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The Research Volume Rendering Algorithm Based on GPU
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Abstract:

cal imaging calibration problem, we propose a two dimensions table based texture transfer function. For the problems of CPU and

This paper present the process of GPU-based volume rendering algorithm. Aiming at multi-organization for medi-

GPU resource allocation and tasks coordination, we propose a GPU based acting geometry algorithm to generate texture coordinates
and cooperating with GPU to finish Volume Rendering. Finally, experiments have been carried out with a large number of medical
imaging data and the result indicates that the algorithm proposed in this paper can be a good solution for multi-organization. The al-
gorithm makes the calibration and reconstruction speed so efficient that the speed reaches a millisecond-level. The speed fully satis-

fies the clinical needs.
Key words:

1 5|5

R2 6142 AR B Drebin F1 Levy 7 80 4EAAARFEH , X
S AR R SR G 1) — i = 4R S v A T v e
AN AR B B PRI , B = e 37 7™ A B ) — 4
BRI i AR T LU, 2t I8 #5 20 Z4R 11
e S, NHE 7k RSB B AR E ST I A 5E
LRI R ARG IRAFAE— LESE PRy ], gz ) 2, 4%
B pRBRC ) LTS5 T T A 22 ) ) R R, A AR 22 1] D7
TRGUSRAR TV 2 B T 12, s [l BRER L 22 70 R |
T R IR 25 25 505 i S A A T i i S8k
PR T AR ) B RE AR T USR5
BAAET S, I 5 B SRE A S 2] b AT A
O ARMELES 8 PC AL - 52 30 R FURE RO 17 52 i 22 o
ITSEAE K 1 S AL IR TR 4b B 2% ( Graphic Processing Unit,
GPU) LI 32 B8 7% s i 1) i oy ol R, A A 3 2
i U VS ALIERDE A PH A 3 RE AR B IR et 7oA

Wik H 1#1:2007-01-23; & 7] B 1 : 2008-12-03
HETIH .

volume rendering; transfer function of texture; acting geometry

ML AH 2 Ry 4088k %) 2 J . H i, PRI b B8 A Th
R R K, R AR B R, L B L S el
AL TAESRAE T ARG A L fdt . 3T R A R A B A ]
WAL TT B e R Cullip 25 A7E 1993 4F 42 ik 92! {H,
e AR ey AR BB AR R AL ) B T AR o b5
B, AR 5, 2 T 2 ) TR T A B85 11 1 e,
oK 22 (1 1A 22 I BIE 5 7 1) 32 1 (1R A B 11 4338 . GPU
14 1 PR SBTSR AN T K, FE RSB AR AR AR AL e 4
(INEE Y USLIN €L (S 2 I S IS N S A E I
kruger % A3 H 3L F GPU W | Wi R 7 SE B SE AR 4z
BIHEZEE! | Guthe 25 A1 E L — D BTHREUEE , 7E GPU
Fot BB B AR Al Y . 7E B 2% K1 4 )7 T, Moreland
ZE NFIH GPU i Y 22 3t S0 1 Ty RE 52 Bk i 37 28
15T Yagel fif IS0 e 55550 00 o o 30 i S s Lo
TEBE ST E 2T A GPU SR JEAT = 4 Seif#e e 4
%]JU,S] )

AL EBE NS GPU (R il # AR AT T W%, ik



o224 H

Watt  HET GPU R HIE 5T 203

T GPU SERFIARZ: il 1 JEA G AR, B X B2 2452 15 0 ) 5
BR[04 S A R O 4 L R
T —Fh "4 R IR B SCRAL i pR L, X GPU 5 CPU AT
S5O ) AR B AT A 1 25 By 3 B AT T,
FH CPU THEARH LT {4, A= iSO AR AR , FEAIR T GPU 1)
B A BT TR IR A 4

