wHEI ARG N H 2014 4 234 8 Wl

. s /\ — =S 3 ©)
=T BiEMN/\XFX o SfaE MmEA i
EHAL O’
VHRTL TR TSR HOR 2B, B 310023)
ST TR AT B, B 310023)
& F: R\ SOR SRR DU T A4 e A S R 00 P A% 508, e A i i R RS T e )\ SUR IR R 43 2 R
fe, LR, AR B R A7 i 2 1) LA R A BN (R MR 1S 22, 42t B B (R Ak R 7 D7 ke i) )\ O
%W,ﬂﬁﬁﬁ%$*%ﬁ%%,ﬁ%éﬁﬁﬁﬁﬁ%ﬁ%%%ﬁ&ﬁ%?Gﬂj%AYW%@%W.%E%@
S B SR KR BT, AR A R A — R s, 4R T AE KRB IS . seit & ik
WY, ASCITVRAIR T 250 i 2 [ A A B AN A BN 1), [N AR R B 2 e T TR R4S 3 13O .
KEEIR: DUTHIAAR; ARZd, FIERN\ OB, Jege el HIERNCRAE

http://www.c-s-a.org.cn

High Accuracy in Visualization of Tetrahedral Molume Data Based on an Adaptive Octree
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Abstract: Converting a tetrahedral volumetric data into regular volumetric data by an octree can improve the
interactivity of the system effectively. When the depth of the octree is higher, the rendering results will be better.
However, memory consumption and processing time will also increase. This paper proposes an adaptive regularization
reformulation algorighm to construct the octree, improving the original single sampling strategy, combining with the
depth information to transfer the sampling results into an octree texture which allows for random access in GPU. Then
we use ray casting algorighm to render the regular volumetric data. Because of varying characteristics of the regional
depth, the sampling algorithm responds with different step-size strategy. The experimental results show\that this method
reduces the memory consumption and processing time of the data, and at the same time improyes tﬁe rendering quality
as well as the rendering efficiency. \
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