ug

Jubobgoooboooooboooobbuoobobbooa

o o o ot

o o o ot

tooooopoopoooo

00o0ooo 300 cGUUiooooooopoooooooooooooooooooooogon
gooooooooooooooooooooooobooboboooooooooooobooOooooago
goooooooooooboOoOO sobooooobooOoOoOOODOOOOOOOOOOOOOOO
gobobooooobooboobooooooboooobobooooboo0oooobOooobobooooDboOoO 300
gobooooooooooobooooboooobooboooooooooboOooooa
gooooooooo3booooooooooboooooooo

0 Summaryl]l We propose a 3D visualization technique which realizes browsing of hierarchi-

cal or metadata-based link structures intelligibly while avoiding 3D cluttering. This paper

describes the algorithm which relocates the metaphor of contents mapped onto a 3D space

so that cluttering is avoided on a 2D projection space by applying the least squares method.

Also, we evaluate the effect of avoidance of cluttering using proposed technique.

Key words: Visualization, 3D Representation, Cluttering, least squares method.
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Table 2 Comparison between before and after

avoidance of cluttering.
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ooo 000 opoo ooo
v2 v3 v2 v3 vl/v2 v3/v2

(1) 42.69 3.70 47.11 8.70 2.42 1.43
(2) 78.03 20.38 57.78 8.02 2.35 1.73

(3) - - 5260 6.01 3.07 157
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