2 GPU L HIEERE

G838 ST T 22 ) 5k ol T 2 o I S x
A ZHEAER S AT R AE 2 i R ARAE, 7E PC AL I
S RS 14 A 5 B 4 o X DL R AT S I 4 o L AR Y
AT AN GPU Y 92 A 2 i 30k i A 4k
ARA T IR GPU 14 R IE TR B AL A = 4E S 3 L RE
T, SE PR R ISR 119 2 i 223 1)

FET GPU MR 2 i 7 6 RIR AL A& 1 Jros, Al
PAGR R = 98 W h Ak SE R A . 00 Al i 2
AT, BB A2 I N 35 2 AT IR 20K, B 2 4 i 72
FPHsz T P A 9 VL5 sl 5 1 e S BRI, BT
L PRk T B ATA AT — K, BAR RN R
LA
IBE-P P SL €
124 AR 8U

L3 B A [
LA ORF IR

!

2.5 5
2V HAREL LT 44
2.3 i A
24 HSHBE ﬁ;gﬁ
I T YA
Ak R B

3.4
3R YR A
3o R | |
3.3 HIAREL JLAT 4
3AKEEGRAS
Bl #TGPUKMIARLFIEREASE

B EAARBHE A CPU I A7, FELEIEOL T, 7240
Bt s 25 A0 A J SR A A7 2 I S B AT HEA T AL B
A0 R AT AR SR R B R B B R AT R
P Ao A] DUAE B30k 22 AP Al — 28 0 B4 i) Ak B 4 1
S DRI P LA FRARAE . 2 S K AR R AR A AR R
YRS, TR AR BRI B A% i ek B, AR E A 1
T .

TERI AR AT P P i A A AR A, Rl R i
SR UK, SRS HE M T A7 A 7E DR B 2 b . Y
BB e e U I o S = 4 g, A LA
Ty Z 3008 AR B, T 22 3008 W2 2 5 T AL ) 4t
DD T L . 23008 U0 i 248 iUTEAS 20 B vh R
WHE, T IO TR A A T AU, i
F1 74 A% R RO B AT B R i B ER B

T RTC BB B, R B ST B BORE B 0 R AL i 4
Ak

2B B, AE 4% R HE R 90U W 2 e R 2
HIT , 3 808 25 1 BB TR SRS, A8 A5 D IR S B
L BIHR BRSSO TAEA B WY LA i b 47
2], WA BTG TR A, A S TR B 2% v (Y D E
AR E B 0 7 AN [R] f) 2 G, 45 T — i L
ZHACHIUAT A SEMME R th AT RoonE R F 78
GPU |58 iU (L B ST, IET45 6 180, A SR JT R O IR b
SLSLN AT IR, i R A MR R B 2
SERUG , T BRI IE W BITEGOIRES

3 BETTHRGUEEREEY

FERIIR LA TR v, 5 B2 58 B T ) — BB 20 1 )
TRAERAE O BE 1 A RN B b B . = 4 2 B Y A
B ERIAE S sR B A B DL R AR P I ERA
3.1 BEHBNSELIRER

WRBHEATAS TR B K ZNFI S T, 28 A R0 B3 22 500HR
ANE T A2 A5 1) LA [ R R, O T S8 U 2 ), T
X IX SRR A TR, 38 IR A KO SR A Y Ee . AT 2 B
ST LABE R A SO F = M (0 R
LT 2 P, T E CPU b S 30, AR SOBHZ B e
GPU L H BB, & GPU i@ A8 — 4~ ni i, GPU I
SRR LR T S IR AR 2 . 2 B R
LB R R A R BN AT, 35T GPU Mk
A T B B AR R B A7, it 2 BA
B AE A7 b SO A, SO — 48 . —
A LA = AU TR B RS = AR R
P = A2 (B 0, B A RS DA = 4 e % A
A7, GPU AbFR{di ] .

