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currently using "SIBR":
distanceVal = d(i, n) / ref [0,1]

there are some other methods to use

angleVal = 1 - (1+dot(i, n))/2 [0,1]
angleVal = (angleVal <0.5) ? ing : angleVal
cost = (1-a)distanceVal + a*angleVal; a=0.1
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j LoadTexturesFromDisk(dataset, selectedCams)

It will sort the list of cams using the cost
that was previously calculated

It will also calculate what cams are new
and what are not required anymore

j SwitchTexturesCoroutine(toUnload, toUpload)

It will only unload cams if it's running out of space
Cams upload is done in a coroutine to not block main thread

Previous voxel system was subscribed to this eventh|
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