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The study of Fourier Volume Rendering and Transfer Function design

Student: Chang-Chieh Cheng Advisor: Dr. Yu-Tai Ching

Institute of Computer Science and Engineering

National Chiao Tung University

ABSTRACT

\olume rendering are comman visualization methods for medical science and biological
science. Traditional methods are not real-time rendering because their high complexity
rendering time. The Fourier Volume Rendering'that is a real-time method has computational
complexity of O(N ?log N) for a volume ofisize N ®. But resampling in the frequency
domain will causes replicas occur in the spatial domain if we do not use any reconstruction
filter. Therefore, the design of an efficient filter is an important study issue for this paper. The
classification for Fourier Volume Rendering is the main subject in this paper, too. We used the
linear combination property of the Fourier transform to design two classification methods, the
image preprocessing and the Bézier curve transfer function, both are accurate classification

methods on rendering stage and easy to implement using graphics card in general PC.
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W®] 1.2 Marching cubes
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W] 1.3 Texture-based volume rendering

m FVR - fd8 &> *ﬁ?‘q‘ ke g2 ; % % #_d Dunne [6]#7

P TIN - s
ZEER L AH O A JE*" ﬁ—ﬁ#e\ﬁﬁa FL(Spectrum) » #X {8 fd Bt 7 B

~
s

29 ez

(Frequency domain)i& ﬁ.‘Bﬁi(Slampllng) J ﬁxf’b EF B FEREE
Fieamfepie s 4

(UF S -75-78) A
AR ¥ ob G

B s&E »Malzbender [7]% 3+ 7 37 % jnidk B k%
HFVR 03 & s ot 5 b BTz &
TR

+ = s ,
Bim gz e

Boredk o Levoy #% 44

= 8% ¢ 3 (Shading model)
[9] > 2 t¢ Totsuka [10] % i *z4% 4~ (Convolution) % :z % % =

B [8]r1 2 30

Ve A F 4 #73] - Levoy #1
B HAEA PR Y g 2R L T AP TR i R Sk ¢ B
HIREY A ¥
1.3 A BE RE 8 3 O i
%7 kg if(Classification) i B %= $ Tl & 5 2 AR E & ch— AP 23] &
R G dp B ALY & - voxel s R B0k - fApRd KRR BHRRP
b CT Fifd > vep e ff B ¥ o /420 60 1 100 2 7 > ikfrﬂijﬁc 60 = 100 =_
B Led o PRI SLPFET & A

=200 3 255 z /@ » 2 iF“)I*#U 200 = 255 . %



?éﬁ°&w“-%’%ﬁ4ﬂﬁﬁﬂ“%#”ﬁ@ﬁ“'“&%iﬁwv¥-ﬁé“#’
o TR niofi- BRAR EHE- BEd Bo@Ei Arfe S fdeadk
(Transfer function) - % Texture-based volume rendering » - Engel [11]#& 21 7 - & 2
Moo TEAUHL D NN ER S E 2 A - R 2P A R R
1A BRI BT iSa T AP T G R G (slice) e voxel & i L
HeaPoen S BB EEES B oo gt 322 5 F Lum [12]4e 0 e 2 o B 14 7 5

Texture-Based Volume Rendering 2 2 saendgde S fic T - H v £ 304 S i@ Jﬁ" T

He R ERM)EHEF S (G DT R + TIA 5 2 o i o
g\o

e
e

2 X IR

®E

|

RIS

¥ 1.4 Texture-Based Volume Rendering ¥2 2 &g 3 Sk

W Bt FVR P 57 % 33 2T 5 FVR 3% 5 &3 1 a0 3
- CFVRELHEEREE S TR SR ok TA SHAES LR
(Timedomain)ip 3k » S & S A F R EFR /A CHEERETZ 2/
A ehf i @23 TR o ¥ > FVR g I g i X & ene g

PhozAPF Y S EEH I A 4 2F ORGB # i 74 'E_:L,-gi\g%\:~ (=3



1.4

1.5

Peoo FIP A Aok #Y FVR cndg dE Sz a7 T L %% 0 3 Nagy [13]
11 4% i& 3 e(Step function) & fie & Levoy #74& &1 en¥ ¢ #oq| Ak Sodfeo m A

(RS el pl s TR —S—L&\P T 3 7E o

Poig & 2

1965 & Cooley %2 Tukey [14]# ! FFT(Fast Fourier Transform);s & ;+ 3+ &

DFT(Discrete Fourier Transform)rps /¥ 45 s & d O(N 2)4&%—“ %2 O(NlogN) » 2 52
H4 &R 2 N5 & 51 4 &0 T (7 5T BE ¥ 0 Butterfly FFT [15]2 2 DIF
FFT(Decimation-in-frequency FFT) [16] - P &% 23234 (7% B &P FFT §F 1T 38 4_

