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Parallel Volume Rendering with Standard Graphics Hardware
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In this paper, we report implementation of the system which performs parallel volume ren-
dering using standard graphics hardware. We performed compression of the data based on
adaptatively sampling and curtailment of communication time by compression of subimage
to perform more larger scale and more higher speed drawing. Consequently, it was able to
get about forty times speed up and to draw in real time in the system using four standard

graphics hardwares.
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2. Volume Rendering
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3. Texture Based Volume Rendering
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