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100M SPLATS
IN YOUR BROWSER

to explore -




WHAT IS 3D GAUSSIAN SPLATTING?

TRADITIONAL MESH 3D GAUSSIAN SPLATTING

Millions of 3D ellipsoids
Each carries: position, color, opacity, scale
Photorealistic real-world capture

Introduced 2023, replacing NeRF




/1\, THE PROBLEM

oM

splats = device limit

100M

splats = real scenes need

24 0) ¢

gap between capture and render

Before Spark 2.0:
nice demo, not production
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THE SPLAT TREE
Level-of-Detail Hierarchy
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Root: 1 splat =
entire object
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.RAD STREAMING FORMAT

Stage 1 Stage 2
64K splats - Progressive
instant load refinement
i
X | .PLY/.SPZ v/| .RAD
Download entire file first See in 500ms,

refine in real-time

Stage 3

Full detail

-
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GPU VIRTUAL MEMORY

0S-level design, on a graphics card

SYSTEM
MEMORY

STORAGE

16M | 64K

splat physical pool page size

LRU

eviction strategy

Infinite worlds on a mobile device
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PERFORMANCE TRICKS

Foveated Rendering
More detail where you look 7

e o

/'@
WASM Workers & 2- -
Rust compiled to WebAssembly “s(3—
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PROGRAMMABLE PIPELINE

- epark . eTfeslt —e—-
4 SDF Clipping ——=—=§
+4 Animated Transitions |’
-] 4DGS Interpolation - —=—.

Built on Three.js + WebGL2

Your existing code stays the same

Decorator-based API
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WHY THIS MATTERS

Digital twins in any browser

1 g Real estate walkthroughs that feel real

E% Cultural heritage preservation

40M splat Coit Tower

Runs 6n.aF) hone

o' : : : _—_
0 & Robotics spatial Al visualization

Gaming on captured environments

O MIT Licensed / Open Source




THE FUTURE OF 3D
IS SPLATS

sparkijs.dev

github.com/sparkjsdev/spark
imiel.dev/blog

Follow Imiel for more AI signals
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