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Queryball is a tool to understand objects in three-dimensional space. By overlapping a translucent
globe with 3D object, it can quiry to the part where the object and the globe come in succession. It
can change the display method with visually checking according to various directions. However,
the display speed the volume rendering of Queryball to the present stage slows the large size of the
object data, and is not for practical use. Therefore, performance improvement by applying GPGPU
to the volume rendering part in real time is necessary.
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