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ABSTRACT

3D medical image reconstruction techniques are
useful to figure out complex 3D structure from the
set of 2D sections but their implementations are
difficult due to processor’s limitation and their
computational complexity. In this paper, we
propose a new speed optimization technique for
accelerating the volume rendering algorithm.

In addition, the whole procedure for
reconstructing the medical images are constructed
by using Visual C++ 50 under PC environment.
They include classification, shading and
ray-casting.
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K ,=fraction of ambient reflection

K =f1raction of diffuse reflection

K, =fraction of specular reflection

K =depth factor

n=exponent of modeling highlights

N=surface normal vector at location XV, 2z

T =normalized vector in direction of light source
V'=normalized vector in direction of observer

ﬁ=normalized vector in direction of reflected ray
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29 2. Ray-Casting Algorithm
1.4 Ray-Casting
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