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Acceleration Technidues for 3D Texture Based Volume Rendering using GPU
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A= GPUS &

4 early ray terminationdt empty space skippingE J&3te 20| X2 4CH S8 XNSMNX

Mot E, TEAl T¥(proxy geometry)2 A8t 88 #HE LNEIER empty space skipping® HIWE E8H
oFZ JABEXC early ray terminationd XIR2 AMUNCZ OIBIYCE &2 =20AHs AHAY HIH OpenGL &F
(extension)8 0|88t 2-pass Y12IEE SA early ray terminationdt empty space skippingS SAl0 P& 8Ie

gYE WAL, 1 58 SIHUCL
.A E

829 +X GCIEIE 1822 Z¥di= %Y 5 & el A8
FlE B8 MEHIS INNOIL 1 04 AR BE COEHZSH 9
0 U= ZEB FEMA D822 H@dls JI&2, Az gaoiL Il
&, RHYs & L8 20H0A 88510 AL S5 HEZ 8 O
OIES DEE, HAIZ BHY e 2= XHHeZ St U
O, 018 S22 X2latd] 8t AT SA RESIH AN ACH

BHE, PC2l Ji=A SISO BESID Oy Z20HY &0l
LOESA 30 JHHA SIEAUHE Sad JalilA =0 Ot o
o] £X HMHT B8E 4 UM RCH6,18]. S8 GPULA 52 #
X HMsEI MBI 2 GPUE Z2I49e & Ulls FAEES
OIE3IAM JIESY L4ds B8 BRENAU IEE 4 UAE SAT
=8 HUHYS PCUAT FEE = AN 1, ASZ 010 gt A3
= EESIN IS D UCH

2 =20liAhs GPUE 0I88t S8 dHE 22EY Ss8aS
A GPU WOIAM early ray terminationdt empty space skippingS
SAI0 HEsts JIEE8 MStD, 1 ZUE ANEC 2 =29 3
42 S 20 2BHAE XSHX LM GPU JI1Et 88 adg
21201 6 AHED, IFUHAE WE B8 HYES A early ray
terminationt empty space skipping 2|88 RICHSICE 4F A= P
BE 2p2ise F# ZUE M2, OIXY 5EHA HEE Y=
Ct.

2. GPU Jigt B8 a0y

Akeley(ll 2ioh 3XR HAXM LS 0188 28 dHE Jis40l
HIJISIR Cullip NeumannOl 0|8 0|8t 88 #HE L1258 20
Bl 01% OISt ZE P LE JYHC1,2). ZAIIHE SGIY
Reality Engine, InfiniteReality & Q45 JdaiZA AXE 088 HRI}
F8 0I8XIPH2,3,16] YLt PC JHHA BIEANY d5 HAOR
018 0I8E EB M ¥3J d &2 HIEE XS RO 8K
OF ZXJI9 PC IHEA BISAHE XN HNAME XXSHK 286t
HU, XQSH2AT Hs0l S825 X FUI WM sLs 28
GIOIEIE SHIEXA MAdts 23R SAX g0 g8 d{HE e
E0I =2 2LHRCH4,515]. OlF MY AN MY SSANY &
22 08 088 EE Y =0 W a0 HE 0IUCH
{5,14,17).

2XHR A OHED 3NN HAY WETZ 0188 28§ dHge 2.

S EZ HOHE AN NESD ZTEA TH¥(proxy geometry) 8

OIg8lle BOA JIE8 ZD2IE2 S50 Kuger®t Westermann
2 JEY SIEH0 28 dUE 2D2ASHe S UE, dobhaygy
(ray-casting) 20cIEE GPU &AM IEYL7]). 0 7= &EH
o1 88 BOE Itk JIYEY early ray terminationlt empty space
skipping2 GPUNIA E8X2=2 I®RCls SZO0| AyCH gl 2
BA TS MBSls HAXY HE I8 S8 HUAHAY &5 82
JIdol e HRUAME S22 empty space skipping® 0| &
oLt early ray terminationOi Ci8t 3= AWNHOE OIEHC
[8,12,13]. 2 =R20lhds TEA T8E8 0IRSIHHT empty space
skippinglll early ray terminationg SO AW £ U= J|gS
AJHSLD, AR 458 BT8O

3. £ g4 Y

OSA S8HS 0188 S8 8@ geEa 2 Z8A S8 o
£2 ZQEQ TR UFotY UMZ JIEY ATEQN HO0IZHA
I FAS I JBECH OHA HOoHAE &T a2 AW
HEWE early ray terminationlt empty space skipping JI®I I | At
Bt 2NEUSS GPUNIAT 7@E & A0S 20 WE ££2 dHE
2 8% £ A2 A0ICH S5l LY A 0I0IXIE &I «Ad
OROHE T2J(fragment program)li Al =EX8t Z #0I1€ (Phong
shading) &8 £H#dl= LR 5 UEH, Ol ZgIHE 2
Z2J0| H8CE HBUHA MM ¥HE 458 HHZE Idisg0]
IS =Ch Metd S8XQ Jt% JIHE FaE & AN 458
H EHOT2IX BOHM FS BHE OI0IXE L2 &= US 0L

