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Vertex program texture hardware volume rendering
HU Hui-jun, FEI Yao-ping, LI Min

College of Information Science and Engineering, Central South University, Changsha 410075, China

Abstract

This paper discusses a vertex program which efficiently computes the slicing for textured-based volume rendering. This
novel technique enables us to balance the workload between vertex processor, fragment processor and memory bus.Use
the gradient on the fly technique to reduce the huge memory consumption.As an application we suggest a novel approach
for empty space skipping for volume rendering, the empty region in the volumetric data can be eliminated by the space
leaping techniques. Then the input/output burden of the texture memory maybe reduces effectively and the texture assisted
volume rendering is accelerated.For large scale volumetric data, the algorithm can improve rendering performance.
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