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ABSTRACT

Visualizing a volume dataset with ray-casting which of visualization methods provides
high quality image. However it spends too much time for rendering because the size of
volume data are huge. Recently, various researches have been proposed to accelerate
GPU-based volume rendering to solve these problems. In this paper, we propose an
efficient GPU-based empty space skipping to accelerate volume ray-casting using octree
traversal. This method creates min—-max octree and searches empty space using vertex
splitting. It minimizes the bounding polyhedron by eliminating empty space found in the
octree traveral step. The rendering results of our method are identical to those of
previous GPU-based volume ray-casting, with the advantage of faster run-time because
of using minimized bounding polyhedron.
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