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Abstract
This paper presents a voxelization algorithm that uses elements of various shapes that are not larger than a single
voxel. Elements are chosen from a palette in order to minimize the deviation from the actual object according to
a given metric. An analytical framework is presented and then an implementation based on a statistical sampling
on the object is proposed. The result obtained is used to guide the recreation of the original model using small
components that resemble the palette elements but emphasize the artistic nature of the reconstruction. Several
examples where the proposed technique has been used to create some models with artistic and advertising purposes
are presented to show the effectiveness of the technique.

1. Introduction

Voxelization is a process with which a solid object is ap-
proximated by a set of elements over a regular grid and can
be considered the 3D counterpart of pixelization.

Usually voxels are considered of cubic shape and vox-
elization associates a value 0 or 1 to each voxel. This value
represents whether that portion of the space is occupied
by the object. A description of voxelization can be found
in [CK95] and references therein. In [Kau87] are presented
3D scan conversion algorithms that transform an object into
contiguous cubic voxels placed on a regular grid. The discus-
sion is focused on objects described by means of parameters.
The paper [BSC00] compares two techniques for voxeliza-
tion and states some morphological conditions that an object
must satisfy to be voxelized without exceeding a specific
error. A Voxelization model, called V-model, is introduced
in [SK99] with the aim of creating an intermediate represen-
tation of an object to obtain an alias-free voxelization.

Voxelization is used in both computer graphics and
physical, geometrical and medical analysis to describe ob-
jects characterized by complex surfaces. For example, in
[KCD∗04] voxelization is applied to microcomputed tomog-
raphy studying the effect of the error induced by the dig-
italization process. Earthquake simulation with the finite-
element technique over a voxel mesh is proposed in [KFI04].
A more artistic application is presented in [Lam] that uses

this technique to automatically build LEGO R© models of an
object.

In this paper we extend the conventional voxeling algo-
rithm to support elements with shapes different from the
cubical one. Each element is bounded by the conventional
voxelization grid. The aim of the proposed extension is to
improve the characterization of the original object by dimin-
ishing the approximation error without increasing the mem-
ory occupation.

We differentiate from the approach proposed in [QL96]
based on the extended cuberille model [QD92], and from
the marching cubes algorithm [LC87] because we focus on
the construction of the approximated object rather than on
the surface representation for visualization. We also allow
voxels of generic shapes and we are not limited to having
elements with only one external face.

The problem will be first considered analytically by
proposing a matching function whose maximization allows
the choice of the best element. Different definitions of the
matching function can be used to achieve different voxeliza-
tion goals such as computing the best approximation entirely
contained inside an original model or the approximation that
minimizes the mean difference with the object. For specific
metrics and object encodings we propose an optimized im-
plementation of the proposed algorithm.

The aim of the procedure proposed in this paper is not
an accurate reconstruction of the object but an artistic vi-
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sion of the parts that compose the original shape. Therefore
the voxelized object is not directly represented using the el-
ements of the palette but the information computed during
the voxelization is used to appropriately choose other (small)
objects that resemble the palette elements.

This approach prevents the application of standard voxel
visualization techniques like marching cubes. For the render-
ing of the final model we developed a simple Blender script
that reconstructs the original object using geometry instanc-
ing.

Section 2 defines the basic notation and the analytical
specification of the framework. The main algorithm and im-
plementation is introduced in Section 3. In Section 4 some
results obtained with the presented algorithm are shown. Fi-
nally, some conclusions are drawn in Section 5.

2. Generalized voxelization

In this work we propose an algorithm to approximate a three-
dimensional polygonal object using elements of different
shapes. The use of voxels of different shapes allows some
artistic exploitations that are not possible with rectangular
prism voxelization.

We start with a classical voxelization problem that con-
siders an object O in three dimensional space and tries to re-
construct it using a set of equal rectangular prism volumes.
Those volumes are referred as volume elements, or voxels.

To perform the reconstruction, first the space is partitioned
into a set of voxels and then the intersection between each
voxel V and the object is considered [KCY93].

