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ABSTRACT. In digital manufacturing environment, CAD model must be transferred on the network.
Usually CAD model is converted to polygon model. However, the polygon model is not a suitable way
for distributing the CAD model on a network and also for rendering the model because of its large scale.
We introduce a new system to convert CAD model to a subdivision surface model called S-CODE, which
consists of S-Coder to accurately approximate and compress the CAD model, and S-Viewer to decompress
and efficiently render it. The data in this system is not only compact and high accuracy with the original

CAD data, but also very suitable for efficient rendering.
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