d g =1 s fiﬁﬁ Frigo 2 Johnson [17]#7% B < FFTW(FFT in the West) -
TR IL L R EEH 0 d 3 FFT &- f& Divide-and-conquer % & i# » o467 ¥ 2
P e PN ST SS S P S e FRAET AT 3
IFEFTHE € 7R nFFERE (Ve )0 REE - K- Kk & H 4= K (merge) o
TEEXEAI SR i}ma Fofl R RER R WA DTHEIR > FEY
A2 A B fFraa § 3 B - FoiEw s 2APH-
Divide-and-conquer e % i+ > ¥t fify » FAE U L gE ks AR
Py #-3 ¢ Ak iE e FFTW E_L 14 Dynamic-programming = 3% k45 4 & 2 #ic g o
B i RiERE AL LRS- £ FFT 023N 5 > feﬁfu{— B BE I AN A
T Ft o et e FFT R IES VP o ViEE R FFTW 2 2 & enid = E o

B o,
L

g R AT BLH Y
% Bl B L™ 18 B (General-Purpose Computation on GPUs, GPGPU) &, 4 14 %
Bl =2 % (Graphics Processing Unit, GPU):& {7 & g 4| g & 1 % > f F A g

A ER o Be 70 HEFEL[18] s AP @ F[19]1% - w8 5 P e GPU 3%



1.6

B AT AR anrt iy ¢ TR BRF ¢ F(Vertex shader) 2 ifF ¥ ¢ % (Pixel shader) > &
it 5 a7 e R g B E R (Rendering pipeline) k % { £ ¢ ha @A
e iR igdE 2 A e it o P R ¥4 EE 5 SIMD(Single Instruction
Multiple Data) 5 {7 8 § it 4 > 4w ATI 5373 1 7 + X1950 jedk 7 48 @ e
% AL R kit (7 hE iE H > nVidia $ #7¢ GeForce 8800 GTX ¢ Stream processor {
B2 128 1B 0 @ P gt R BV U444 IEEE 754 32-bit 3 ghBickiE FiE Y o @
FadBagFEL THELT I ER - F AP ET - X F L RS

o PR d GPU ehifkd ¥4 BRhe 788 229 Lo

B> FkL o &2 GPU %4 7 » Moreland [20],7.%#% A LI LR X
L GPU Ry f7en™ 2 o a 2 QI ek R RS Y - Lane R R -
z_ {4 Jansen [16]%+ DIF FFT ;& 5 /# ii— B & 2 5 } e sy > &5 B Butterfly
operator ¢ i iy I B 0 i R Aok el g2 8 T 0L L R R e iR st A
AT @ - AR AE RS IET R B R (T R et LT RS
GPU eh (738 & Thik » L 4cid i85 Ol o BATiEInA ahd (TR 5 > AP sA s
EE R Fmih g o A FVR % Fl- 3 = Fagye o i Ex A4
FEEGTZTEH2DF B2 F i xE 2D F B2 FHHFY kST

Fpt e s 2 d GPU 7\‘*4(‘ EERISRRLE § ) xg\mfﬁ?‘lﬂ&

AR EA R A BRE N - RS LB P AT L e

SALFVRAIES - B F RPN 2 ¥ S s @8#H S

Iy
s

Pkt AR P AR S B APRDSA B R E AR A
PRAIL L d S Sk 3R TEEE ) B4 Bdem 0 GPU R i

FVR B2 » 29 (b NM G $T %5 8% 84 KEZ



21 B2 EHHIEH

=
v

% = # # & 12 # (Fourier Slice Theorem)%_d Bracewell [21] & 1956 & #73% ! >

%272 % (Fourier Projection Theorem) ° ¢t 3234 ¥_FVR s < 1224
R A - BE o0 AR P S £(x,, X, )T 2 E
T PV EDAR AR IR B F (U, e, ) c BFRPRITFOEY - Bl
Ru, » THAEREKEFERN - Bl BB B odcF > 2 8L HFEFFE
S ERHEO BT R Lol AR PR SR S TR [ § DnF x, Pheft A
. ,T.%—E!\bi ¥ ox, phedl Bl o o] 2.1 om0 2 Ml f(x, y) SiEAR R 0

L1 D] (0, 0 AR () E XA D] ] R

[ fix’ vidy’

B 2.1 2 &5 dcend 8



ETAPREP G ER GRS A AF - TEERBBEIELIR £
FT{} 3 = Fik > FT'(J 5 F &2 @ -
- A s F R T R 4eT

Fu)=FT{f()} =] f(x)e™dx (1)
-k B EHE T E 0T
f@)=FT{F)} =" Fe™ du )
i 2 FREE TR AT
Fuv)=FL{/ b= [ [ fxp)e? ™ dxdy 3)
Z ek B2 ERE DT RAT
Sy =FL (F@w)y = [ Fv)e™™ ™ dudy 4

e 2 FEAE T K0T

v

Fluvw) = FL{f ey, 2= [ [ [ fp2)e™ ™ dxdydz— (5)

enk 2 RO RLT

v

f(x,y,z)= FT{1 {F(u,v,w)} = f f [D F(u,v,w)e>™ ™) dudvdw  (6)

t+_ N IFB 1 3 &mk},:ﬁﬁ;1g‘.f‘r’73ﬂg 9 l\ X IFB’}s = 3 ﬁ_mu}l&ﬂx Y Z) ’ ;\‘ lfg—j*i‘f1€.
Fensupt e T

