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CUDA-Based Volume Data Visualization Tool
YE Liang, SHAN Gui-Hua, LI1U Jun, CHI Xue-Bin

(Computer Network Information Center, Graduate University of Chinese Academy of Sciences, Beijing 100190, China)

Abstract: The fast“ develop?nent of the Graphics Processing Unit’s programmability and parallel computing power
provides new solutions for visualization technology. Using ray-casting, a CUDA based interactive volume rendering tool
is realized. Several rendering effects have been implemented, including alpha blending, iso-surface rendering, maximum
intensity projection and X-ray projection. In order to improve alpha blending and iso-surface rendering effect, a
per-pixel based Phong Lighting Model is added in. The experimental results show that the tool can make use of GPU's

parallel computing capability and render high quality image. It’s interactive and extensible.
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