In the classical voxelization algorithm the procedure de-
termines whether a given voxel should be either completely
empty or completely full.

If a voxel is completely contained in the object (V ∩O =
V ), or has an empty intersection (V ∩O = ∅), then the choice
is trivial. However, if there is only a partial intersection be-
tween the voxel and the object (V �= V ∩O �= ∅), the algo-
rithm requires a technique, possibly based on some metric,
to determine the most suitable choice.

The idea developed in this work is to enlarge the set
of possible choices when partial intersections are consid-
ered. In particular, instead of having only the full (V ) or
empty (∅) voxel, we consider a set of possible elements
P = {E0 . . .En}, n ≥ 1, with E0 = ∅ and E1 = V . We call P
the Palette. The algorithm then chooses the palette element
that more closely resembles the intersection (O∩V ≈ Ev)
within the considered voxel, where more closely is intended
as the element that maximizes a similarity function.

This similarity function is based on some metric that mea-
sures the difference between the object and the approximat-
ing element. The metric will be considered in Section 2.2.

In our approach, we assume that each element Ev belong-
ing to the palette P is completely contained in the voxel, that
is Ev ∩V = Ev. Examples of this kind of elements are shown
in Figure 1 (with the voxel mesh depicted). In [SR00] the
properties of sets of intersecting convex voxels are exhaus-
tively analyzed; conversely, in this paper, elements with any
shape are considered with the only constraint to be contained
in a volume of the grid. In Figure 2 we show an example of
an element not considered in this work.

Figure 1: Elements that are acceptable for our algorithm
since contained within the voxel defined by dashed lines.

Figure 2: Example of an element that is not acceptable for
our algorithm because it extends beyond a single voxel.

An example of a palette of elements could be the one that
includes standard polyhedrons with rectangular and diagonal
faces such as the ones depicted in Figure 3. Beside the basic
elements, the palette is usually extended to take into account
the main transformations that can be obtained by mirroring
and swapping the principal axes. For example, the palette
in Figure 4 is composed by the main transformations of the
four original elements.

2.1. Notation

In the following we call o(x,y, z) the object description func-
tion; in particular, for each point of coordinates (x,y, z), we
have o(x,y, z) = 0 if the point does not belong to the object
and o(x,y, z) = 1 if the point is part of the object. In the same
way, for each element Ev ∈ P we define the element descrip-
tion function ev(x,y, z) such that ev(x,y, z) = 0 if the point
(x,y, z) does not belong to Ev, and ev(x,y, z) = 1 if the point
is part of it.
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Figure 3: The basic elements making up the palette.

Figure 4: A global view of the 46 element palette we con-
sider in the paper.

We assume that every voxel is a box of size xl ,yl, zl hav-
ing center coordinates xc,yc, zc (see Figure 5). Each voxel
is identified by three integer numbers (i, j,k) expressing
its position in the 3D space. Thus the points (x,y, z) con-
tained in voxel (i, j,k) are such that i · xl ≤ x < (i + 1) · xl ,
j · yl ≤ y < ( j +1) · yl , k · zl ≤ z < (k +1) · zl .

The "element-in-voxel" constraint depicted in Figures 1
and 2 may be expressed as ev(x,y, z) = 0 ∀ (x < 0)∨ (x ≥
xl)∨ (y < 0)∨ (y ≥ yl)∨ (z < 0)∨ (z ≥ zl). We call V =
xlyl zl the volume of the voxel and O the volume of the
object defined as

O =
ZZZ

o(x,y, z) dx dy dz (1)

To simplify the notation in the following we will restrict
our attention to the voxel with (i, j,k) = (0,0,0). Other vox-
els can be considered defining oi, j,k(x,y, z) = o(x− ixl ,y−
jyl , z− kzl) and using it instead of o(·).