T{f(x,y,2)} = g(x,y,2)
HHENG)T B g i Sk G

G(u,v,w) = le f J:OO g(x,y,2)e” ") dydydz
ET RAPHGEP- B w=0FuvTa :
G(u,v,0) = [D f J:OO g(x, v,2)e” ") dxdydz

= G(u,v,0)= f f (J:w g(x,y,2)dz)e” "™ dxdy (7)
)53 s BB - KRG SR 2 aehadio st L p(ey) = [ g(ny,2)dz
A¥ g F 2P o (DT 2B 5

G0 =" [ plx,y)e” ™ dxdy (8)

HR)N L 2 ek 2 R T O IR S p(x,y) T

FT, " {G(u,v,0)} = p(x,y)

-10 -



Flpt o AT U B2 FR G EAAF M TREFELAE DRI Y -
FVR % & 2 mﬁ%ar—r :

. - 22T Ax ) 2) -

2, 2F a2 FREBEREF T Fu,vw)-e

3. EP—- BARLE> w Eo

4, wEHRPERE T Gu v, w=Fu', vV, W)=T{Fu, v,w)} » @ W EFrw o

5. M w=0 2 i iE R BEE P AR Sl P(ul, V') o

6. ¥ Pu, V)£ {7 2 enk & 2 T 7 p(x,y) > TR L HPEE S8 L FAR

B2 PR

B 2240 5 s* &2 ERGILADFVRFE 27 LW -
_‘_J'
\ ¥ Gy, w)
"\
Piu'v')
/ ‘F___,..J;// pxSYY
4 ---.ﬂ/ﬁ 7 ~ //
) 2 b _ | e
\ /,-‘ 1w’ s "bE
o5 s
L 2D

/ IFT
Freq. /Spatial

B 2.2 FVR ;7 & i+

2 s M\%fr THBFEE c BRAMTRSL ) LN - BT EFG]
W FHH o FAPE FFT k9 iF JB*FS’?}E%&&Q{O(NﬂogN) s iR
gHREF-Za 2o ;;_T kBB ET G o ;I,%{Bxfiﬁef’r,-z;z CCERCE b &

-11 -



A i g ¥ 22 d GPU & Rendering pipeline & % = » ik e B S0 5§ fcpF T o
R AFEAFRT IR RA R FRA TN A Mo PRERS
3 O(MN? )P o Bots £.2 ehr & = F > - 64 LFFT %9 5o PIER

oM.
e &g{OWJ%N%ﬂwagx{@?ﬁﬁ—ﬁﬁsﬁﬁiﬁﬁﬁf’fM<
N R B FVR it % cops B g ek i § 20N log N) -

22 BB AL

22,1 FRiBFEL

£ 0(f) 5 — "% P L (Impulse signal) » P

sy=1>"=0
“loe=0
AU R R
[ owar=1 9)
HGLHA) 4R 2.3 #1or
A
o(t)
t
0
¥ 2.3 "% R 5L
& )= 5(t—n) (10)

H ¢ [T % 57Shah” o TI(H) 5 F =3k 9 7% fhrcndd 4 > B UL 2540 F) 2.4 577

-12 -



A S A S A S

11(2)
t

3 2 a1 0 1 2 3

W 2.4 ¥ i rn s
FELAE Gy TR - BRED:
(D1 = —— i st -1 (11)
|D],= D

WU &7 & FiEm R e 1 - BPridrnddic © 5 g F o

1 X
TN} = 1) (12)
2 FT{III(%)} - DIII(Dt) (13)

B 2.5 5 [I(Di)cnps s &2 938 SeiBiRIa) » 2 L 205 phid > 4 L 205 45 o

1II(Dx)
A A A A A A A
1 X
— I (—
D (D)
t t
> /D% D>

B 2.5 111(Dt)chps i 2 4 18

222 MEZERE

H- Bk Fu):e 724k > £k - B % iradodk dodk:

F.(u) = F(u)III(Du) (14)

-13-



AP Fyu) £ B4k ts chdodic o 408 2.6 c(a)(c)(e) T & $ F(u)ie (7 B~ chilf 42 o iR
R () # - BARE Solfc» 7RA U PP R B AR PR DR T r‘f»g A - A T fh

A ehif-A5(Convolution) » 4o 2.6 SA(b)A)D 7 » £ fx) 5 Flu)prs s » 1945
X (12)III(Du) 5 3 & e 5 %111(%) TR F ()t S (R § L

