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Compression For 3D-data Using Strip-based Unfolding

TAKAHIRO KAWAJIRI,t DAIKI MIYAZAKI,"* HISANORI TAKAMARU*
and YOKOI TAICHIt

In recent years, when We simulate in the field of natural science, amount of spacial struc-
ture data for an condition variable is generally more than one-terabyte at a given time. But,
compressed data by lossless compression method are too big to be suitable for data transfer
between distant point. Therefore, We developed system for this problem that identify objects
based on split off point distribution of intended data which natural scientist focus on for 3D
scalar-type data (pressure et al), and then compress the 3D model data by clipping it as 2D
data-constellation using the Striped-Based Unfolding method. In addition, We implemented
parallelization system and evaluated its performance.
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