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Fields, Implicits, Visualization

Height �elds

render quads back to front (for hidden surface removal) and add grid with
glEnable(GL POLYGON OFFSET FILL)
glPolygonO�set(o�set, scale)

Contours

Solution for x and y of f (x; y) = c.

marching squares using Occam's razor .
That is choose simplest explanation of a given phenomenon.

Problem: non-uniqueness!
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Marching cubes

non-uniqueness

Volume rendering

Display of tri-variate or voxel data, e.g. from CT scan, MRI via Radon
transform .
Challenge 1: color and transparency assignment!

Rendering via splat =footprint of voxel. (QSplat)
Ideally the splat is a sinc function bit that can be approximated by: hexa,
elliptic, Gauss distribution.
bitmaps are composed in frame bu�er, rendered back to front;

Volume ray tracing (front to back) { needs to be recomputed for new view.
Fundamental problem: not as adaptive as the z-bu�er

Alternative: 3D texture mapping + splicing:

Vector �eld visualization

hedgehog (problems: clutter, 2D foreshortening, scale choice), glyphs, thermal
color scale, particle traces and streamlines
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tensor �eld: use eigendecomposition
Read E Tufte: Quantitative display of information


