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Abstract This paper proposes a novel isosurface extraction approach. This method is based on the algorithm of ray-isosurface intersection,

simulating the 3D scanner to compute the isosurface. The proposed method employs the high parallel computing ability of the modern GPU to

complete the main process, and the final result is represented as a set of points based on the method of iso-splatting. This approach achieves a high

quality image and a high FPS rate by controlling the quantity of points and avoiding the invisible portions. To validate the approach against the

traditional one, several datasets are tested in the experiment, and significant improvements are revealed in both FPS and quality.
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