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Fig.2 Multi-scale patches.
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(a) dobj = 200,
number of polygons = 45333.

(b) dop; = 500,
number of polygons = 70951.

(C) dobj = 3000,
number of polygons = 11749.
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Fig.6 Drawing results of SRCC corresponding to dop;-
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Fig.7 Drawing results of finest model corresponding to dop;,
number of polygons = 306580.
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Fig.11 Polygons generated in Fig. 10 (a).
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Fig. 10 Fineness change of SRCC.
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Fig.14 Fineness change of PSEC. Fig. 15 Polygons generated in Fig. 14 (a’’).
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