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http://www.cs.montana.edu/~ bnct/publications/cory/thesis.html
http://www.ia.hiof.no/~ borres/cgraph/explain/marching/p- march.html
http://www.econym.demon.co.uk/isotut/
http://www.gamedev.net/community/forums/topic.asp?topic_id=503739
http://local.wasp.uwa.edu.au/~ pbourke/geometry/polygonise/

http://www.gamedev.net/community/forums/mod/journal/journal.asp?jn=26335
O&reply 1d=3198944

http://www.ogre3d.org/phpBB2/viewtopic.php?t=32486
http://www.moon- sun.com/main/article/ metaeffect/ metaeffect.htm
http://www.nzone.com/object/nzone_cascades_home.html