0 B0ideE ZEA T8E2 0/B8 2B #idy 2280 =3
£ U early ray terminationlt empty space skipping JIg0Il CH&H
KHAISI & HBICEH

3.1. Early Ray Termination

Early Ray Termination(0l3t ERT)2 WH=Ql 28 dHZ Yol
dIOIGNAES &5 &4 JIY 5 SILICI, ERTE OI0IX By 2t H
H0A AEE BHE Mt IS AACZ HIEEEs 2 XNF0M
N 252 S(opacity)8 SEAISICHL O 20! 2K t(threshold)E €
OAS O Ol A2 5Kl USCORM &5 4SS HBICHT7,11].
2 =BliAdE ZEA THE front-to-back A2 J2i1, TEA|
SHE g MO A4S =X SESHTIE YHUAS 6N Ad
A HHE 12 835l A2 ERTE IPHYULL Front-to-back &
N2 ZEAN T¥28 I Ol S8g 848 back-to-front &A2
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8 WS TH2A Z6H0F BICHeA 1),

Ca = (l—a@)Cw + aﬂclﬂ
tu= (1—pt, +ay

s41.

Front-to-back &AE A8t Sy &t

3.1.1. glReadPixelsS #&

ERTE ~8ifl= JIE 42 YUY THUBH Lt 242 e o
ZeZ HOAM CPUNA SSUTE LSS AUB AF AU HH
Of &&= 2H0ICH CHAI 28lA front-to-back £M2 ZEA £88 1
& [OICt glReadPixels 842 Z Y HHE K N2 €
S UE BIDMA YHUS ZUSHY glDrawPixels B2 AHA
HIHS oig HeE8 18 486 St

O] SY2 2HEHsHXe JAHA HZ2212 WEBS g MR 8
HYAOK B M2 ST MBI 20/ £ UCH AN Fes 2
UE S0 86tz 2-IA 2020 Hiol ¥ 452 2HICH

3.1.2. 2-HA 2 22IE (2-pass ERT)

HIIME Jeiia W22 WSS Y HIaE 4o S0X %D
Lo AN *ﬁ% HHE OI8olA ERTE J8sl= 2-2 LDAS
£ ANWEC

X M HAMAE Z8A 82 I8 OO0 BHY 20 & 253
TE NIMA LW HANE MABCL Ol OpenGLY gICopyTeximage
&Lt PBO & (Pixel Buffer Object extension)2& &N PEHE 4 U
Ch 2 US S48 HMAME CAl ZHAHHO D2l=d, o M Ty
JHE ZZTHNHAMH WY ZEHIHES ESHUTT YHBS =6
A 20 F2B 022, JFX YoH 12 IS0 OjFN Z HHE
S8 F UAl ZFA S22 J21NQHUM W2) 20 HAEE S
LSHAl RE HAS - SHTIL LHBUS XL - Ol A A8
A HH A8 12 g"*%’ 2 UCH

0 ¢REIES I8 10AM A 2E(pseudo code)® LIENWMD, A
Ela B0 A2 07 29 20 0 SHE 3110 S8 o
Of Bigh &2 SHEC

[
858

1" pass :
Generate alpha texture from frame buffer
Draw Proxy Slice with aloha texture
Check alpha value in fragment program
If (alpha value > threshold) depth = 0
olse depth = |
2" pass :
Draw proxy slice
Do stencil test
if (fall stencil test) skip fragment program
else i¥ (fail depth test)
stencil = 1
Skip fragment program
olse
do fragment program (Phong shading)

1. AEls HIHE O|E8t early ray termination

8

glstencilFunc (GL_NOTEQUAL, 1, 1);
glStencilOp (GL_KEEP, GL_REPLACE, GL_KEEP);

J8 2. gistencil 842 &% 3%

3.2. Empty Space Skipping

2 =20 ME early ray terminationlt &M empty space skipping

(013t ESS)E B®MLI. =, MOIE(transfer function)?t BEX)
GE U8 A= FUS B BUALE HIHA NOIYS L2MEHX LD
Hls LYO2 HUHY ST FAAIDX M, 0|8 2-pass ¥
21t early depth test® OIS RS YCE

Early depth test= T 1HE D2 IS 28510 H0 0121 20!
HAEE GiM HAEE SNsl= ZHIMUEN WML ZHIME
D202 oMdts JIYUE YBICH7.9,19]. OIE OI8SIAM ¥ =4
Of CisiAd=E & MOIZE S8BIX Y= ﬂr't-ﬁl, 01 A g
Al £22 ZEA THE UL AXN £ B J2T=2 5D, M2 2
g Mic ST 8 H0I122 HBAZIK u’ﬂ Ha6l sS4 M3 &
oA O SH0 HAEXIS KPS BOE 240 HUAS B
s 20l HHE 02= SFHMA S BN AEHY Al 201 HAEWA

HUFATE 510 240 BIHAX UYS J20= 20/ HHE 12
SIHMA F B BHY A SRS B HOYS S86EE O ®
HEe 2D2E2 I8 31 2Ch
1st pass :