2.2. The similarity measure

We use a measure Bv to compute the degree of similarity of
an element Ev to the part of the object contained in a voxel.
This measure uses a similarity metric

g : {0,1}2 ×R3 → R

that computes the difference between the point (x,y, z) of
the object and the corresponding point of the element. In
particular Bv can be defined as:

Bv =

Z zl

0

Z yl

0

Z xl

0
g(ev(x,y, z),o(x,y, z),x,y, z) dx dy dz

G
(2)

where G is a normalization constant such that

G =
Z zl

0

Z yl

0

Z xl

0
argmax

( , )∈{0,1}2
(g( , ,x,y, z))dxdydz

Note that G depends only on the similarity metric g(·).

x

y

z

(xc ,yc ,zc)

xl 

yl 

zl 

ev(x, y, z)

o(x, y, z)

Figure 5: Functions and coordinates.

The dependency of g on x,y, z allows to consider
anisotropic matches: that is, the total matching depends also
on the position of the points in the volume considered. More-
over, due to the definition of the normalization constant G we
have that Bv ≤ 1.

We have considered the three possible metrics Nearest
Approximation, Best Outer Box and Best Inner Box de-
scribed in the following.

The Nearest Approximation metric chooses the element
that has the least mean difference between itself and the ob-
ject; it is defined as:

gN(e,o,x,y, z) = 1− (e− o)2 (3)

The squared difference between e and o is such that it is 0
when both the element and the object have the same density
(both empty or both full); instead it is 1 when one is empty
and the other is full.

The Best Outer Box metric, computes the smallest approx-
imation that completely contains the polygonal object. It is
defined as
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gO(e,o,x,y, z) = 2− (e− o)2− 1
step(e− o)

where step(x) is the indicator function (step(x) = 0 if x < 0,
step(x) = 1 otherwise). Note that this function adds to the
Nearest Approximation (Equation 3) metric a term that tends
to −∞ when the object is full and the element is empty in
the corresponding point. This ensures that elements having
a point with this characteristic will not be considered.

The Best Inner Box metric computes the largest approxi-
mation that is contained in the object. It is defined as:

gI(e,o,x,y, z) = 2− (e− o)2 − 1
step(o− e)

This definition is analogous to the one of the Best Outer
Box metric.

Elements

Object
part

c)

b)

a)

Figure 6: Matching examples of the object in the centre us-
ing the palette shown in the left column. The right column
shows the results using: a) Nearest Approximation, b) Best
Outer Box, c) Best Inner Box.

A visual representation of the choices made by the Near-
est Approximation, Best Outer Box and Best Inner Box is
represented in Figure 6. In Figure 7 the three different types
of approximation Best Inner Box, Nearest and Best Outer
Box are shown applied to a model of the head of a cow. This
figure is presented for subjective visual quality comparison
purposes.

Table 1 summarizes the values for the three matrics for all
the e(·) and o(·) combinations.

3. Voxelization algorithm

In the following we will present an algorithm that performs
an optimized version of the approach considering only ob-

Table 1: Match metrics w.r.t. the position of the sample
point.

Object
Element o(·) = 1 o(·) = 0

Nearest Approx.
ev(·) = 1 1 0
ev(·) = 0 0 1

Outer Box
ev(·) = 1 1 0
ev(·) = 0 −∞ 1

Inner Box
ev(·) = 1 1 −∞
ev(·) = 0 0 1

Figure 7: Front view of the model of a cow as reproduced by
Best Inner Box, Nearest Approximation and Best Outer Box.

jects with closed two-manifold surfaces (i.e. objects that do
not have laminar faces).

We base our algorithm on the voxelization method pre-
sented in [TGR04]. In particular, we use a Monte Carlo
method to compute the similarity measure in (2). In this case
we choose

B̂v =
1
|U | (x,y,z)∈U

g(ev(x,y, z),o(x,y, z),x,y, z)≈ G ·Bv (4)

where U ⊂ [0,xl]× [0,yl]× [0, zl ] is a finite set of random
points inside the voxel space V . Indeed lim|U |→∞ B̂v = G ·
Bv.

