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Abstract We developed a new volume rendering method to increment the depth direction distance feeling for 3D
medical images. The techniques used for the volume rendering don’t produce such 3D medical images that allow us
to feel the depth direction distance of objects shown in the images. In our method, hue is given to each pixel of the
image. The hue shows the depth direction distance. The experiment proved that our method is useful to visualize
the depth direction distance feeling for 3D medical images.
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