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1st pass :
Generate alpha texture from frame buffer
Draw Proxy Slice with alpha texture
Check alpha value in fragment program
if (alpha value > threshold) depth =0
else depth =1
2nd pass :
Draw proxy slice
Do stencil test
if (fail stencil test) skip fragment program for Phong shading
else if (fail depth test)
stencil = 1
skip fragment program for Phong shading
else do fragment program for Phong shading

a8 V-1, 282 HHE o]£3) o]2 A gAY dyg=

gl Stenci |l Func(G._NOTEQUAL, 1, 1);
gl Stenci | Op( GL_KEEP, GL_REPLACE, G._KEEP);

o] &3 AGdA] I A HEAA EF WAEPoNA Bol AHEHE THE 7H
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WE 002 Hgste] T WA AGY A Ho] HAEAN AUHEE
BAo] vlo)A] &UsS AFolv do] HAE 12 HASIY F HA Ay
P A BRY F 0P FYAES Yok AAHA LuFe 1Y IV
3} 2,

1st pass :

Draw proxy slice
Check voxel value in fragment program
if (voxel value >= threshold) depth =1
else depth =0
2nd pass :
Draw proxy slice
Apply Z test
if (depth == 0) skip fragment program for Phong shading
else do fragment program for Phong shading
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2) Octree Texture (8FE ] d2X)
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fgs FESE 829 World Coordinate 3% 7} x, y, z 84F [0,

HlE2 Texture Coordinate 37} o] 7tdst

3 AA E wiFol wiE == g (texel)o] 9 ASH =
E @ity gy o] HHe ZEE ujH 7 WA o] H ™ Octree Texture

A AR wrEolok s wao] EAF
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