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Abstract Volume visualization is an important subarea of scientific visualization, and is concerned
with techniques that are effectively used in generating meaningful and visual information from
abstract and complex volume datasets, defined in three— or higher-dimensional space. It has been
increasingly important in various fields including meteorology, medical science, and computational fluid
dynamics, and so on. On the other hand, virtual reality is a research field focusing on various
techniques that aid gaining experiences in virtual worlds with visual, auditory and tactile senses.

In this paper, we have developed a visualization system for CAVE, an immersive 3D virtual
environment system, which generates stereoscopic images from huge human volume datasets in
real-time using an improved volume visualization technique. In order to complement the 3D
texture-mapping based volume rendering methods, that easily slow down as data sizes increase, our
system utilizes an image-based rendering technique to guarantee real-time performance. The system
has been designed to offer a variety of user interface functionality for effective visualization. In this
article, we present detailed description on our real-time stereoscopic visualization system, and show
how the Visible Korean Human dataset is effectively visualized on CAVE.
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/* set screen of pipe */

pipel0] = pfGetPipe(0);
pfPipeScreen(pipe[0], 0);
Shared->pw([0] = pfNewPWin(pipel0});

pipe[1l] = pfGetPipe(1);
pfPipeScreen(pipel1], 1);
Shared->pw(1] = pfNewPWin(pipef1]);

/* set channel of pipe */
pipel0] = pfGetPipe(0);

ZAFE 44 A 8 A A 6 Z(A0212)

chans[0] = pfNewChan(pipe[0Ol);
pipe(l] = pfGetPipe(1);
chans[1] = pfNewChan(pipe[11);
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