£.00) = f(x)* (% 111(%)) (15)

e xR Lwgfpae o

FOUE R fi(0)§ - BB adilic A T B BT S K %R R

Nyquist frequency » 78 & fi(x)eni% 2 2 %,{7&‘4 ETEE 4 ,T&?f £ 7 % B g

4 o
(a) Fru) (b) fix)
. —I rl.;aau.}-cl r'-':mzl.alc e
(c) 1w (d) (1/D)II(x/D)
, RN
11)_.,H bTi z
(e) F.(u) (f) f(x)

i N AVAVAVAVAY

W 2.6 #f3 7 B P-kiE R
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CFEA FE PR O IRAP RSB ARFE T Fé&m*?—??“? Wk
BB A BT G g 2 EREDA LR o ho ] 27 45T 0 ()5 1LE 2.6
S I Slic F(u)iE (74 5 500 cnB 4 0 (b) B B3% Btk O BoenpF 38 S i > (d) B P

BIREF 2 REnE AT o

@ 1i(Dw () (1/D)II/D)

RETTHTII

! —_ T
D
©) " () fix)

v L T

B 2.7 BRI A & T 4§

223 R

A FVR &7 > ¢ 3 - MERGE#FTREERER - BT 7304
PTG 2 AT A R TR B R PR (T A e B

H (s T AL 7 L Bt end (F(Resampling) - # A F & R 7 5 90 & hid & pFo i}u
E3 A P RAE S KR R o 4o 2.8 1 2 MehiiR kA 47 ¢ ake B L e
W TR 0 S d ek SUE AR T B BR B EE > TR B R TR T e R
FU 0 W BT BRAR S R B2 T PRI FVR B (SRR R R g A 2

Bt chEd dp4 & o 4o 2.9 917 o
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x z ' %
i
Af— - = N
x * % %

B 2.8 £ R

K 2.9 FVR :h4 3 1 %

23 it BRI

¥ 28 P45 ¢4 B R 42 - Malzbender [7] ~ Lichtenbelt [22]4% o} 7 3F % f2 4+

>

5k A 5k e

L5 4 2
B4 BT

I

231 PRI REud
SRR SN AR S RS S R e T
TR WA B R Piehs ] E R YA AN AP R R REA o

RIS MR PARPE L A BEBRAE S AP 125 AT L fiR -4 E PR o fLiE
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Bhed BeneRMWEZF M P 20 AL PRFE DR HERESG I LD

TaA B HE 32T 0 fRAE R R A o

232 sinc gt B

sinc S B K 4o T L

Lx=1
sinc(x) =1 sin(z) x£0 (16)
m b

T AL B Ao ] 2.10 2 L ner
sincfx)

1)

n\/ Zh In K] 0 0.5 *

] 2.10 sine S #ce? 11 S8k

sinc e} — BER PR AT BB E S FHED L BEYL oW

2.10 4 % 3% -

FT{sinc (x)} = j“’ sinc (x)e ™ dx = IT(u) (17)
0,]u|>0.5
#¢ Tw)=11|ul<0.5
0.5,]u|=0.5

FEAPNHY I S fck BT ES? S 0 G T i 2L e
3R f,',\#k%ﬁ_ ) mﬁ;ui};? Vi ;ﬁ'%gggz B oo A5k - B I Sl :

1 X X
fi(x) = f(x)* (BUI (B)jH(;) (18)
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Ha s ER S SR A T TG LS S e g A 7R (18)
F.(u) = (F(u)II(Du))* a sind au) (19)
PRI P F - Bosinc ok B* PR auEAEY o U fEARL B R
3 - fed 3 sine vl E - LU el o Tt FET BB S L S
¥ 23k b - B window J0#c o — £ F 12 Hamming window % *341] sinc &k :
LV(x)=(154348+4145652cosc%§5) (20)

HY ¥Hca i window hE B o

53 window S B UF|Echsine gt BEH P TREE RO B> e f H
AL B G S (voxel) b A i B AR R L AT R A A AR B &

233 ZRMERAE
AP F L A PfRiEAR Y e b gk B(Filter) ) MR L BiRA R H P A% n
TRk B ,Tﬁ{.{‘sﬁ{lkij},ﬁ;‘i % (Linear filter) » m v £_12 2 {4 P #&(Linear interpolation) [4]=0
BRIZKREZ o ho@] 2,11 #7517 - {3 BEAREE P12 Py 2 ¥ m il (7 - AR

ﬁEB’\%’F’, Pim‘ °

-2 -1 < 1 2

W 2.11 &P &

- 18-



= MM mik B (Tri-linear filter)4- B 2.12 #1777 » £ 5 ~ B PR B Voo ~V111 > £
HX e - A RPEP3E 7 L E T

OONVxll - 1 F\ 3}’@5@__ ’ -F“ ﬁd’l—é‘z i [ ﬁﬁ E‘_.—%/E‘f‘?

