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Abstract

Flow visualization is one of visualization techniques and
it means a visual expression of vector data using 2D or
3D graphics. It aims for human to easily understand a
special feature of the vector data. Flow visualization can
be classified into various criterions such as visualization
technique, data dimension, type of the flow, and so on.
Visualization technique can be categorized into direct
method, integration method and derived data based
method. Data dimension can be divided into 2D, 2.5D
and 3D. Type of flow data may be classified into steady
and unsteady. In this paper, various LIC based flow
visualization methods will be introduced which is one of
representative Those
be categorized with more detailed

integration based techniques.
methods  will
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II. LIC
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LIC(LIne Integral Convolution)= HE ©Hlo]EE Hul4
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