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Reducing Video Memory Usage for
Desktop Volume Rendering
Using Resolution Control Mechanism

TAKATOSHI IKEDA,t FUMIHIRO OHNISHI,* FUMIHIKO INOt
and KENICHI HAGIHARA?®

In this paper, we propose a method for reducing video memory usage for texture based vol-
ume rendering, aiming to enable high-speed volume rendering for large-scale volume datasets,
for example, 5123 voxel data. Our method controls the resolution of image slices so that real-
izes LOD (level of detail) switching according to the distance between the viewpoint and the
slice. In this LOD switching, to consider the practical usage in clinical diagnosis, it selects an
appropriate resolution that generates the identical image rendered without LOD switching.
Thus, by selecting the appropriate resolution for each slice, we reduce the video memory usage
so that realize high-speed and large-scale volume rendering without degrading the quality of
rendered images.
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