Y - AR GRS T OUED Vo~ V1 183 BRIBE > B {EEF Z - IR
MR e E

FlB S PN B Voo 2 2 G A R 10 1t

AR r R

B el -

Vo Voo Viot

W 212 =5 RpAR

234 ZEZd Rph B

= % o UL B (Tri-cubic filter) 2 = SR A B F b 2 fLhst v

EROv = PTINE - A

PId RKGEF o F MR AR A # ¢ 2 Catmull-Rom & #[23]8 i & -
Catmull-Rom & % > f2;% 40 @

-05 15 -15 05 P,

1.0 -25 20 -05 P,

P(u):[u u' u l]x x| !
-05 0 0.5 0 P,

0 1 0o o0 | |P,

1)

A4 u s PABERERE > ue00] § Pu~Pig 5w BIEEE PIMRERG 400 P2
Py 2. > 4o 2.13 #757
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% 2.13 Catmull-Rom ¥

ZEd RBABAEFVRFE 2P > Z 8 A5 47=64 BB A i 9 F]-

BB AREHE g DA o g0 5 ehsinc i By E R

-t

Mk ApE A A FP AR IFY Z R MR BEA g o

235 FEZERFAAE

P e gl B W E R R TR O S B gk S BiGE T R R
AodeZ LRk B S - B AR S FR A ot RAFS IR
FAGEIGFRRDOR A AR 2,14 475 0 = b Sl Hu) /g & > E i ¢ %
£ osinc’(x) ERMP S S E € 10 oA b B € T IRAR kAR R o F] L o

AP F R R e B FORE (AT I s 1T o

H(u) 1

r3
i
=

—

1

W 2.14 pF3 3 F ek

=20 -



AR FRGE PR RR e TR R S 2 FE S aupit iz
FETT o £ H(u) i ik S8 h(x)=FT{Hu)} » Pli F s MEHRL ¢

=2

22
o) (22)

24 ¥ 3
FVR 0% ¢ #%)(Shading model)®_d Levoy [9]*7#k & » # % 7 & = # #3%
SAUIERE T L BF 4 AP g KRB B D 3 i 2 E gk b T &
2HFHEE OB mw’%‘ﬁxﬁ*»? YRR (T 3 aenid > Fiik s wIp Aty ’qutbr‘j&?

v T pERE e g o

24.1 FVR ¥4 #7

1995 2.1 &7 4 genFVRGFHEE > AP T - BIL @5 k&7 ¢

I (f@)=+T, {FT.{f ()5, ] (23)
He [P G  f) 2 MFRAFRL 2280k &= E## » FT 5 3
FEEE S A AR - BB P TG T A28 TG TR T &2
I T g e
FTiaf (x) + bg(x)} = aFT{f (x)}+ bFT{g(x)} (24)
Y a b i W
FAPHZBTRL - BFI SBgh) 0 PIFQI)TEH G
=T1,(/(0)g(x) = FT, " {FT,{f (x)g(x)}5, } (25)
dRQ5F A F g)F L E R e B3 a2 FRELFEITEE o B
AT L g()iE AR RS £ x A F - MRS T R ()R
E RS et 2 F i o AP F L g)T LA L

g(x) =gy ()hy () + g, () () +...+ g, (X)h, (1) (26)

-21 -



B30 (26) %~ 34 (25)F 0 F

I =T1,(f(x)(gy (X)hy (1) + g, (I, (D) + ...+ &, (), (1))

= FT, ' {(h (O F T, 1/ (), (O} + i OF T {f ()@, ()} + ...+ b, (OF T {f (0)g,, (0)})3, }
= hy (O, (£ ()2, (X)) + I, (DT, (f () g, (1)) + ...+ b, O, (£ (x)g, (x))
=§hﬂmxﬂm&u»

(27)
£(27)% 5 FVR 0% § #4) o

242  HiTrck
d 3 FVRF & 2974 2 ol R A HARE S v ff o gk > TG TPk
17 7c% (Depth cueing)e #A /@ S w10 — 3 28 ks - BHIFER LR F R
¥ 4 Sl -
g(P)==+2(V +D(P)) (28)
He VLB B V[V V,, Vo] i P % voxel % > P=[P,, P, P.] s D(P)% - B#

P22 s Gldods P2 S H 2% &0 DP)=[Dy, D,,D.] s 75— ¥ ¥

4o @] 2.15 1o 0 Py & Vi ff @:ﬁhg <A P B Vap fE 0 PIRR BT

P, e voxel = weight )’j%g e Prenvoxel b0 TR IR IT TR o

}e
4
el
—_—] b\
--______Lv

[}

W 2.15 MEFR F R

-2 -



BBk I WG L
T T
I—VJI(KP{2+2D(Pﬂj+
(f(P) —+= D (P)]

f(P) + D (P)]

r T
(E—E(VX +V, +Vz)ij(f(P))

(29)
B 2.16 5~ 4 128 cHCT R FVR %% » LB L 5% 0 28 5 AR ¥ i@
Tk RIF RS LT md e € R IRI R MR EZ PERES GERR] ) +

5 RITE o T O ROT AR PR LGS PORR -

B 2.16 BiTscsk

243 kR

Fefeds > Vs ¥ w3t B e kR ensk PR 03] (Directional lighting) -
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g(P) = % + %(L « N(P)) (30)

