spatial coherence





• The raw point clouds are seldom used, instead gridded terrains (at for instance 0.5mX0.5m) are 

used. How are these created?


• The ideas behind streaming are very useful for certain local problems, but unfortunately they 

cannot be used directly for global problems such as visibility or flow modelling”. Explain why that 

is with a concrete example.

Some questions


