A|323) FAgELRS] =EF Vol. 32, No.2(I)

ol

GPU 2 AEHEZ 0|2

f

o =
[WE|=F2AHTFE fHBIREUH

fa

b VKH GIOIE S itE =8 ¥

o]

=

jylee@Xkisti.re.kr

Fast Volume

Rendering of VKH dataset using GPU Cluster

Joong-Youn Lee
Supercomputing Center, Korea institute of Science and Technology Information

2

ot
=

E5 HMHAS IXJ0ILL T 014 HAY EE COIEUAM A0iIYeE EEE FEHM U0 HaF2E
EE5tE JIAS JIEE LotH ARFA, Jiaa, sHds & UYs BO0M Ecl AISE ACH &

B, 22 PC stEA0NS

22§ LHOZ BUHUE &

HEFEWAU JIs¥E (38 S8 GI0IEHY It

A 8ot et PC BANMS JHsstA EACH PC DB A SIERI0S BXE ¥ T4 Mot «x A
A0 ZIX Sl HIE HASE WE E8 JHAISE Jtsdtd 8 200 2Lt A StEA0Y N2
2l B BHZ ST 28 COEE WEA HAets X2 ASHA o2 2RHZ2 LoUCtH =
=20AE S#IUSISHLATAMA WAL RS AMAL AIOIHY Visible Korean Human GIOI
B8 012 Mo J2EA SS90 H22i0 BE4A3D 08 BXE £ g JOHE 0/85t0 H23

JIAIBHSI DA TS OI0IXIE ZOX SHRULCEH

1.4 B

olz] 71Xl mEHH JHAlE O & 71 B8 /X E XX
st 28 7tAlste 3itelojit 1 oldtel Aol EF Giold
oM elojle HEE F&d ol HUH2Z FESS TH
3 wHoz olmoal, JlAst, RAGE S cletst EololA
225D Aot T dSYel 28 dloleol izt DEH
AAIZE JiA B0 cHE EHReMo| ZHS BItEtA A0 OfE

sigstA Melslr| 98t ATy RES| Qoo S3l, =
ey EHdPeollM H=ELE Visible Korean Human(VKH)

ololels #t=el #Zof Dsfitzel cldMPer HOIEZM,
MRI, CT & cCis duagel FgtolcH1]. olse 3¢

NLM(National Library of Medicine)ollA olo| X[t 86HFE]
Visible Human ZZHEE 2|& 5104, Xk 943 o502t
zt wiol M 5l ofMof oSt M Hab ojoje{E HiE 3t
a2t o] dlole{s Bt=eolel Aldete F=7t EEl mLiollM
= 152 oA7o| ofz{So] UyUct BHH, FHZ FHZL PC O
HIUA SI=Yoirt SETE YMSIHAM MEXC 3D IHY
2 g IAgo|MAAMLL JHESIRYE DERE, DMso JsTA
Zelol gt PCUIME 7Hs3HAl =QUch 53 DA Ud
T A mo|Z2iele ALEXP| ez X AIBE £
AEE 3 Bx|H o HM #o|Y(vertex & pixel shading) 7i
S 715 Hyxolaln & £ U8 BT E PC 1eHA sl=
diojel Mg sich Bolgici2]. J=v PC g a St
Yo E o283t HY WHES HEE JHAIER B dol
E{E 3AMY HAXZ ZHFESto] €AX m=Z2{o g0 So|ln
peg sty w20 JHAEDE JbsE olole{e) 37| BAX
HZalel Avjol mefgtects SHAIZF Ut X Mol PC
DefE A st=EQole BARX o2l 256MB~512MB =&E0]
7| 2o E& dlole{e] 37| HA| o] M2 BHY=E0 67|
of #M We{lt ZIE2 dioje] & DEF/RE2E HHE
7| E FIiXQl dlole{gel JZtE MelstH MY Jis
B 28 diolgel AZi= S| Zoix|AH Ect 2 = dAME
olg{gt B A SI=EHO 2|gt 88 YWYl otHE 3538
7| el ool JEHA SISYoE WER Hdst GPU B3

AE{E 0|85l0d VKH HIO[E{ & w=A 7tA|ZstAL 3%
o|E 9l5tof 28 Ho|6{& of2| Liro 2t AHY =0 &2
MM HEE2 ALY SHE Sort-Last BEE 7[€HE 0I8SHY
I, olgA MAME olo|x|E8 wEH ZWEXIYSIZ| 28 ol
x| &t (binaryswap) Z®X|8 7|Ho| o|2=UCH34]. & =28
o 2zto|AE VKH diolefoll s AoHst 3FEAM = GPU
718t 28 #oz{of ois] dYsich 4%oiME GPU 22 AH
E oj2st WY S5 s oistn 5TolAM AH F
HEd ¥ FE ZEDE HYstod oiX[U22 6F0AM HES
Wk