He LiXkh>w o [=[L,L,L]; P 5% voxel =% » P=[P,, P, P.] ; N(P) % voxel

ik o £ 0 N(P)=[N,, N,, N.] o % i 5 pe 3] ¥ g A
T T
I= Lxﬂv[f (P)(5+5Nx (P)D+
T T
Lva(f(P)(§+5Ny(P)D+
T T
LZHV[f(P)(?LENZ (P) ]+
V4
(E—E(Lx +L, +Lz)ij(f(P))

(1)

W 217 £F R %) 5 647 okt FVR kRS % » LA w3 25 LS Mt o

Bl 2.17 ks

-4 -



PRGNS ECALEE S 2 o o AR o AR A B

ik S A SR o 5 D IR AR HURIE R B AU S o

31 FEPAE HuedE
NPT LR A R W TORE (T E P e fuidR 0 4eZ B 1 AJZ(Binary
process) ~ i# % ¥ ip|(Edge detection) ~ #2 ks (Blur) & Fojtr > 4o 3.1 & LR 5 =

34 551 Canny edge detection & s > = X3R5 B4Rl o

&) 3.1 Canny edge detection

FROAPL T R AR TR E A T I 5 R AR T OF
§ A RSN E I PFROPFFRFTELEEBF-APT R N(27)RT LN IT

I = WOHV ( fO (X))+ Wle ( fl (X))+ et Wn—lnv ( fn—l(x)) (32)

bv

- 1

HP fo(x) > fi(¥) > o ()R R AP AR T RAE RN B REH

*/

—

WL T3 R GuRIL S 17 o Wona B 45 B2 WK GRBF DI £
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B RRP > o] 32 4T o A PRI ME R R B S - M
F(Q)F FF F AT o S R AR B & 200~255 2 B (kb % A FE G 255) 5 %
SR ERFAO) R EG R 2R o 4 A AT 2 100-200 2 F 5 F 2 24

FL(C) 7 B Py iy o o fi‘u«f{\ﬁ FEE & 100 2T 5 F e > = #F L (d)R] & 7 Canny

edge detection -

W32 2WFRIFFLLE

det = ko e T RS BN GRT U e R ELE &R g

i
I
i

& pE A AT o do@) 3.3 o
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W 3.3 M FIE LRI L SE K

B B AT LR b gy E B AT R LAY 0@ Y AR
Brpg PR S L VR o LT it BT 2 b E X TS R Y
AR RIER 3ahE 2 FRECTEMEY - P RELERR S
"o SR M R TR TAT T BB A P el P - R S e R R B R AR

SR YE S ATIIN S BT A MR D IR T R A o

3.2 P i i Sk
B>t FVR $ 4% S ficesk 350 B o B 5 Nagy [13]4% o) 4 9 i& 3 #(Step function)

MLl e B EMBEI RIS S AT X0 P AP RS I

=R
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B ety e A @i R - A E R e AR Haep

Fo BARECTR R T 0 R W R i S A R s

4B 3.4 577 > BHhV 2 AFFE > KW S A £

]
b

L L 8
L /]

L 2
~

W 3.4 i 5k

2

it JgsR i % F B 2 A s S iE Y R T oA AP A R

W A (Bézier curve) k i FVR endd fe S fic ¢

B oixd e 7?25\3 Ho T L

lin-1 L
B =Y | . R-u™ (33)
i=0
H¥ P i senfrdgk(Control point) > n 5 #FdlgkenBHc o uel0l] - B 35 % 4

Biod] B f W d AR

W35 b %d &R
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B R R AR - AR AR W R RS UM TR L -
FVR e ¢ #03] o #-38(33) i F & Jndfc it » 58(25)

| =TI, (f (X)B(f (X))
- FTZl{FTS{f (x)ni(n i_ljpi Q-0 }&}

- FT;{(”Z

1
i=0

(” i_lei FT,{f (0@ f ()" £ (x) })&}

n-1 n—i-1 i
_ (i]PiHv(f(X)(l—f(X)) f(x)")

(34)

7 (34)F 5 B S S fenE 4OHCA] -
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bt
=
%
ik
*=

Q‘_‘ N

41 T EEE
S fEA s T 5 R FRES
1. ™Mzzie T 2 A
(1) CPU : AMD Sempron 2800+(1.6 GHz)
(2) RAM: 15GB
(3) GPU : ATI Mobility Radeon Xpress 200
(4) Video RAM : 64 MB

(5) ¥ # & &L : Microsoft Windows XP Professional

2. BT 5B
(1) CPU : Intel Pentium4 3.0 GHz
(2) RAM :3.0GB
(3) GPU : ATI Radeon X850 Pro
(4) Video RAM : 256 MB

(5) T % % %L : Microsoft Windows XP Professional

FgpEarig * g Bl ;Y 2 A _OpenGL 2.0 @ Fafarig * chR %L S0 LR
OpenGL2.0 > H ¥ A g * 3| BB &£ & it iy ¢
1. OpenGL Shading Language, GLSL
GPU P 5 @ fa 2 8 ~ » - £ 70 8L % (Vertex processor) » 3 & 7 i &
FHm ~ TR BRE 7R AR S T - Ak RJZ F (Pixel processor) » A & ## i
58040 ARPRETRPLE D AE VS RBOEBRE T Y

wBhEpEd § AP A Ed BASTE G PR ARER T A ApT
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WA G R fARJE R R e BT {AFRE R o T BAJE B R
7 enfz AL 5 Vertex shader » e if% A&u® B4 (7 erfz s 4 5 Pixel shader > @
AT A Y A GLSL[24] R 4E % © Flpt A7 2% GLSL %38 FVR 5 &

