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(a) Isosurface extracted from
scalar volume (Chameleon,
size: 10242

×1080 voxels).

(b) Close-up of region shown
to compare geometry
extraction techniques in
(c)-(e):

(c) Parallel Marching
Blocks [LCDW16] mesh.
Extraction & rendering:
3.1 ms, 9.2M triangles.

(d) Offline [Kap25a] meshlet
extraction, optimization &
rendering: 4.5 s,
55.1K meshlets.

(e) Our real-time meshlet
extraction. Extraction &
rendering: 1.7 ms,
133.0K meshlets.

Figure 1: Comparison of our real-time meshlet extraction approach with reference methods in an indirect isosurface rendering scenario (a)
& (b). Existing block-based extraction approaches [LCDW16] efficiently extract isosurfaces with millions of individual triangles in real
time (c). Meshlets are geometry clusters that allow efficient rendering of meshes, which can be created in a near-optimal manner by existing
offline methods (d). Our proposed approach (e) extends previous real-time block-based isosurface extraction approaches to extract meshlets
in a single, efficient isosurface extraction pass that outperforms the state of the art in many cases. Isosurfaces extracted using each approach
consist of the same triangles and reference the equivalent vertex positions and normals, and are therefore visually indistinguishable from
each other. Performance was measured with an NVIDIA RTX 4090 GPU and an Intel Core i9-13900K CPU running at 3.00 GHz.

Abstract

In this paper, we propose the first approach for real-time extraction and rendering of isosurfaces from scalar volumes as non-
trivial persistent meshlets, which are compatible with efficient mesh shader pipelines supported by recent GPUs. Whereas trivial
approaches extract from small voxel blocks to ensure that meshlets adhere to geometry size limits, our method partitions and
extracts from larger blocks, increasing the number of primitives per meshlet for improved rendering efficiency. Our isosurface
extraction method performs fine-grained region analysis and adaptive partitioning of occupied blocks in a task shader stage,
followed by efficient meshlet extraction in a mesh shader stage. The region analysis kernel provides the meshlet extraction
kernel with compact occupancy information that allows computational resources to be focused on cells that contribute to the
isosurface. An extensive analysis reveals that, compared to the state-of-the-art technique, our approach significantly improves
extraction and rendering performance and reduces the memory footprint of extracted isosurfaces in most cases.

CCS Concepts
• Computing methodologies → Massively parallel algorithms;

1. Introduction

The highly responsive visualization of implicitly defined isosur-
faces in scalar volume data is essential for interactive analysis of
structures contained in such datasets. In real-time rendering con-
texts, two principal classes of approaches for isosurface visualiza-
tion are commonly employed. Direct methods, such as isosurface
ray casting (e.g., [RGW∗03, KW03]), directly evaluate the under-

lying scalar field during rendering. Indirect methods extract an ex-
plicit and persistent representation of the isosurface (e.g., [LC87]),
which can be rendered using standard geometry pipelines.

A persistent representation offers several notable advantages. It
enables efficient reuse of the geometry corresponding to the current
isovalue across multiple frames, viewpoints, and shader passes and
it supports interactive workflows in which users continuously adjust
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the isovalue to explore salient features of the scalar field, often as
a precursor to more computationally demanding visualization tech-
niques [KPH∗03, ŠLMB24]. In such scenarios, surface extraction
must be performed with minimal latency to ensure a seamless user
experience, while the resulting geometry is well suited for repeated
rendering and downstream processing.

With this paper, we present the first method for real-time,
meshlet-based isosurface extraction from scalar volume data using
the recently introduced task and mesh shader rendering workflows.
Our approach performs a fine-grained region analysis in the task
shader stage, which adaptively partitions the volume into subre-
gions suitable for meshlet generation. A novel block-based analysis
kernel characterizes the isosurface geometry at a subblock level and
derives subregions whose meshlets approach optimal vertex and in-
dex counts while satisfying strict meshlet size constraints. The re-
sulting dynamic partitioning provides both occupancy information
and primitive counts to the mesh shader stage, where an efficient
extraction kernel generates the meshlets and employs a state-of-
the-art technique [LCDW16] to prevent duplicate vertex creation.
The extracted meshlets are written to global memory for subse-
quent rendering using standard mesh shader pipelines.

