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Summary

GPU-Based Cell Projection for Interactive Volume Rendering

Cell Projection

Fragment Composition

Volume Rendering

Interactive Rendering

Data set sizes and average times

Interface

SPX

ResultsGPU-Based
● Texture scheme

● Fragment shader output

Combustion 
Chamber

Oxygen Post

Blunt Fin

● Volume data is stored in texture memory

● First Fragment Shader computes 

projection data  

● Second Fragment Shader computes the 

final color

● Partial Pre-Integration technique

● Interactive Transfer Function editing

● Over 2 Millions Tetrahedra per second

Ocean

● Transfer 
Function 
editing


