Wo13% 4 200 Hh [ P 4 B 2R Vol 13 Na 2
20084 2 J] Joumal of Inage and G raphics Feh, 2008

E T HSEEH NI R AR IH IR 4R

;A Wil
(PG 2 PR T TRESEBE, 054 710071)
B OF ol IR E AR A G R MG A 22 IR B, 32 T — R AR PC R AT OB H 37 1A 2 1 1
G207 . T VR BN Bl R 4 £ 3 RIS 0 RO B, 3 B Bl 5 2 0 N B A, 3R T 3 4 g
SR AT 2227 o E AN e i R op, AUAT — AN B B A7 i A B R A b A R R T KR A S 1 22
AEJ) o [, 2840 R H] H T PC TR A RS 08 0 v s R A e, 300 e 0f 68 88 ) 52 IR B DK Ul 2> 15 A 95 0 P W S 4 2
Wl BRI N AE I RE . S0 &5 WKW, Y PC b ] DU R i S0 B P A7 25 0 (1) DR R 1A B s 3 AT A8 B
ARz
KA R 3RS
FEESZES: TP39L 41

grisye ER AR B T

XakFRIDED: A XEHmS: 1006-8961( 2008) 02-0316-06

Interactive PC Texture-based Volum e Rendering for Large Datasets

ZHENG Jie JIHong-bing
{ School of E lectronic Engineering. X idian Unwersity, X1 an 710071)

Abstract A novel technique is presented for rendering large-scale volm e datasets mteractively on general purpose PC
hardware To circunvent the lin ited texture menory for texture based vohme rendering the dataset is partitioned nto the
bricks w ith reasonable size The bricks are baded to the graphics hardware dynam ically and rendered using 3D texture
mapping During the rendering only one brick resides on the texture memory Additionally the sophisticated PC graph ics
hardw are functionality is utilized to estinate the gradient on the fly avoiding the huge meanory consumption n previous
approaches Using a prototype mplanentation of the algoritm, we are able to perform fast data lbading and nteractive

visualization for the laige datasels on a single standard PC.
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