The contributions described in our work are the following:

● A task shader based region analysis stage that hierarchically
partitions blocks for extraction and produces fine-grained occu-
pancy information, allowing real-time extraction of non-trivial
size-constrained meshlets across all isovalues.

● An extension of the state-of-the-art Parallel Marching
Blocks [LCDW16] isosurface extraction algorithm to ex-
tract meshlet geometry, descriptors, and bounding volumes in
a mesh shader kernel while working only on occupied cells to
reduce thread-level divergence.

● An evaluation of our proposed approach and appropriate online
and offline reference approaches with respect to the memory
footprint, extraction performance, as well as combined extrac-
tion and rendering performance for our dynamic isosurface ex-
ploration scenario.

● Our polished codebase, provided as an open-source repository
in the supplementary material, to foster further research in the
domain of real-time meshlet extraction and related areas.

Our evaluation reveals that our real-time meshlet-based isosurface
extraction and rendering technique outperforms the state-of-the-art
Parallel Marching Blocks extraction approach by 12% to 27% for a
variety of models and isovalue ranges. Furthermore, we show that
our extracted meshlet representation results in a rendering time that
is only 20% higher on average for large volumes than an offline-
optimized meshlet representation, despite performing meshlet cre-
ation three orders of magnitude faster.

Notes on Terminology. In this paper, we use terminology related
to NVIDIA hardware. Our approach is also valid for GPUs from
other vendors that support mesh shader pipelines.

2. Related Work

This section provides an overview of related work on novel uses of
mesh shader pipelines and GPU-based isosurface extraction.

2.1. Meshlets and Mesh Shader Pipelines

Following the definition of Kubisch [Kub18], the term meshlet in
the context of state-of-the-art graphics APIs refers to a geomet-
ric representation consisting of vertices and primitives, often rep-
resenting triangles [KRF22, NF24], which adhere to strict vertex
and primitive size limits. Starting with the Turing generation of
NVIDIA graphics cards and equivalent models from other manu-
facturers, mesh shader pipelines [Kub18] were introduced to ef-
ficiently process surface geometry encoded as meshlets. In those
pipelines, two tightly coupled and freely programmable compute
shader-like stages, task shaders and mesh shaders, replace the clas-
sic geometry transformation shader stages.

Task shaders can spawn multiple mesh shader workgroups, pass-
ing information to those workgroups through fast on-chip mem-
ory. This allows task shaders to allocate compute power effi-
ciently by dynamically distributing work to mesh shader work-
groups. During forward rendering of meshlets, on-the-fly mesh-
let culling [Wih16,AMHH∗18,Kub18,Kap25b] is implemented by
spawning mesh shader workgroups only for meshlets in the poten-
tially visible set [Air91, COCSD03].

In the mesh shader stage, a cooperative thread model within
workgroups [Kub18] eliminates the need to repeat vertex pro-
cessing calculations, bringing a further advantage over vertex
shader pipelines. Even forward renderers implemented purely us-
ing mesh shaders, which do not benefit from culling, can double
the rendering performance with respect to equivalent vertex shader
pipelines [Kub20]. While offline-created meshlets have been shown
to result in excellent rendering performance (e.g., for terrain render-
ing [SAW20,Eng20] and skinned character animation [UKPW21]),
real-time meshlet extraction for isosurface visualization has not yet
been explored, motivating the work reported in this paper.

2.2. Efficient GPU-based Isosurface Extraction

The first widely known approach for general isosurface polygo-
nization in a 3D scalar volume is Wyvill et al.’s Continuation
Method [WCB86]. The method reduces the search space signif-
icantly compared to brute-force intersection testing by tracing
isosurface intersections through neighboring cells. The Marching
Cubes (MC) algorithm [LC87] and its many extensions (summa-
rized in a 2006 survey [NY06]) search for isosurface intersections
in each cell independently. This approach maps well to execution
on massively parallel GPU cores. NVIDIA [NVI15] presented the
first non-trivial parallel implementation of MC, which identifies
cells that are intersected by the isosurface, before applying stream
compaction through a prefix sum [HSO07] to focus extraction ker-
nel computation on those “occupied” cells. The efficiency of the
method comes at the price of allocating memory to store the oc-
cupancy, vertex count and primitive count for each cell, which
severely limits application to larger volumes.

