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ABSTRACT

3D Gaussian Splatting Rendering is a SOTA on 3D environment rendering technology regarding
AR/VR. Itis able to render high quality image with less training data then previous methods, while
maintaining fast rendering. Yet, achieving this on edge device is limited due to independently
occurring images in each processing stages. This paper proposes hierarchical sorting computation,
reconfigurable matmul core and importance based spherical harmonics band evaluation to achieve

ISSN (On-line) 3022-2028

fast and high quality rendering in FPGA.
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1) Synthetic NeRF Lego Dataset rendered results
2) 800 * 800 Resolution
3) Jetson Orin Nano
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