3.2 BT THRMSURERRE

1% iy DRSO 2 W A R 1 1 B B R B N i
W A2 R IR T R 2R L 2 — R B
KFARMEE R A A5 BASTR], W] LASY Sl — 4 AL i oF
BRI Z2 2k A5 %67 pR B A5 BRBCE T A IR, X AR 42 il #4)
i R R B A A5 i R R, AT
PR SR B 4 h A TR 0 AN [R) 45 4 X 43, 76 2
TR ATV R 1) 2 45 4 T ) A, RS EE B2 10 15 0
HET, )7z 0 e — di L eh 0. Z r AR 2k —
A, JE B e HLUEE AR AR S R A R
DX 3 AN TR0 T A

UNIRAEL T B, XoF A SR A A 910 2 AR 4 A% i o 5K
TR B R, TORE T B AR R AT R A ]
PR M AE ) s A B B, 101 26 5 47 il R BSOR A e Ak o A 4R
e, 2 B DU sR B A AR R AE R RS B AR
F I B €8, AN 37 B R A A S R RT T A 4R A i



204 H +

2 2010 4F:

B ARRAE GPU L5EA M R Ay SO AR A7
A T o S kB T 7 2
B .

R P2 Y % 4, 0 B4 0
ALY B FANBLARE DA TR 20 € 022 SR B
R, S S AT — R R, S0 1
SRR AR, 4 T 2015128 B 0 s FLA, 16
11— s R B 2R, A St — 2 T
AR AL 7

e i A B T B S — 4 2, K
R L7 F1 At R RE R ROBA HOIG2E R
14 B % 0 T (RO 09 2 28 10 1)
B AR 5540 BB 2, 1P 2 1 —
AR 4 L, SO R B 00
L, y AR XA FRLE 5, WV T LB 8
AR HALL, 1R A B 8 4
I RSO SLAE , 0 65 RIE O) IEAT 1L
0~ 255 2[5 S RN 76 M TEE € 3P 5
i HURR P 27 00 U0 B A 4y 509
4 A B SR A
3

4 GPU 5 CPU & HhEHHREBILAEEREE

FESE Y B AL R P ARSI 7 9 e
el AR O LA 1 ST A R BRI S8
SHCr 0y X B i P L A K 9 2 7 A B Lo
P T 2 S0 A b G L R o
7 APL B 8/ SR ASKRRO 7 . 1 3 RSB AL i
JETEREN GPU
BV, (R 25 -
PG

r .

B —
Hol s

E2 fHmEmsit

HOA B, X R
f3x GPU 11 FH 2%
HRTENF R =
AT RAT 55 A
CPU F1 GPU z [a] ik
TTEEM AL, 1T
PREITH AR B T GPU 1) S AR A3 1 A X F CPU 2R
U — A R A 1) T AR, R AR SO E CPU BB AT
FREETLA A () A B, 77 AR e AR FRIR (L4 GPU.

YA Ty ), T B RS 2 H W — R
PGP Z NI . 15 5eK 1 — R 5 1 B M7 ] 1 °F
T U0 E AR B A £ B 6 P T 1 G T, 3 4 R T s —
ZNE, WY K 208, X 26 2 i1 8 41 502 X B LA
1.

KIremiasiRo i & S5EE — 1 FE b g

IRA R AT RE, WA 3 s

(a) =M (E 3(a)), F iS5 56 = F i M
2.

(b)) T (1 3(b), (e)) , 15 B0 1 Y 45 b
AL

(e) TLHIE (FE 3(d) ), Vi E 4 24 5 R B 1Y 1 5%
WAHAE .

()7SHIE (E 3(e)), F 1t -5 405 1) 75 S ks M
2.

HWE 2NV R WI2E BT .

Step 12 i FF 00 £ A5 Y 4 42, $E 0K £, 8] 6 T A5 56 A
FIMELAE R

Step 2353 BT IR U T A0 18 5 A

BOEMSE R wp(x,y, 2), ML TR vee («,
y,z), T H TR A8 RN

i i -
- k fe=
(@ ® (c)
@ T ®
3 THEERAHER
Av+ By + Cz+ D =0,07F .
A=vec.x
{B = vec.y (1)
C=vec.z

D wIa E %, BV aa Y0 R T 168 5 R 4
F IR, AT LU AT e D (A, 15 2] — 41 B AR T 1
THI .

