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int maxworkload = 0O;
int threadindex = 0O;

set current bucket to buckets with highest LOD
patches;

while( current bucket not empty )
{
Remove patch from current bucket;
Add patch to workload of thread[ threadindex |;
if( workload of thread[ threadindex | >
maxworkload )
{
// update max workload
maxworkload = workload of



thread|[ threadindex |;

// next thread in a round robin fashion
threadindex = ( threadindex + 1) %
NumThreads;
}

if( current bucket empty )
{

Choose next non empty bucket with smaller
workloads;
If not found break;
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