2. Visible Korean Human(VKH) tl|0|&{

VKH djojeie #=2a1a7|ay 2o TooA FES 3002
ooz 3t DsjAMT oM Holef2M, ol NLMolAM X =}
3t Visible Human GIO{E| O|& MAloAM & iz HXE D&
Al ol®| A flolefo|ct. Visible Human T|ojE{ = M etol S cff
Aoz MME M YA Ho|E{ 2 B2 AlZhlAlE HE3Et7| of
22 ®ot of|2} MRI Hole{7F CT X EHctod 443 gIMs| &
O{RX| g1 gio|F Hetd Palol Aol BN EIX| R5to{ ALESL
£ 8| 80| Yol £%ct. o[2{E O|FE SIS &HEAT
oM srEelel BEE oM P4t diolef & HZsto DBEFSIY|
2 &g oo o|2{3t =3l a2 2HE0{A 20| VKH H|o|E{ol
C}. VKH Hlole{E MRI, CT ¥ 2ktel Mok o4, pods ot
AEZ PAE0 ACt MRI R CT ojole{e] A< 512X512 &4}
T, immel 2tHe 2 #YsHon & 1800E2 2 o|R0H L,
&ato|A g 371= 769KB, MAl dlole{el A7|& 2t diojgf &
1.4GBo|ct, 2xtel Hety FAle| R 0.2mmel H2=2 CTLH
MRI GjolE{ 2t HUsIH #ASHH =, 3,040X2,008 &) 4tzol
& 9000%e| &2}0|A2 o|F0{H T, MRILt CT HiolE{=t= a|
24bit ] Yooz HYSto] s2folA E 37| 17,890KB, ®
A clole{el A2|= 160GBol ©Eict, ozt PAlS olMgA
giolgl &2 FHE RESI0] 1 HolE{e] o= FE0| AH A
2] ol EI[CIX|E EAIS olole{ =M, 2Kt Hoiy o8 71
25t0{ M ZEsigct wElM oty Yatnt 22 ZH, 22 A
ZE 72tx|2 dch
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3. GPU 2lutel 8 A
3.1, 488

£ 8 clofe{oll A HH B 24 (voxel) 2 Sol2E 4 EY Dy
P E2AIZIE IR 322 o|B 2 XHalste U FL
o FH F Lt 2T A Sl=ofe) HAX ofF 7
2 MY e AMERZIE sl=qofXoz of u=
Helg = AZE s, 8AaX Y2 0|83 2 @2
28 HOIEE HAXME 2tF5D sl=o HAXY o2 S5t
o] HEZYS i w2A Xaist= 5 StCi(5]. o| A EBlAX oj
g o|2835t0f MEFYE 57| flsiMeE HAXI YHE =Hol
I esy ol& izl B (proxy plane)ol2tl sict 2 & 2Xbg
Elaiioll 25 CiolHE XMEE Folc 2| HHS Hado
ST E x5t 3R Haxo E5 Col6{E A& &
2ol e PAHM(image plane)oll WHSITE v x|stct, 21H35}
A el Hojo| FAEun WHSE s 57| /M JHTA &t
cglolel Bx|H 40| (vertex shader)& 0| 83tR &0, BX|H
#lolcfollMe 2 BX|Ho 22 & WB(modelview matrix)Tt &
o g (projection matrix) & ZE2ZM Zt BX|HEo| it &
32 =EE AMSIEE sich 0i7iM, REE ™ol 5 9™
S ZetozsiAM BX|Ho| MEXMoz XA =, el ¥
b Aatgool gE@oz &Mete otE | w2 BXH
ool M Bx|Hol 2R YHE FAISID S Zex]
TE s, tial 2 tig| Hoe XM gesEls gAK B
Fo| YR e ZE¥2=M B diojE{J} 3Nl HXY
Bo|E & 3l

114

2
0k

2
=
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3.2, 4olg

EYE 5482 HMolgf(transfer function)& S8 42 &
EYTr D of7o Holge S5l SHol XA Ect

olg{st =rgle mzoejgo| Jts$t 40|t (programmable
shader)® o0|83lo] =dEcC Mojgtes FTE HAXY