Step 3: i AT 21 J5 (405 b 38 AT, 1 5F
[ESE AT

WEAE 5 R Yl v 23008, T LG P TS A
Rl 65 1) 45 2545 1 58 JOR A 2 . BE BB prs[ 8 I AFAIB K 7
RAY A IO S AR AR, LT — AR edges[ 12 [2 [ 77l B3 2%
W Aty f 7E ps[ 8 ]I R 5.

XA A e ) i L 55 L 0 1T 2 A5 A 3C, FH pR B
FRECHEE RN F(x,y,z) =Ax+ By + Cz+ D.
MG 2 57 1 0 6 R, A A ps fEF B 7, W
F(pts) > 0545 mAET-T0 7,0 F(pts) < 0545 s A6 -1
L0 F(pts) = 0. Bk I 55,5351 A pel | pe2, F 8T
A SR AP e R

A1 F(ptl) - F(pt2) >0, W PR 26 - 1o A — M), e 5



o224 H

Watt  HET GPU R HIE 5T 205

I TEAE A5

#F(pu1)« F(pr2) <0, WP A i B L s 5
T AHAE 5

# F(pil) =0, F(pr2) =0, PG 5 #7EF- 1 L,
[IEZSUN73 78

A F(prl) =0, F(pr2) 20,05 pel fEF1f1 L

B F(pr1) 20, F(pi2) =0, W 5 pe2 4618 I

BB T A, K T T %KL 4

B F(pt2) s AT '
= F(pt2) — F(ptl) ’]leJ)L)f—i edgelnt B AL BRI

edgelnt. x = t x ptl.x + (1 —¢) x pt2. x
{edge]nt.y=t><pt1.y+(1—t)><pt2.y (2)
edgelnt.z=t x ptl.z+ (1 —1) x pt2. z
Step 4K Z UL FAC S =1 A%
N TR E PeOR, T 2O AR = AR 5000 A
Sy = A 2 VT L R — AT B AR AE R
{H, R Z WL B oG B B R X - Y
ST IS A TR S X RS I A AT
GEAFLL A B DT XS 22 300 HE T i T - i 325 306 fsf
FHIER AEUI R Z2 308 e A o Lo o 28 36 8 =
TR T B = AR
TEZz T BE, 5 B S e RS, b B R A B
BB P E e 2 19 R TE Qe 45 21 B IR 5 e 16
il A6 2 TR & pRE, SRR A HAR B b AT IR S
PHEAIA B, GPU & (R 7 10 57 A3 i) 4 5 oK 8L, 58
JEHH R R R RGBA S22 R MR , & iR 2 45 28

5 LWHERSTEH

AR IR FE T GPU B S I AR 2 i Bk 2 76 38
PC ML 58 LAY, HAR B3 R B B AN T -
(DR RS

CPU: Intel® Pentium® 4 HT 3.06GHz

W7 : DDR2,1536MB

2K : NVIDIA GeForce 8800 GTS,640MB

fifi 7% . 80GB, 7200RPM, ATA100
Q)M RS

PAVE RS0 . Windows XP Professional SP2

JF & ¥  Visual C+ + 6.0

¥ API: OpenGL 2.0

HOEF:Cg 1.5

FIFAAS S B35 X B 2 AR B R b AT = E e
IR RN 4 Fos, K E 4Ca) 23k BRI i 45
(b)) 24 B bR B BREE R, (o) R Mid ik %
A5 5 . FHAS ST XA [ RS A R A T ik, 222
il 73 By 512 x 512 B, A [) B4 46 i) 22 il ok B D
1.