Ziegler et al. [ZTTS06] introduce an acceleration structure called
the Histogram Pyramid (HistoPyramid) which allows efficient per-
thread traversal through an occupancy hierarchy. The concept was
later extended by Dyken et al. [DZTS08] for more efficient stream
compaction and expansion in the context of MC-based isosurface
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extraction, outperforming the NVIDIA implementation. HistoPy-
ramids allow both persistent geometry extraction, by writing the
stream-compacted geometry in a global memory buffer, and usage
with pure vertex and geometry shaders to perform transient extrac-
tion of the MC-based geometry for direct rasterization of a scalar
volume’s isosurface. Liu et al. [LCD09] followed the idea of tran-
sient extraction and proposed an algorithm for direct rasterization
of occupied cells, which can be sorted to support view-dependent
culling through early depth testing of hidden geometry.

Schroeder et al. [SMG15] targeted faster persistent extraction
of isosurfaces by processing rows of consecutive cells with each
thread, reducing the amount of redundant work performed, since
neighboring cells share vertices. Liu et al. [LCDW16] identified
several issues with NVIDIA’s method and HistoPyramids: the se-
vere memory overhead for occupancy analysis, strong read-write
latency due to several explicit compute kernel stages, and sub-
optimal memory access patterns. They proposed Parallel March-
ing Blocks (PMB), which also avoids redundant vertex extraction
within occupied blocks by creating a unique vertex per intersected
edge. Buffer locations of the created vertices are shared among
threads in a workgroup. This mostly avoids global storage of aux-
iliary information, so it requires significantly less off-chip mem-
ory than previous approaches [NVI15, DZTS08], and results in up
to 10 times higher extraction performance and the ability to pro-
cess larger volumes. We acknowledge PMB as the state-of-the-art
method in block-based extraction scenarios and use it both as a ba-
sis for our novel real-time meshlet extraction approach and as a
reference for the evaluation of our work.

With the advent of mesh shader pipelines (Section 2.1), Pers-
son [Per19] explored transient isosurface extraction using task
shaders to cull unoccupied blocks before extraction, but found
compute shaders faster in this setting because the resulting mesh-
lets were extracted from individual marching cubes cells only and
were consequently very small. Kreskowski et al. [KRF22] im-
proved this by using task shaders to locate occupied cells and mesh
shaders to extract geometry from groups of occupied cells, yield-
ing larger meshlets and performance competitive with ray march-
ing and even surpassing it at higher rendering resolutions. Nishi-
date and Fujishiro [NF24] further showed that tracking unique cell
edges within a block lets mesh shaders reuse shared vertices, in-
creasing primitive output before hitting meshlet vertex limits, how-
ever, they enforced small, fixed-sized extraction blocks to satisfy
meshlet size constraints.

Our work builds on the insight contributed by Kreskowski et
al. [KRF22] that task and mesh shader pipelines can enable ef-
ficient isosurface extraction by dynamically allocating extraction
work after region analysis. However, since our proposed approach
has the purpose of extracting an isosurface as persistent meshlets,
we take care that the resulting meshlets allow efficient rendering
of the isosurface. To this end, we adopt PMB for isosurface extrac-
tion [LCDW16], thus avoiding redundant vertices within meshlets,
and contribute a novel region analysis and partitioning approach,
which (unlike [NF24]) hierarchically assigns subblocks of varying
size without producing meshlets that exceed size constraints.

3. Real-Time Meshlet-based Isosurface Extraction

We introduce the first approach to real-time extraction of isosur-
faces as meshlets from scalar volumes. The implementation of our
pipeline (shown in Figure 2) is described in this section.

To maximize meshlet size within the given geometry count con-
straints, we extract a set of unique vertices for each meshlet, such
that meshlets can encompass more primitives with the same num-
ber of vertices. We employ and extend the extraction kernel of
the PMB algorithm, which efficiently extracts isosurfaces from a
block of cells without duplicating vertices that are shared by iso-
surface geometry from neighboring cells. The isosurfaces extracted
by standard PMB and by our approach are therefore equivalent and
visually as well as numerically indistinguishable from each other.
While standard PMB extracts meshlets from blocks of fixed size,
potentially producing meshlets that do not conform to the desired
size constraints, our approach addresses this by hierarchically par-
titioning blocks into subblocks from which meshlets are then ex-
tracted. Since the partitioning algorithm is informed by the behav-
ior of the subsequent extraction algorithm, we first give a concise
overview of PMB (Section 3.1) before detailing our extended ap-
proach (Section 3.2).

