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Image-Based Point Rendering for Multiple Range Data

HIROAKI KAWATA* TAKASHI KANAT*
*Keio University, Faculty of Environmental Information
E-mail: {t02282hk/kanail@sfc.keio.ac.jp

In this paper, we describe image-based point rendering (IBPR) for multiple range data from 3D scanners. Our ap-
proach is a natural extension of the method called pull-push so as to render scanned points with some measurement
errors. Several extensions for rendering range data is proposed. One is a seamless rendering of a whole object even
for points that have measurement errors. The other is a high quality rendering to reduce blurring. Our method is

suitable for roughly checking the shapes only by using range scan.
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