The construction of U requires the generation of 3|U |
random numbers. Moreover the evaluation of g(·) requires
the computation of ev(x,y, z) and o(x,y, z) for each point.
To optimize the computation of Equation (4) we follow
the approach proposed in [TGR04]. Voxels (i, j,k) are con-
sidered in columns, that is we fix i and j, and vary only
k. For each column we cast a set Ur of t randomly po-
sitioned rays. Each ray is parallel to the direction of the
voxel’s column and it is identified by its x and y coordi-
nates: (x,y) ∈ Ur ⊂ [0,xl ]× [0,yl]. Then, the intersections
of the ray with the object are computed and collected into
a set {z0, . . .z2n−1} with zm < zm+1. Note that the number
of intersections is always even thanks to the two-manifold
closed surface assumption. In this way, o(x,y, z) can be eas-
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ily determined by checking the position of z in the ordered
list: if z2m < z < z2m+1,o(x,y, z)= 1, otherwise o(x,y, z) = 0.

We then consider each voxel in the column. We call seg-
ment the intersection of each ray with the voxel under con-
sideration. We identify p randomly positioned points of each
segment (sample points) and we use them to compute the set
U used to approximate Bv. In this way |U | = t × p, where t
groups of p points share the same (x,y) coordinates. Figure8
shows a visual representation of the sampling process.

x

z

y

i

j

k

Voxel column (i, j)

Voxel (i, j, k)

Ray

Segment

Sampling point

Set U

Figure 8: Representation of the sampling process in a voxel.

The process of approximation of Bv is repeated for each
element Ev ∈ P. The algorithm chooses the element Ew

which maximizes B̂v. That is, Bw = argmax
Ev∈P

B̂v. In this

case, the complexity of the whole voxelization process is
O(I J K p t |P|) where I,J,K represent the total number
of voxels considered in each direction.

3.1. Optimization

The complexity could be greatly reduced by treating the
empty and full voxels (which are the most likely in common
cases) in a special way. We add two tests to determine if we
are in one of such cases that are executed before considering
the remaining pieces of the palette.

The first check verifies that the segments obtained from
the intersection of the rays with the voxel are all completely
outside (or all completely inside) the object. Let’s call zl and
zu the two end points of each segment (i.e. the intersections
of the ray with the upper and lower faces of the voxel). If,
for all segments z2m < zl < zu < z2m+1, then the voxel is
full. Otherwise, if for all segments z2m+1 < zl < zu < z2m+2
then the voxel is empty.

The second optimization, which can be used only with the
Nearest Approximation metric, does not compute the g func-
tion, but determines if the voxel should be E0 or E1 based
on a statistic of the generated points. If we call #o1 the num-
ber of points (x,y, z) where o(x,y, z) = 1 then we use the

empty voxel if #o1 < |U | or the full voxel if #o1 > |U |.
Here and are two constants with 0 < << pmin and
pmax << < 1, and pmin (pmax) is the fraction of the voxel
occupied by the element with the smallest (largest) volume
in the set P− {E0,E1}. The effect of these optimizations
will be more meaningful as the number of approximating
elements used increases, since the tests on the remaining el-
ements in P will be skipped.

Several other optimizations have been implemented to en-
hance the computation of o(·), ev(·) and g(·).

As introduced before, the evaluation of o(·) is replaced
by the computation of the intersection list. When the sur-
face of the object is described by a closed triangle mesh,
the quad-tree based search technique presented in [TGR04]
can be used. The computation of the list requires the search
for possible intersections between the ray and each triangle
of the surface. The quad-tree structure limits the search to
only the triangles whose projection intersects the leaf of the
quad-tree that contains the ray. Note that in [TGR04] rays
were cast to perform anti-aliasing oversampling whereas in
our work they are used to compute the similarity measure
with the Monte Carlo technique.

In principle, the computation of ev(·) may be optimized
using the same technique previously mentioned for o(·).
However, in most cases, the geometry of every Ev is quite
simple. For example, most of the useful elements can be de-
fined by a convex polyhedron, or the union of convex poly-
hedrons, or the complement of a convex polyhedron. In this
case the membership of a point to the element may be eval-
uated using only a combination of a few linear expressions.
In the example provided in this paper two linear expressions
were enough to describe most of the elements, the most com-
plex ones being defined by four linear constraints.