(dependent texture) 7|2 o[- E5tH & w80l 7Hs3iCH6].
=2oiM e 2Rt HAXME 0|88 2% HO|ESE ALESH
G, Sdgnt 24| Yidleio| 37| & AR SiRCcH Y
MelE{e] 3717} 39 SMdZio] 2HE| valElcz EFe AA
f2ol2les £ol 1 37|17t =aw SHAGte] WEDL Hel gl
T2 (homogeneous) FHoj2ls £olct, detxoz SFH9 I
Aodio] 2317 lAlso g o BEo SHEE A sl A
Mol ofd Fe HYe MEoR @ FQSIEE FHTE 34
3t #iolg2 Eo =1 24 (Phong's illumination model)&
ALESIF D, DI A steg ol HH 40| (pixel shading) 7|
S& 0| 83t0] FHSIFCE B =Y 2 S Al¢HE7| RIS Y
MHEI S S e R Ao XMEEID o o
ElAXe] 37| 22 £8 dlole]e 3u) 37{7t HAUCH

3.3. &5 g JIY
3.4.1. &H

22 Hlo|e{ 8 5| MAIZ ol E #olYe otz &EA|7]7]
YsiME 2t 24o YM HE{E HA| B|HMA|F0} Bt o BT
2E T IME(fragment)OiCt €M HEIE 8 MA|Ho} Bl2 2
A 40|CiollA ol LS AMS XHe|stA =of AHY ST}
MEHEICH ola{Bt M2 5| M 2 =2oME HolY Al
Ab mHo =4 9 MM HE{E HMAIFIX| ¥T ool e
Z= CHE oIXtel Rbel o AXS BM gekn} vl Yarto 2 8
MAIZICH B W AlHe ZOHEN SYHo|2R T4 4o
CollM A AE T28l0| of Za|lojch shHMk CPUR Al Aksl

FH =7 i 2ol A 4folcioll F3t7F XA HaiHA Bt
3.4.2. 8IS Y 7|

2 =2olMe L& S4of s T4 #ojHolM B Aol
s ed, 52 22 MY ojuix|E 7| 25t 5Y3)
YEAl 2 (specular light) 2 Z &t M8t E 4ol 8 ALE5lHo]
of  5Ee g sYST F Sl o|2{s o|f 2 Mal 12y
o plo[=alel & L4 HolHolM HEHAME Hol My s
ol XMstelg ¢ £ AUUct. ozt ctHE FE37| M 40|
Yol Ee gle S teliMe Holds SHSIX| wfD HUF
EE sto] M| & & &4 AZI0X} 51, 0|8 0|5 mi& B
Cigzt 0|8 Yol HHAEE AIB3o| o 3lHCt

0|2 Zo| HAEE H4M 4ol E £=¥st7| Mo al2| gol
AEE 3l0f{ HIAEE S3lste Ze 2 E(fragment)ol] CHEH A
ot Hd #ojH{E 25l EntslA] & T IUEEE 2F
oM Hole Zd s MESIT & sl 7Igolct, of2{st o| 2 Zo|
ElAEE o|&slo] g sS4l cisiMe= F 4oy g sdsix| ot
TE sI%ed, ol A MY A fZS el =yHe Ee2 ¢
o & H a2z 8 8l3, HE 08 e sEe S Holgds A
BAIZIX D ks 24 A 3gk £@ste] O BMo] v|AEX|
o{§gls pohsict 4o vidg FRolls ol HHE 022
Al F UM Y Al Ho| HlAEoM HUFAZE 5t =
Mol vjof UX pRAS FRolle HO| HEE 12 MYsl| & H
W Y Al SEEE B dold e sHSIEE stch MAAEe
gzl Fe chga Zot

Firstpass:

Draw proxy slice

- Check voxel value in pixel shader

if (voxel value >= threshold) depth buffer = 1

elseif (voxel value < threshold) depth buffer = 0
Secondpass: '

Draw proxy slice

Apply Z test

if (depth buffer == 0) skip pixel shader

else do pixel shader

a3 1. olg Zol HAEE 0|88 §i32t U2 7|
o]

