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Consideration for Speculative Rendering in PVR

YUKI SHINOMOTO ,* SHINOBU MIWA ,* HAJIME SHIMADA,*
SHIN-ICHIRO MORI ,* YASUHIKO NAKASHIMA' and SHINJI TOMITA f

In this paper, we point out a problem in a parallel volume rendering with commodity
GPUs.Since rendering with GPU and image composition with CPU are processed indepen-
dently, we can overlap these jobs.However, we cannot overlap them when a viewpoint is set

intermittently.To utilize both GPU and CPU, we consider a spaculative rendering.
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2.1 Volume Rendering
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2.2 Texture Based Volume Rendering
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