R1 TRMEGHIER L4 G EE

Blsk LYEITE SN 2 oy PER (FPS/s)
HiE 128 x 128 x 30 512x 512 28
Tt 256 x 256 x 161 512 x 512 23
it & 512512 x 88 512 %512 18
LA 512 x 512 x 200 512x 512 15
oM 512 x 512 x 512 512x512 13

FE_FIRFIE O ST Sl b AR SCSEEL T 3 F GPU 1Y
“YERT AL R G, W S R, FEALE AN [F] = 4E BOR
BN SSD . VR, MinlP, MIP; 5 2 45 5 () = 4E B 14 .
JRRF-R% A B T L Sl 2 B A O BRARE 2 2
P

ARSI 52 6 5 SR 0T LA - B3k o A ok i ik 3
SRR X 512° RS A B | 6 AR ok o A Rk
12FPS/s, iiff /& SC IR, B 4 3 1) SO i R 4,
ffH T B2 515 2 20 hR 5 ) R, 76 AT 55 P 5] o
CPU A7 AR JLAn] 4 1) 26 B, £ FEAIR GPU BRI T #E 1Y
(]S, 22 il o s YA A2 2R )

)
B4 =HERERSUELRMBY

Es5 EFGPUN=4THHLERS

S 30k

[1] R A Drebin, L Carpenter, P Hanrahan. Volume renden'ng[ 7],
Computer Graphics, 1988,22(4):65 - 74.

[2] Cullip T J, Neumann U. Accelerating Volume Reconstruction
with 3D Texture Mapping Hardware[ R]. Unversity of North
Carilina, Technical Report UNC, 1993,7:23 - 45.

[3] Kriiger. Westermann . Linear algebra operators for GPU imple-
mentation of Numerical algorithms[J]. ACM Transactions on
Graphics,2003,22(3) :908 - 916.

[4] Michael Guthe, Akos Balazs, Reinhard Klein. GPU-base trim-



206 H +

2 2010 4F:

ming and tessellation of NURBS and T-Spline surfaces[J].
ACM Trans Graph,2005,24(3):1016 — 1023.
[5] Moreland K, Angel A.The FFT on a GPULA].In:Proc. of the
Graphics Hardwardware[ C] .2003,23(6) : 546 — 552
[6] Klaus Mueller, Roni Yagel.Rapid 3-D Cone-Beam Reconstruc-
tion with Simultaneous Algebraic Reconstruction Technique Us-
ing 2-D Texture Mapping Hardware[ J]. IEEE Transaction on
Medical Imaging,2000, 12(9) :221 - 230.
Paul M. Novotny, Jeffrey A Stoll, Nikolay V Vasilyev, GPU-
Based Real-Time Instrument Tracking with Three Dimensional
Ultrasound[ M ] . Medical Image Computing and Computer-As-
sisted Intervention-MICCAI 2006,2006.112 - 118.
[8] Kuo J, Bredthauer G R, Castellucci J B, von Ramm OT. Inter-

active volume rendering of real-time three-dimensional ultra-

—
~
[

sound images [ J]. IEEE Transactions on Ultrasonics, Ferro-
electrics and Frequency Control,2007,54(2):313 - 318.
[9] Kindlmann G, Durkin J W. Semi-automatic generation of trans-

fer functions for direct volume rendering[ J] . IEEE Symposium
on Volume Visualization, 1998,24(2):79 - 86.
[10] R.Westermann, T Ertl. Efficiently using graphics. hardware in
volume rendering applications[ A ] . Proceedings of SIGGRAPH
[C].New York: ACM Press, 1998,32(4) :169 - 179.

EZ BT

B (BEEE) 95,1979 44, i,
ARACK A B AR T O R S e = DRIl
WFFE 5 1) R B2 A AL B = 4 mT Ak, 3L
FE .

E-mail : yangjinzhu @ neusoft . com

h

A

BRE 40,1960 4R, WL, RALRF R AR HH R
SRS R AT, P T O, AFAR Tl R 2 1, RIS Uy 16 R Y
BT B i AR