3.1. Overview of Parallel Marching Blocks (PMB)

PMB is a block-based isosurface extraction algorithm that consists
of an offline preprocessing stage, which creates a min-max volume
based on a scalar input volume V , and two runtime stages. The
runtime components are conceptually the same as those comprising
our Extraction Pipeline shown in Figure 2. The Occupied Block
Filtering stage accesses the min-max volume to determine whether
blocks of Bx ×By ×Bz cells contain the isosurface. Through stream
compaction, the indices of occupied blocks are stored in a dense
global memory array. Subsequently, the Isosurface Extraction stage
launches a compute shader workgroup for each occupied block.

PMB Isosurface Extraction. The PMB extraction kernel avoids
duplication of vertices within a block by mapping each thread to
one cell and instructing threads to extract vertices that lie on the
three edges of a cell for which only that thread is responsible (see
Figure 3). When building triangles, cells need to reference vertices
from their neighbors. To do this, a shared-memory array is allo-
cated to store the location of each cell’s vertices in the block’s dense
vertex array. Threads calculate the location of their cell’s vertices
through prefix sum operations. These indices are retrieved when
creating triangles, allowing generation of an index buffer for the
block without duplicated vertices. Note that triangles from cells on
the edge of the block require vertices from cells that are not in the
block (see vertices V6 and V7 in Figure 3). The authors of PMB sug-
gest in the paper’s supplementary material to launch a workgroup
of size (Bx+1)×(By+1)×(Bz+1), with each thread creating ver-
tices from edges assigned to either a cell within the block (core cell)
or one of the neighboring cells (padding cells, colored blue in Fig-
ure 3). In this way, vertices are available for all triangles that can be
created inside the block. For more details on the original PMB algo-
rithm, we refer the reader to Liu et al.’s original paper [LCDW16].

Limitations of PMB. Although PMB avoids extraction of redun-
dant vertex and index data within a block, allowing larger meshlets
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Figure 2: Overview of the run-time components of our real-time indirect isosurface visualization pipeline. The Occupied Block Filtering stage
identi�es occupied blocks based on an auxiliary data structure and is identical to the corresponding stage proposed by Liu et al. [LCDW16].
We contribute the Isosurface Extraction and Isosurface Rendering stages, which leverage task and mesh shaders to exploit the advantages of
on-the-�y extracted meshlets, as explained in Section 3. The ability to extract and render meshlets from scalar volumes offers raw performance
bene�ts in many cases and extends the design space for the core discipline of real-time isosurface extraction. For a more detailed illustration
and explanation of our extraction and rendering components we refer the reader to Figure 4 and Sections 3.2 and 3.3, respectively.

Figure 3: Sketch of PMB extraction kernel within a 2D slice of a 3D
block adapted from Liu et al. [LCDW16]. Each thread in a work-
group processes either a core (white) or padding cell (blue). Any
cell intersected by the isosurface generates up to three vertices on
its uniquely assigned edges. White vertices are extracted from the
cells containing the triangles shown, whereas black vertices are cre-
ated by adjacent cells. Triangles T0 and T1 borrow vertices V2 and
V3 from adjacent core cells, whereas T2 and T3 reference vertices
V6 and V7 extracted from padding cells.

to be created without breaking size constraints imposed by hard
technical limitations [Kub18,Kub20] or user-de�ned optimal sizes,
PMB provides little control over the maximum number of vertices
and indices extracted from a block. While decreasing the block size
does limit the maximum meshlet size, this leads to severe degrada-
tion in both extraction and rendering performance, because many of
the extracted meshlets will be signi�cantly smaller than the optimal
meshlet size.