The Nearest Approximation can be improved by incre-
menting the similarity measure when ev(x,y, z) = o(x,y, z)
for the considered point (x,y, z). This test corresponds to
adding to the similarity counter the result of the logic op-
eration ev(x,y, z) NEX-OR o(x,y, z) (equivalence).

The Best Outer Box (Best Inner Box respectively) per-
forms like the optimized version of the Nearest Approxima-
tion. However if ev(x,y, z) = 0∧ o(x,y, z) = 1 (ev(x,y, z) =
1∧ o(x,y, z) = 0) the similarity value is set to −∞ and the
check is stopped since other points will not be able to affect
it. Note that even imposing this condition does not create any
problems of not being able to find a good approximating ele-
ment, because at least the full (empty, respectively) element
will have a finite and positive value for the counter (even if
very small).

In Figures 9 and 10 we show the results of the voxeliza-
tion algorithm on a sphere varying both the size of the voxel
(Figure 9) and the number of approximating elements (Fig-
ure 10) using the Nearest Approximation metric. As can be
seen the visual quality of the results improves as either the
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palette enlarges or the voxel size decreases. The 78 element
palette considered in Figure 10 is composed by the elements
belonging to the 46 element palette plus their complements.

Figure 9: Voxelization of a radius 1 sphere with a 2 element
palette (empty and full voxels) and different indicated voxel
sizes.

Figure 10: Voxelization of a radius 1 sphere with 0.25 voxel
size and different indicated numbers of approximating ele-
ments in the palette.

4. Application

The methodologies and algorithms presented in the previous
sections were used to perform voxelizations of objects using
palettes with different numbers of pieces.

After the algorithm produced a voxelization, we postpro-
cessed the data to obtain an artistic representation based
on the same voxelization data. Namely, we associated with
every element in the original palette a set of mini-objects
that were (possibly) real objects whose shape, in some way,
could recall the corresponding element in the palette. In
other words, we associated with every element Ev an ordered
list of objects whose shape could approximate Ev:

Ev →{Rv,1,Rv,2, . . .Rv,Tv}

Then, we used the similarity measure Bv (defined in Equa-
tion 2) to choose which object in the associated list to select
to generate the rendering.

So we assigned to every Rv, j a threshold Dv, j, Dv, j <
Dv, j−1 (with Dv,0 = 1, Dv,Tv = 0) and rendered Ev with Rv, j

if Dv, j ≤ Bv < Dv, j−1.

Note that the choice of using the similarity measure to se-
lect the graphical object allows a consistent and determinis-
tic output (other choices like random object selection would
not have this property).

For example, we could associate with the pyramidal el-
ement Epyr a list composed of two elements (Tpyr = 2):
a small Egyptian pyramid (Rpyr,1) and an ice cream cone
shape (Rpyr,2). Then we can set Dpyr,0 = 1, Dpyr,1 = 0.6
and Dpyr,2 = 0. In this way the Egyptian pyramid will be
used if the similarity measure is in the range 0.6− 1, and
the ice cream cone otherwise. Note that, in principle, we
could have used the Egyptian pyramid and ice cream model
directly as palette elements. This, however, would have in-
creased the complexity of computing the similarity measure
without achieving sensible improvements.

In the following we present three possible applications of
the voxelization technique for artistic and advertisement pur-
poses.

In the first example we create a sample advertisement text,
whose characters are composed by small letters. Each letter
is painted according to a texture that represents a different
national flag. The text that is voxelized is the word “Europa”.
We used a 10 element palette where we associated with each
of the elements one or more letters or numbers as reported
in Figure 11. The size of the voxel was xl = yl = 1, zl = 0.4.
In Figure 12 the original model is compared with the cor-
responding voxelized version. The render presented in Fig-
ure 13 proposes a view from above the surface of the model.
This image could be a frame of an animation that “walks”
over the writing to show how the different letters, represent-
ing different nations, work together to create a greater en-
tity: the text “Europa” symbolizing the cooperation among
the people.

