2B-2

goobbobbeecd g

goobobobtbobboobobuobobtuobobobuobobgo

oo of
oooof

g.0ood

gbobgoboooobobg cchobaon
goooooooooooobobobbboboog
goooooooooooobobobbboboog
goooooooooooobobobbboboog
goooooooooooobobobbboboog
goooooooooooobobobbboboog

goooogoooooooobobbboooooog

goooooooooooobobobbboboog
goooooooooooobobobbboboog
goooooooooooobobobbboboog
goooooooooooobobobbboboog
goooooooooooobobobbboboog
goooooooooooobobobbboboog
goooooooooooobobobbboboog
goooooooooooobobobbboboog
OO0 Pixel Shader OO0O0OODOOODOOODOO
gbooboooooboboobood

0.0000000000000000000
00000000000000000000
000000000000000000000
000000000000 000000000
000000000000 000000000
000000000000 000000([1]00
00000000000 O000OI[2]0
splatting 00O O0O[3]0000000000
000000000000000[2]100000
ooooo0o00
2.0 000000000000
00000000000000000000
00000000000000000 3000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000000000000
000000000000 000(@O0000

goooooooooooo)y oooooooo

A Fast Volume Rendering Method of Clouds Using Shadow-
View Slices

Ryo Miyazakit Yoshinori Dobashit Tomoyuki Nishitat
T The University of Tokyo

oooo?¥

oo oof
ooooo?

gooooooooooooooooboogo
gooooooooooooooooboogo
gbbooooboboooobbooobg 1.000
gooooooooooooooooboogo
goooooooooooooooboogo
goooooooooooooooboogo
goooooooooooooooboogo
goooooooooooooooboogo
gboobobooooboboon
2.2000000000000
2100000000000 0000Db0ODbO
goooooooooooooooboboogo
goooooooooooooooboboogo
goooooooooooooooboboogo
goooooooooooooooboboogo
goooooooooooooooboboogo
goooooooooooooooboboogo
goooooooooooooooboboogo
goooooooooooooooboboogo
gboboboooooboboooon

ARa—LF—8  P5 REAB) e
1

+ 2 2
/ "
- |

SwkTyT V#ﬂ;‘-i
OO0 OOOOOOOOOOOOoO0oOoooooao

0 ODO0O0oOoO0O00OOO0O0O0OO0OO0O0O0O0O00O0
ooooooooooo

RFMAR

O0.0000000000000O
3.10000000000000
[2]000000000DOO000o0O0obOobo
gobboooobooobooobooobob
gobboooobooobooobooobob
gobboooobooobooobooobob
gobboooobooobooobooobob
dddddooooooooooboboobooboob
gobboooobooobobiboooobon
gdoooooooboboboboboooooon
gobboooobooobooobooobob
gobboooobooobooobooobob

40 67



O svsuoboooooooboboogsvsgnog

goboooooooobooobobobooooaon

uobooogboboobboooooobog
goboogooboboooboboooboobobn
goboogooboboooboboooboobobn
OOOoDOO0o0o0OOoDOoboObOOo@UOoooosvs O
goboogooboboooboboooboobobn
OOOoDOO0o0o0OO0DOobObOOobOoboowuDoo
goboogooboboooboboooboobobn
goboogooboboooboboooboobobn
gbobogoooboobogsvsgogoosvs g

goboooooooobooobobobooooaon

0000060006 0000086,:6,=1:2

goboogooboboooboboooboobobn
goboogooboboooboboooboobobn
goboogooboboooboboooboobobn
goboogooboboooboboooboobobn
goboogooboboooboboooboobobn
goboogooboboooboboooboobobn
goboogooboboooboboooboobobn
goboogooboboooboboooboobobn
goboogooboboooboboooboobobn
gboboooobobooobbooboboobxion
uoboboooboxgoboobooobobood

) ;
NG 2

\\‘7 " ds N
o srkvyT

(a)

O0D0ad:000000000O000O0O0bODOO
oboodoooooOoooOooOooooooo

3.200000000000000
00()0(G)D0000000000o0ong
0000000000000 00000000

goboooooooobooobobobooooaon

Od@ooo

S =C +a,5,_,

od@ooo

S;=8.,+ ai*ci’ 0{: = ai—lai*—l
Cﬂ]iDD[]DD[]DD[]DD[]DD[]D
aﬂ]iDD[]DD[]DD[]DD[]DD
a:DOD[]iDD[]DD[]DD[]DD[]D

Sﬂ]O[]DiD[]DD[]DD[]DD[]DD[]DD[]DD
goooboooobogoon

3300000000000
gobboooobooooboobbooooo
gobboooobooobooobooobob
gobboooobooobooobooobob
gobooboooooboboobboaab
gobboooobooobooobooobob
gobboooobooobooobooobob
gobboooobooobooobooobob
gobboooobooobooobooobob
OOO0O0ODO Pixel Shader OOOOOODOO
gboboooboooboboan

. s

RAO—

BERAMIZBTD
HrF) U

00 OO0OoO0O0O00OO00O0OOO0O000O0

oooooo
gooooooooooooooboogo
Uoo0D0O000000 128x128x64 O 0O O O SVS
00 200 0000 0Radeon9800Pro 00O OO0
O1lofps00O000O0OO0OOOOODO

04 OOOOOODOODOOO

ooood
gooooooooooooooobooogo

goooooooooooooooboogo

gboboboooobobobooobobo

oooo

[1] Y. Dobashi, K. Kaneda, H. Yamashita, T. Okita, T.
Nishita, “A Simple, Efficient Method for Realistic
Animation of Clouds,” Proc. SIGGRAPH2000, 2000-7,
pp. 19-28, 2000.

[2] U. Behrens and R. Ratering, “Adding Shadows to a
Texture-based Volume Renderer”, 1998 Symposium on
Volume Visualization, pp. 39-46, 1998.

[3] C. Zhang, R. Crawfis, “Shadows and Soft Shadows
with Participating Media Using Splatting”, IEEE
Transactions on Visualization and Computer Graphics,
vol. 9, no. 2, pp.139-149, 2003.

40 68





