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Algorithm 1 O « ElementDistribution(G°, P, x)

1: // O : output distribution
foreach edge of P
GY < check intersection between G° and edge
end
GY" « Flood-Fill(GY, x)
O < Poisson-DiskDistribution(G%")

return O
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Type domain size | time [ms] | #accepted | #total trials element fill-rates
Matsuba Random 512x512 38.08 332 24482 co = 0.301205 | ¢; = 0.298193 | co = 0.400602
Matsuba Whirl 512x512 59.753 297 24482 co = 0.282828 | ¢; = 0.306397 | co = 0.410774
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