1.
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4. GPU BUAHE 0/88 98 aig

GPUE o|8%t £8& #Cigd2 7I& CPUE o[8% #HE
gralof visi Tt o wachks FFo| 2Lt GPU H 22|
ol Fldl BHAZF AR m22jLt st=EC|A3 Sol clE HF
Ex|etel 84 £ZIt o =aicts fFL22 ¢lsto] HMHY
7hsEt diolelel ITloll EAIZL Ae chEol Uct £, SM
LTIt L8 |SFP2 olsl HolHE 24 M HOYE 22
Aoy pYolM Hoish 2t == M52 BAlE FAEE| o}
Bict, o[2fBt Mg SHso| fisted B =RdMe dddE
Cio|e{E ola| JafHA Mza|ef AZid HEF LiwA=20
0|8 Sort-Last 2/HE Sstof TS  siAch
Sort-Last Z|#fojzt, B{ZE Clole{7}t =F BHY o|o}jx|e|
o= dol|l 2RISHHX| Hahsix| g0 odct ACYE & 2T
HEXY cAlolM O /X8 HFEZE sle WE dHd 71y
€ sict of MY Z/HolME ClaZefo] Egio] $EET|
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PHXIE 2 BN =E50] M2 SEEHoR A 2
J|Z=e| 28 AHYY A D} OpEVIR] WA SR ZF MY L=
oM EHE dole{8 HAstH &t o, MME AHY
olo|x|= &|Z& olo|x|7} ol &+ ctAlef olo|X[ol=2 &, X F
HAEXE SHAAM AISE = JATE zt "o FY T (alpha)
% Zlol({depth) EE u{2|Xx| g2 &tH &= sto{ol st
Sort-Last M A2 o|o|x|E HEX|MSE CTHANA
D2 MAZie] SAlZo| w2l Meol & XojE Hol2z, det
HoziE olo|x| siatrrl HAESLE HEX|M AlZhol 2 Xlo]
E =2olA Ecf, £8 24 22t WEQIE 2E WHY &
EoffA MAME HM HolE|E XHelg = As HIES H 38
of stod, Bt L =oll HEXN EHeo| HEEX k=R HAS
Huojsjor gk olelEt M2 Dsiod, #F HEX|YE o|n
x| EH(binaryswap) WEX|Y @Y e o|B8I2Uct. o|TX|& HE
g gL SLICT & BMESHE Sort-Last HEXY 2y
Z Alle] oyt 71E E8F0|1 BT YA JHE wE gy
oz 28X ci7,8,9].

5. T gt

& =20M s VKH HIolEE ofg Hlojelg & CT
ClolE{ & ABSIH 20 & 512MBE 87H2] 64MB 7|2 LiH
OlMAM #Ogsch Faiof ALEE 22T2 stEolE
NVIDIA2| Quadro FX3000GZ 22HEA Hl22|= 256MBOIX|
ot E Holgde ff "o #E oole{st AH 28§ dolEe|
38 27|12 2 37| w2 I m=al 37| 256MB2
1/42l 64MB F7IetEC Ao AMESIRCH 2 BHY o=
(GPUYOIME ol2| BYE diole{§ Yvtxel GPU 7i8t E8
goigiel oiRixf galoz ACPSIE =, old Al 2
xf 9 grer, Zelol 9k ¥ @k S P dojeE HLlE

CHE ZZE2 ZF Yx|A|7{o} gich ol 2 #iniy ==

oM colelg& #MAZYSIMH glReadPixels EHE 0/835H0]
RGBA ¥ Zo| g2 ¢lol §0|2 olE o|Zx|# HEXM 7|

B2 o|gstod BE, X(& nHEE HY FEX|YSIUch o7
M Binaryswap ZI#2 MPICHE o0l&3l0f P31,
glDrawPixels &8 S8 23315 20] back-to-front A
£ SX|slE 2 sigct & 8ol =8 olgstol HEX|ESE
deoz 3ol o|Fx& Mot o|RoiFen] ol A BH
g AjZholl "Hote P2 olx(x| &Uct olFA ACFE &
BHE 4,200X2,1009] SHATE x|Ysts EHYE ClaZa oo
JIAIEISIE 2 SHECH siAt: g A0 Mds ¥ JHAIES o
M2 g 29 a8 29 Zch

6. 28

2 =20|ME GPUE 0|28 BB NI 7iHE B
GPU Z2AE{dlM By HHE +YsIRCH BEE Ao
Hlole{at MCIYo| FHsE GPUSE ol B3to] T8 HolelE
SlE{ME|=E SER HCYSHE 20| st dBi 9%
Hxietel HE7h 04 LB GPUS| SA4 Icisel Sort-Last
walel B HCIYY JHSSIACH PCl-Express walel 1l
A stSeololME GPUSH D9l mR2lSe| 218 Ex|etel
257} g7|xoz HMEUCD 2 ol HulE 0|83 22
AEflME ROl BAE W WY wTEE A8E +
2 Woz Wotgch 8 WY =5 B 5EFE FEX
Mol @als Alztol MH L2z o|F mey wyo=z
GPU 7Ittel AAIZE &% 7go| 2T =ojzich,

E 2 AL ¥ MY &% (Frame / sec)

512X512
3.01

e

&

256X256
12.12

4,200X2,100
0.98

af 2. ¥HY I
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