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Fig.1 The slices perpendicular to an axis (left) and
the viewing direction (right).
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Fig.4 Levels-of-detail control depending on the

drawing speed.
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pre-integration table.
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Fig. 7 The result of blending two surface models with different topology. x is an

interpolating parameter used in Eq. (21).
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Fig.8 Left: A non-manifold mesh model given as an
input. Right: The isosurface visualized by our
method.
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Fig.9 The relationship between the number of slices
and the distance to the surface for the render-
ing at a speed of 20 fps.
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