Draw proxy slice

Check voxel value in fragment program
If (voxel value >= threshold) depth = |
else depth =0
2nd pass :
Draw proxy slice
Apply Z test
If (depth == 0) skip fragment program
8/se do fragment program (Phong shading)

2@ 3. Empty space skipping
4. P8

2 =20Ad Metsls 2D2AE2 52 A M(3.06GHz). 4GBY
Hie! Hi22l, NVIDIA GeForce 6800GT(AGP 8x, 256M8) JaiZ A 3}
E8 A NALUAM FEHYED, B 12 GOEHE 0UBHAH 458
SFYCL D210 HCHYE & mols 2 25 CIOIEN W 221X

&0l g8 [BYU2H, I Zok= I 40AM B & UL
=& oo™ oIy sias HAN e
Engine 256x256x 110 256x256%128
CT Head 256x256%225 256x256x% 256
H 1. 2 28 O0I6HY 2D
ERTE 20IM MQE = DIX} 2Ig8 2F P 3.1.2004 X

otst 212I&E° 450 O EAH LFE}JE}. Ol ZHYHHE oo
U222 210l S O JHHA W22 M 22 242l QIEH0|
27t RO AZOI HEOICH OIS YSHAS FTO X0i0
UE &, SYB GPUE &S PCI Express 161 Zalol JamA
IEMAME Soig & QUL B 2& bighead1 8 MY @ ERTY
T OYSAD T A IS UEBOIAN IDE &% MHOIB BOHEC

ERT 78 24 glReadPixels 2~-pass
AGP 8X 14.91 16.52
PC| Express 18X 17.24 18.57

H 2 ERT P8 YD JHEA QAEHOIAN ME 85 HiD
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J8 4. E8 GIOIHY ®IGE Z (AZ2E bigheadl, bighead2, enginel, engine?)

dicld &8 bighead1 bighead?2 enginel engine2
BHE sHax 256x256 512x512 256x256 512x512 256x256 512x512 256x%256 512x512
e 13.25 4.48 13.25 4.48 14,64 4.52 14.64 4.52
ERT 16.52 (x1.25)| 5.75 (x1.28){20.99 (x1.58)| 7.45 (x1.66){14.85 (x1.01){ 4.60 (x1.02)|18.26 (x1.25) 5.70, (x1.26)
ESS 25.14 (x1.90)]10.04 (x2.24)|25.13 (x1.90)| 10.04 (x2.24}|37.59 (x2.57)| 15.80 (x3.50)[37.61 (x2.57)] 15.81 (x3.50)
ERT + ESS 34.50 (x2.60)}15.61 (x3.48)| 41.63 (x3.14)[20.40 (x4.55)| 34.89 (x2.38)|14.54 (x3.22)|40.70 (x2.78) 18.48 (x4.08)
H3 2 S8 COIEHN 8 #&2 371 2 2125 S20 OE MHY A% (frames/sec)

H 32 2 28 CI0IES Ol E2(transfer function)0ll CHal &<
& DIYE Ng8g MY DEX US 0o 452 2HECH 2O 2
e =€ Ty £(frames/sec)E 201810, 235 ©19 £Ris I
g3 YIIES UHl &5 SA9 TS LIEWCH

2 =2

=20H Hotsts ERTE JIEBXO2 2-pass L1IB0IJ M
S0l Al I 2810 2RI 0248 OISR I Z2A &
(proxy geometry)OICH ERTE B8 22, 2 018 MM &
TE S4AMIlE BEE0 2612 U8 &5 MG 8220l HE HAM
25l 53 o QOHXCH GI0IEL 20| EYS engineld &
o= O EFTO G2 A5ICH 028 B2 22610 |6 2 =2
OlAE ERT MaIS Of ZSA TSHEOCH ABAIFIX %D 164 Z=
Al 82 08 M COHCH BT M8SIEE S0t B 38 29 ESSO
HISH ERTZ QI8 £& A2 MANNOZ ] HIX0 %288 ¢ 2
Ct. £38l, engine1d B S8 S0 HWRSONHAH HY &5 &
a0] AULH DHE BEFS8IH HEsls F Bl HO| 848 A8
g Mot X SR MOl 48 AE® Il 2O ERTHA &5 &40
HS SR, IS AT 51251201 Z Rt 256x25601 BLL L}
d5 AL HTI HES L £ JUCH

5. Z8 ¥ g% ¢

2 =20AHs ZSA TES MBHMAT JESHU 28 HY
£ JigQ ERTS ESSE SAIM 78t LN2ISS MO
ERTE Al EHHAES O[86E0, GPU UNIA AHY HHY =
dig HIHE XA Z238 & I BGR0O 2-MA YA gnelse2
TEACH B0 GPU WOIA oY BHIE ANE WHAS & UN oo
20 88X ERTE Y £ UES A0ICH

ESSE early Z-testE OIBaiM I, ERTECH &% a0 O
TS0l = 8HXIS 2 =20A B ESSE LA cieo mog
SO0 WSO =& A0 8 AT Y22 BE E2|(octree)
U BSP Ecl §2 NETXZE OI8MA 2Lt E8XQ ESSE Faey
H&olch

6. &1 28
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