F P F SAFeE R 1 v d GPUL T M2 ik B iF o

3D Texture

3D Texture #7457 143 A AR B 3 Ao o ‘ﬁ“ﬁi? »~ % Video RAM > %
1% Rendering pipeline % i& {7 B~k e (7 o Ao * P 2T 5 ARF
SRS R 2048° 3D texture > i ¥ & ¥ & Video RAM i+
e FAP L L6 A BBk B texture > A MR I AT BT R > F 2T
HL 256° fﬁﬁiﬁ-‘u% & 64MB 5 VideoRAM 5 [ o Tt T 5 A § D i@

256 chz MR - T S Bk 5 R it * 512*%512% 256 chx g F AL o

Multitexturing

R T FVR ehF 4 031 o AP Uil 5O gl TR PR R T AP e e
# 1% » Multitexturing ¥ 2§24 2 i s 5 5k texture b PFiE (718 5 o A i Aqie

PP R L - T U Eﬁ?ﬁﬁj ~ 16 3 texture » 2818 - =& % 12 8 & texture

S AR K P

Framebuffers Objects, FBO

FBO [25]¢: & # 5v &_k 3 GPU £ {7 32 = 32 fcerid B o o 30 3 aif
HFHRABET L4002 L2 B> R GPU ¢ %BRG%hE - B
B eE - B> P RGBA L #Hicie » " A 08 12 FF o Fpt A
it FBO ehrt it o 1 3 s(Off-ling)sn Bl = S-S RS %8 A © eih
eyt o AnFFhz ke 2R 202 12 F a2 FBOF 14

¥ o texture k@ * o dopt vl kR A F S vk anF E o
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4.2

421

2 GPU % i 2 H 2 AR

R
=F
P

% v FVR ;5 & ;%

Viola [26]4% 174 GPU k9 T FVR /g & 2 30 h w2 &7 7ehm ¥ L o &

oo FL AP RIEE e AR KT FFVRFE 2 o

" GPU &1 i FVR i & j2 ¢ Fgde ™

$R ez W TR 7 R R R R AR TR Y s B RS R B -
$ 3 5 o AR 7 T 4 60 (e (Shifting) o @ MO TR B ¢ AR B

BT 1 g TR > 12 3D Texture A58 @i% 1 Ag o+ s iRy o

B F— B 32 5 25 (Proxy polygon) %k 45 i 74 T - AREBED B SR BT G oo
WE Rk 3B B S 6B P A BUEEHRE- B3
IRk ] A AR

M GPU kg R @ A e s e ¥ e Bt (Framebuffer) 2 2 - 3%
B ood 34 GPU st F 2R B F enE B ik w € f ' Pixel shader o 4 i ¥
"3 g #5158 B Pixel shader p o 2 fE AR PR R AR o

APETrEF e e RMA ISR THRE > Fn285F B2
BRI EPEF AL BRI Fhe Rl GPU k&7 2 aagF &2
P ) LT e s eRUERILPLESE: -

R R LR - R R TR S

HTBHBBAPFUIB AL KL T2
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W 4.1 FVR § ie% 3

Adrrs 64°128° 2 256° = e A of cAEEIR CT 2 R F AL KB F 2 % T ip
TR B2 FI WA FVRFEFE 3 o E e § B FFT ki (7 > 2 faeh

FoE: Fad 800 FFTW > A R s Bicdpded 4.1 #77 ¢

T 5 A
? =) 3 3 3
64 128 256
P BRI
Pre-processing(sec.) 0.813 8.015 104.407
Frame rate(FPS) 66.67 62.25 16.129
I 45 B
Tl 3 3 3
64 128 256
¥ %P
Pre-processing(sec.) 0.25 3.359 33.297
Frame rate(FPS) 100 66.67 32.25

241 2% Pl E
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64°

’

b

¥
=

BRG] B FVR §F R Aa SR FE Lo @
SR

FERBGE L eB A2 T 0 TR ERS RITR SO MRS £

647 L5 2567 T L Al aMER R

W42 € ¥ ifend

L Aadhd L 90 BN & pF 7 EFEMPGF L > B 43577 0 i G

2567 3 b & AT
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W 4.3 & 5 90 B eni2 &

422 Rk Bed i
AR AR B 0 SRR BLFITH % 0 @ Viola[26]%
Lichtenbelt [22]+ # & %55 fjhit Ben® £ 32 « 19 APz 0 Shd BH
Mgz s MEEZ M RA BN ARF T T s Ak Fe0R ITEAR
1 =Rt B
AR S - 0T A 8 2 ARt B e RIZ Y Pixel shader % § 170 Hig
Ui AR ¢ ATk
(1) ESEP D3 ARERAIE > P fEad (T84 GPU f § -