We emphasize that this is not merely a technicality that could be
expected to be improved upon in upcoming GPU generations; in-
deed, research shows that optimal meshlet rendering performance
occurs when meshlet sizes are well below the current hardware-
based geometry count limitations [Kub18, Kap23]. Our approach,
described in Section 3.2, addresses this issue by extracting isosur-
faces from hierarchically partitioned subblocks.

3.2. Meshlet Extraction using Mesh Shader Pipelines

In this section, we introduce the �rst method for real-time extrac-
tion of meshlets from scalar volumes. While the �rst part of the
extraction stage of our pipeline follows the same Occupied Block

Filtering approach as PMB to locate occupied blocks where isosur-
faces should be extracted (see Figure 2), our Isosurface Extraction
kernel is implemented as a coupled pair of task and mesh shaders,
instead of a compute shader. There are four reasons for replac-
ing the compute shader stage with the recently introduced concept
of task and mesh shaders [Kub18]. Firstly, task shaders and mesh
shaders are conceptually two freely programmable compute-style
shader stages [KBU‡18] that can share information via fast on-chip
memory. This design enables ef�cient transfer of occupancy and
geometry count data from task to mesh shaders via their lightweight
shared interface, whereas an equivalent compute-shader pipeline
would rely on slower global memory transactions. Secondly, the
tree-expansion capabilities of task shaders make it possible to
spawn multiple mesh shader workgroups, allowing us to divide ex-
traction blocks into subblocks and spawn a mesh shader workgroup
to extract a meshlet from each one. Thirdly, task and mesh stages
execute asynchronously, so mesh workgroups launched by earlier
region-analysis invocations can overlap with later analysis work,
providing practical pipeline asynchrony without the complexity of
multi-queue compute orchestration (e.g., in Vulkan). Finally, split-
ting the original PMB extraction into two tightly coupled kernels
reduces thread-level divergence (TLD). The PMB case evaluation
is executed for each cell inside a block and therefore typically has
low TLD. In contrast, the geometry extraction is only performed
on a sparse subset of those cells (the occupied ones), and therefore
exhibits higher TLD in the original single compute-kernel design.
Our approach ameliorates the extraction TLD by spawning mesh
shader workgroups proportional to the number of occupied cells.

In the following, we detail the Region Analysis (Section 3.2.1)
and Meshlet Extraction (Section 3.2.2) stages of our approach.

Preliminaries. We implicitly divide the entire scalar volume V
into 3D blocks, such that the block size along each axis Bx|y |z is
a power of two. This is useful for the ef�cient computation of Mor-
ton code indices, which are used heavily in our approach. We also
calculate a min-max volume from V, as is also required for PMB.

3.2.1. Task Shader: Region Analysis

Our block-based region analysis kernel subdivides a block of
Bx � B y � B z cells so that meshlets extracted from each resulting
subblock do not exceed vertex and index count constraints.

Kreskowski et al. showed that a similar problem could be solved
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Figure 4: Our meshlet extraction pipeline connected to a typical meshlet rendering stage. Illustration of the extraction and rendering stages
of our proposed indirect isosurface visualization approach. The coupled task and mesh shaders on the left-hand side are responsible for
extracting large but size-restricted meshlets (see Section 3.2), meshlet descriptors (M0::n�1 ), meshlet index buffers (IB0::n�1 ) and meshlet
vertex buffers for both positions (PB0::n�1 ) and normals (NB0::n�1 ), where the same subscript refers to the data used to represent a single
meshlet. The coupled task and mesh shaders on the right-hand side represent a conventional meshlet forward-rendering pipeline, which
performs meshlet visibility culling in the task shader and passes the information about potentially visible meshlets to the mesh shader stage.

in their work on ef�cient transient isosurface extraction [KRF22]
by calculating the number of vertices produced by each cell in the
block and then assigning cells to groups that complied with ver-
tex count constraints. However, our region analysis kernel has the
additional constraint that the subsequent meshlet extraction stage,
which is based on the PMB extraction kernel, works on convex sub-
blocks (such that core and padding cells can be implicitly identi�ed
given the size and index of the subblock). Accordingly, our region
analysis kernel must divide a block into a set of convex subblocks
contained within the initial block. We note that the block size used
in our implementation is 8 � 8 � 4. This is a result of combining
32 convex subblocks (one for each thread within a warp) of size
2 � 2 � 2, which trivially guarantee to not exceed our meshlet size
constraints regardless of the isovalue and resulting occupancy level.

