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A Method of Rendering Scenes Including Volumetric Objects

using a Ray-Volume Buffer
—Expansion to Perspective Projection—

KAGENORI KAJIHARA,* HIROKI TAKAHASHI*

and MASAYUKI NAKAJIMA't

This paper describes a rendering method that simultaneously renders both volumetric and
polygonal objects. It is also possible to render volumetric objects intersected by polygonal
ones or volumetric ones in the same scheme. The method is expanded for perspective projec-
tion from the method of parallel projection proposed in the 2001 IEICE society conference. In
oder for eye point to be able to go into a volume, an octahedral wave-front instead of a plane
one is used in calculation of colors and translucency at voxels in ray-volume. The octahedral
wave-front has its center at eye point and its axes parallel for x, y and z axis of a ray-volume.
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