InsideOut

‘ ibrSubView ‘
new N ioAssets
new
) registerObserver(itself)
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new fpsCamera
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[main loop]
update(input)
updateFunc(view, input, viewport, time)
. update(input, time)

does nothing.
method is not overriden from ViewBase

m) *every other frame

update the piority of loaded cams
and sort them
CAM SORT CRITERION:

chunk scale = longest distance bounding box
and alpha (0.1) user defined.

the bigger the distance the bigger the value

priority = (1-a)‘distanceW + a*angleW
the bigger the value, the worse the camera is

it will try to merge cameras added by other threads

Uses a reference distance (chunk scale square)

distanceW = distance(i,n)/ref [0,1] (way less than 1)

angleW = 1 - (1+dot)/2 [0,1] (0 if aligned:1 oppostite)
the bigger the misalignment the bigger the value

L] sortCameraByPriority

it will notify about camera loads/unloads
to both pvMeshC and rgbdC:

| JL am)

it will notify to its threads
to keep trying to upload imgs to CPU

main camera gets interpolated
using updated cameraTarget
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