Region Analysis through Subgroup Communication. Our re-
gion analysis task shader program partitions blocks of 8 � 8 � 4 in
a hierarchical manner. First, the kernel determines whether all iso-
surface geometry within the block can be represented by a single
meshlet. If this is not the case, it determines whether the isosurface
in each of the subblocks of size 4 � 4 � 4 can be represented by a
single meshlet. Any of those subblocks that cannot be represented
by one meshlet are further partitioned into 2 � 2 � 2 subblocks. A
mesh shader workgroup is then launched to extract a meshlet from
each of the resulting partitions, except for those that are found to
contain no isosurface. Empty subblocks are not considered further.

Each block is analyzed by a single task shader workgroup. The
partitioning is determined by analyzing the number of vertices and
triangles needed to represent the isosurface in the block and its
subblocks. To parallelize this calculation among the task shader
workgroup with T � 32 threads, each thread counts the number
of vertices and primitives produced by a subset of cells in the
block. The number of cells analyzed by each thread R � b~T, where
b � B x �B y �B z is the number of cells in the block (so that b � 256
and R � 8 in our implementation). Cells within the block are in-
dexed in Morton order, with each thread Ti analyzing the ith sub-
region consisting of R cells. Morton ordering ensures that cells an-
alyzed by individual threads and thread groups (if group size is a
power of two) form compact regions rather than rows or slices. This
allows us to analyze and summarize the block and all potential sub-

block regions with ef�cient subgroup communication [KHG‡19]
between threads, because all subblocks are analyzed by groups of
consecutive threads. Please refer to pseudocode region analysis task
shader listing in the supplementary material for more details.

While counting the vertices and triangles that their subregions
create, threads also store the indices of cells that contribute to
the isosurface. At the same time, the number and indices of the
padding cells that contribute to the isosurface within the subregion
are stored. This must be determined for each possible partitioning,
as padding cell con�gurations change according to the subblock
size (e.g., a cell that is not a padding cell of a 4 � 4 � 4 subblock
could be a padding cell of a 2 � 2 � 2 subblock). A cell's status as
a core or padding cell for each possible partitioning can be deter-
mined using modulo operations, given the cell's position. For a 2D
overview of the distribution of padding cells in an extraction block
for each partitioning, please refer to Figure 5.

Since the region analysis kernel calculates the number of vertices
and indices created by a block, it reserves space in the dense global
memory buffers for the meshlet descriptor, indices, and vertex at-
tributes.

In addition, the index of the �rst meshlet extracted from the
block and the number of meshlets the block contains are stored in
a dense array aligned with the occupied block indices. This allows
groups of meshlets extracted from a block to be culled during the
rendering stage.

When determining block partitions, we consider meshlet vertex
and index counts as hard constraints. We also introduce a third pa-
rameter, C, which de�nes the maximum number of occupied cells
permitted within a subblock. This limit restricts the required size
of the memory interface used to pass data between task and mesh
shaders (see below) and limits the maximum amount of work that
a single thread in an extraction workgroup has to perform.

Workgroup Size and Block Dimensions. The number of cells R
analyzed by each thread is determined by the workgroup size T
and the number of cells in a block b, which is a function of the
block dimensions. Although task and mesh shaders do allow work-
groups to consist of several subgroups (i.e., warps of 32 threads for
NVIDIA GPUs), we found no performance bene�t in increasing
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the workgroup size T beyond that of a single subgroup. We at-
tribute this to the overhead of communicating between subgroups,
which involves shared memory and explicit barriers. Furthermore,
we found that by allowing each thread to analyze multiple cells, we
achieve an acceptable trade-off between extraction block sizes and
processing overhead per thread, with experimentation showing that
the best extraction performance was achieved if each thread ana-
lyzes R � 8 cells. For workgroups of T � 32 threads, which is the
standard subgroup size on NVIDIA GPUs and a con�gurable size
on modern RDNA-based AMD GPUs, we arrive at b � 256 as the
ideal number of cells, which we achieve by setting 8 �8 �4 cells as
our extraction block size. We note that the smallest subblock size
of 2 � 2 � 2 was selected because it coincides with the region an-
alyzed by a single thread if the favored value of R � 8 is adopted,
and because the maximum number of vertices and indices that a
meshlet created from that region could contain (54 vertices and 40
primitives) does not exceed typical size limits.