Figure 11: The 10 element palette (the empty element is not
shown) in the back row. In each column are presented the
real elements associated with the element at the top of the
column.

In the second application of our method, we wanted to
express the idea of a world made of different objects. We
employed the 46 element palette as shown in Figure 4 where
the four basic elements (the ones depicted in Figure 3) have
been associated with several common-use objects, as shown
in Figure 14. Here the size of the voxel was xl = yl = zl =
1. The peculiarity of this experiment is the use of a single
spherical mapped earth texture projected over all the voxels.
A comparison of the overall vision of the Earth along with
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Figure 12: Comparison of the original model and the vox-
elized model using the real elements in Figure 11.

Figure 13: View from the surface of the rendered Europa
model.

its voxelized version is presented in Figure 15. A view of the
voxelized planet of Figure 15 from the surface is shown in
Figure 16.

Figure 14: Four basic elements (rightmost column) and to
the left of each element the real objects used for the render-
ing.

In the third experiment, we mixed the “Leviathan” by T.
Hobbes with an artistic expression as the dance. We used the
same 10 element palette employed in the first experiment
but we represented it with two dancers mimicing the corre-
sponding shapes. Figure 17 and Figure 18 show the differ-
ent elements not taking into account horizontal symmetries.
Figure 19 compares the original model (a ballerina moving

Figure 15: Comparison of the Earth and a voxelized sphere
with a 46 element palette, rendered with the objects in Fig-
ure 14 and successively textured.

Figure 16: View of the voxelized sphere of Figure 15 from
the surface.

to the “arabesque” position) with the voxelized version. Fig-
ure 20 shows the view which can be experienced by a dancer
taking part to the performance.

Figure 17: First part of the palette elements and the real
objects used to approximate them.

5. Conclusions

In this paper we have presented an analytic voxelization
framework capable of producing different approximations of
an original object for artistic and advertising purposes. The
approximation is composed of elements chosen from a finite
palette. Elements are selected through the maximization of
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Figure 18: Second part of the palette elements and the real
objects used to approximate them.

Figure 19: Original model and its voxelization rendered
with the 10 element palette shown in Figure 17 and Fig-
ure 18.

a matching measure. To simplify the search procedure we
differentiate a rendering palette from the one used during
voxelization.

The validity of the approach is demonstrated by providing
three simple possible applicative examples.

We are planning to extend the proposed algorithm to con-
sider elements larger than a voxel and to apply smoothing
techniques to produce less accurate but smoother and visu-
ally appealing surfaces.

Figure 20: View from the inside of the dancer model.

Acknowledgements

The authors wish to thank Professor Albert E. Werbrouck for
his help in the preparation of this paper.

References

[BSC00] BÆRENTZEN J. A., SRAMEK M., CHRISTENSEN
N. J.: A morphological approach to the voxelization of solids.
In The 8-th International Conference in Central Europe on
Computer Graphics, Visualization and Digital Interactive Media
(Feb. 2000), pp. 44–51.

[CK95] COHEN D., KAUFMAN A.: Fundamentals of surface vox-
elization. Graphical Models and Image Processing 57, 6 (1995),
453–461.

[Kau87] KAUFMAN A.: Efficient algorithms for 3d scan-
conversion of parametric curves, surfaces, and volumes. In SIG-
GRAPH ’87: Proceedings of the 14th annual conference on Com-
puter graphics and interactive techniques (New York, NY, USA,
1987), ACM, pp. 171–179.

[KCD∗04] KIM D.-G., CHRISTOPHERSON G. T., DONG X. N.,
FYHRIE D. P., YENI Y. N.: The effect of microcomputed tomog-
raphy scanning and reconstruction voxel size on the accuracy of
stereological measurements in human cancellous bone. Bone 35,
6 (2004), 1375–1382.

[KCY93] KAUFMAN A., COHEN D., YAGEL R.: Volume graph-
ics. Computer 26, 7 (1993), 51–64.

