Supplementary: PRoGS: Progressive Rendering of Gaussian Splats
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Figure 4. Comparison of 10% of splats for 4 different methods - Stump scene.



Figure 5. Comparison of 10% of splats for 4 different methods - Treehill scene.
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Figure 8. Comparison of 10% of splats for 4 different methods - Kitchen scene.

Figure 9. Comparison of 10% of splats for 4 different methods - Bonsai scene.
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Figure 10. Comparison of 10% of splats for 4 different methods - Truck scene.

Figure 11. Comparison of 10% of splats for 4 different methods - Train scene.

Figure 12. Comparison of 10% of splats for 4 different methods - Dr. Johnson scene.
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Figure 13. Comparison of 10% of splats for 4 different methods - Playroom scene.
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Figure 14. Metrics per 10% - Counter, DrJohnson, Flowers, Kitchen scenes.(PSNRT, SSIM+t, LPIPS])
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Figure 15. Metrics per 10% - Playroom, Room, Stump, Treehill scenes.(PSNR*, SSIMt, LPIPS|)




train

1.04

0.8 1

0.6 1

SSIM

0.4 1

0.2 1

0.0 1

100 4

801

60

PSNR

40 4

20 4

T T T

1.01

contr(ours)
contr_octree(ours)
antimatter

treejs

0.8 1

LPIPS

6 Zb 4‘0 Gb 8‘0 160
Percentage loaded splats

Figure 16. Metrics per 10% - Train scene.(PSNRT, SSIMT, LPIPS)