Task and Mesh Shader Memory Interface. The region analysis
task shader stage passes information to its spawned meshlet extrac-
tion mesh shader workgroups through an ef�cient on-chip memory
interface. To inform the mesh shader workgroups which cells they
should extract geometry from, the task shader stage encodes all oc-
cupied cell indices in the memory interface, along with an offset to
the �rst occupied cell and number of occupied cells for each sub-
block (similar to the cell list encoding in [KRF22]).

Figure 5: 2D illustration of the per-block thread analysis pattern
(gray path) and cell classi�cation across subblock sizes (SBS,
shaded cells). In the region-analysis kernel (see Figure 4), subgroup
threads T0::31 cooperatively process compact Morton-ordered cell
groups, accumulating produced vertex and triangle counts as well
as recording contributing core and padding-cell indices. In 2D, T0
analyzes a 2 � 2 region (cells 0-3), corresponding to a 2 � 2 � 2 re-
gion in 3D. The workgroup then hierarchically partitions the block
into subblocks whose extracted geometry respects meshlet size lim-
its while avoiding arbitrarily small meshlets. This can produce 8�8,
4�4, and 2�2 subblocks, each requiring the indicated padding cells
(dark blue for 8 �8; all blue for 4 �4; all shaded for 2 �2).

(a) B 32 cells
( 60 | 34 | 6 )%,
775k Meshlets

(b) B 64 cells
( 0 | 58 | 42 )%,
227k Meshlets

(c) B 96 cells
( 0 | 12 | 88 )%,
143k Meshlets

(d) B 128 cells
( 0 | 6 | 94 )%,
133k Meshlets

Figure 6: Isosurfaces consisting of meshlets colored according to
the subblock size (SBS) that they were extracted from. Increas-
ing the maximum number of occupied cells per meshlet extrac-
tion workgroup (a)-(d) increases the proportion of meshlets cre-
ated from larger SBSs, reducing the overall number of meshlets.
Note that larger numbers of occupied cells increase the size of the
memory interface and require several extraction iterations for each
thread when a single warp is used for extraction, which we found
to be bene�cial on the test hardware.

3.2.2. Mesh Shader: Meshlet Extraction

Each mesh shader workgroup spawned by the region analysis task
shader will extract exactly one meshlet from its assigned subblock.
Workgroups read data from the task and mesh memory interface
to determine which of the parent block's cells should be used to
create meshlet geometry. The ability to focus extraction threads on
cells that are known to contain the isosurface, as demonstrated by
Kreskowski et al. [KRF22], improves performance by reducing the
number of idle threads in an extraction workgroup.

Each mesh shader workgroup extracts a meshlet with a PMB-
style extraction kernel, avoiding redundant vertices within each
meshlet. Since the total number of occupied cells per block C can
exceed the total number of threads within a workgroup, we extend
PMB to allow each thread to process multiple cells within a sub-
block. This is achieved by separating the vertex extraction and in-
dex extraction stages, so that the workgroup �rst extracts vertices
and vertex indices from all occupied cells before using this infor-
mation to derive the triangle indices. Allowing threads to extract
vertices from multiple occupied cells results in larger meshlets (see
Figure 6) and fewer mesh shader workgroups being spawned, sig-
ni�cantly improving extraction and rendering times (see Figure 7).
Although threads could be instructed to extract geometry from any
number of cells, no additional bene�t was observed with more than
4 cells per thread, i.e., C � 128 occupied cells per subblock.

The vertex and index data describing the meshlet extracted by
each mesh shader workgroup is written to global vertex and index
buffers. To allow the meshlet rendering components to access the
correct meshlet geometry information, a meshlet descriptor, which
contains offsets to the relevant buffer segments, is also stored (see
Figure 4). For pseudocode of the meshlet extraction kernel, please
refer to the mesh shader listing in the supplementary material.

Culling Information. Extracting additional information that can
be used by the rendering task shader to cull (i.e., avoid reading
and rendering) meshlets that do not contribute to the rendered im-
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