[KFI04] KOKETSU K., FUJIWARA H., IKEGAMI Y.: Finite-
element simulation of seismic ground motion with a voxel mesh.
Journal of Pure and Applied Geophysics 161, 11-12 (2004),
2183–2198.

[Lam] LAMBRECHT B.: Voxelization of bound-
ary representations using oriented LEGO R© plates.
http://lego.bldesign.org/LSculpt/lambrecht_legovoxels.pdf
Downloaded on 13th August 2008.

[LC87] LORENSEN W. E., CLINE H. E.: Marching cubes: A
high resolution 3D surface construction algorithm. SIGGRAPH
Computer Graphics 21, 4 (1987), 163–169.

[QD92] QU X., DAVIS W. A.: An extended cuberille model for
identification and display of 3D objects from 3D gray value data.
In Proceedings of the conference on Graphics interface ’92 (San
Francisco, CA, USA, 1992), Morgan Kaufmann Publishers Inc.,
pp. 70–77.

[QL96] QU X., LI X.: A 3D surface tracking algorithm. Com-
puter Vision and Image Understanding 64, 1 (1996), 147–156.

[SK99] SRAMEK M., KAUFMAN A. E.: Alias-free voxelization
of geometric objects. IEEE Transactions on Visualization and
Computer Graphics 5, 3 (1999), 251–267.

[SR00] SAHA P. K., ROSENFELD A.: The digital topology of sets
of convex voxels. Graphical Models and Image Processing 62, 5
(2000), 343–352.

[TGR04] THON S., GESQUIÈRE G., RAFFIN R.: A low cost an-
tialiased space filled voxelization of polygonal objects. In Inter-
national Conference Graphicon (2004), pp. 71–78.

c© The Eurographics Association 2010.

98



<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Error
  /CompatibilityLevel 1.4
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /SyntheticBoldness 1.00
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveEPSInfo true
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile ()
  /PDFXOutputCondition ()
  /PDFXRegistryName (http://www.color.org)
  /PDFXTrapped /Unknown

  /Description <<
    /ENU (Use these settings to create PDF documents with higher image resolution for high quality pre-press printing. The PDF documents can be opened with Acrobat and Reader 5.0 and later. These settings require font embedding.)
    /JPN <FEFF3053306e8a2d5b9a306f30019ad889e350cf5ea6753b50cf3092542b308030d730ea30d730ec30b9537052377528306e00200050004400460020658766f830924f5c62103059308b3068304d306b4f7f75283057307e305930023053306e8a2d5b9a30674f5c62103057305f00200050004400460020658766f8306f0020004100630072006f0062006100740020304a30883073002000520065006100640065007200200035002e003000204ee5964d30678868793a3067304d307e305930023053306e8a2d5b9a306b306f30d530a930f330c8306e57cb30818fbc307f304c5fc59808306730593002>
    /FRA <>
    /DEU <>
    /PTB <>
    /DAN <>
    /NLD <>
    /ESP <>
    /SUO <>
    /ITA <>
    /NOR <>
    /SVE <>
    /KOR <>
    /CHS <FEFF4f7f75288fd94e9b8bbe7f6e521b5efa76840020005000440046002065876863ff0c5c065305542b66f49ad8768456fe50cf52068fa87387ff0c4ee575284e8e9ad88d2891cf76845370524d6253537030028be5002000500044004600206587686353ef4ee54f7f752800200020004100630072006f00620061007400204e0e002000520065006100640065007200200035002e00300020548c66f49ad87248672c62535f0030028fd94e9b8bbe7f6e89816c425d4c51655b574f533002>
    /CHT <FEFF4f7f752890194e9b8a2d5b9a5efa7acb76840020005000440046002065874ef65305542b8f039ad876845f7150cf89e367905ea6ff0c9069752865bc9ad854c18cea76845370524d521753703002005000440046002065874ef653ef4ee54f7f75280020004100630072006f0062006100740020548c002000520065006100640065007200200035002e0030002053ca66f465b07248672c4f86958b555f300290194e9b8a2d5b9a89816c425d4c51655b57578b3002>
  >>
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [595.000 842.000]
>> setpagedevice