() o WREE AR B EAEA 08 L2 BBy Pk 2 AT R T

-35-



k] i 0 B cell 2 floor fE e § LN B IR B 0 ] K
et g LR B bl B R  RG — 3 R AR A U, v W]
=[0.123, 0.713, 0.254] » = R F 4L B2 4 | 5 x Xy x 2= 256 x 256 X

256 71| [uxx, vxy, wxz] = [ 31.488, 182,528, 65.024] - # ceil i& ¢ ¥[32, 183

66] - floor & ¢ ¥ [31,182,65] > Fl1&i #7% & e BE{RELE - B2

%’ﬁﬁAﬁﬁﬁﬁﬁﬁﬁkﬁﬁg[

31 182 65
256 ' 256 ' 256

0.024] -

(3) EAFE Xxfhoydh oz fhep FEE o

d 3t E IR ¢ Bk N i BE o fetch texture ~ =t o
¥ GPU kR BUf 5 F R ende v dride b - Mgl B FMcR P T

%0 B Bdpded 42977

32 183 66

256 ' 256 ' 256

}’&waﬁgﬂ

} o TR AR S bRk § L] dicBh et (>[0.488, 0.528,

@ fetch texture =#: i€

T
(ki) 3 3 3
64 128 256
¥ %P
Pre-processing(sec.) 0.704 7.656 111.266
Frame rate(FPS) 32.25 21.73 12.82
=
? =) 3 3 3
64 128 256
F BRI P
Pre-processing(sec.) 0.25 2.578 35.688
Frame rate(FPS) 66.67 62.5 21.27

242 #7 Z AP HAE
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B @ doB 44 77 0 285 64% L L 256 T L & w|eruE e

e

W44 =Rt R

SR Fa o R0 ERP G B R 2 R Rk BREER S
FIORGAYREE TR TS VALY RS NRARIP R A
AR G AR F R R > 2235 8 HIE 0 R E AR E AL A
A0 s 1% 0 AL sinc®(x) k g d A Sl 0 % 4ol 45 4TF 0 B2 R 4.4

et B L 256° %t
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2.

W45 = Ak Brrd 7 B % 4

=W SRR E

S0 A e GPUE T, 2 fi BBl D AgaBfh i AP = 00 SRR
B LT e o A SRR R B0 TE A 5 2 <3R5 S A S XY,
ZHhz 3N i E FIA S KW UMK B G 4764 BEHREL LA P
%L 5§ @2 GPU - tig 578 A e fetch texture 5 17 5 #7100 A O
& & 38 B Video RAM s iFedeyt — k& =t 50 M p 36 1 F fetch texture

® ke F]PL AP E R B A 21 B 72 F e Pixel shader ki 7 AP §E ehd iF

He e xppFRE L6 yphd = zppl = -

A KA AP EF R BIRE APE RS R
G ek XA R 0 TR AR E G L PR AT o T A e B

BLo et Z AP AR KRBT o oW 4.6 77 0 24 BRG d GPU % ik enpk

\_\’

BAEes o BRifxphi st - B2A BE COpBLEey

|

("N

RIS S AP AR KB B E e B B 0 2 (5 £ 12 Catmull-Rom

WAL R SNBSS BhenfE o
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[ ) S .
A 4 4 Y
AN
5%4 ||
/ / \/ L /J; |/
L .\ \.\ 11.f, ®

e ., | ;

A | /

L

KQ\KII

W46 ==d |p &

H fcdhhod 4.3 97

T
? =) 3 3 3
64 128 256
P BRI P
Pre-processing(sec.) 0.828 7.485 100
Frame rate(FPS) 2.67 2.132 1.27
I 4B
Tl 3 3 3
64 128 256
¥ %P
Pre-processing(sec.) 0.25 3.641 37.984
Frame rate(FPS) 2.78 2.66 2.54

HE2% P fdrB 4.7 “17 » 28 5 643 L85 256 » T = % & w3

R

143 #7220 AR E
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A7 #7% = %d SARE
DRGSR 2R LA R RE R G R

Fhe ez R TR (AT 1 chde T % Ao 4.8 F1oT ¢

W48 =% ¢ MAL TR T FE R
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Z AR B pEE

§ bR R E A A 0 2 R MR Bemck B L 847G chpd
B s ok e AP T T 5K 0 F A E T TR Rk o
5230 HA S ] A A F iR T R 4o BRI O il 4 B A

FEFERMIT I LAPERER L Z A RAFE G (ot

% HEcdhded 4.4 507

T 5 A
? =] 3 3
64 128
FEE D
Pre-processing(sec.) 7.594 101
Frame rate(FPS) 31.25 12.82
£ o]
FH L ; X
64 128
PP
Pre-processing(sec.) 3.708 35.031
Frame rate(FPS) 66.67 31.25

244 2R RABARRS T R uw

B %P deB 49 407 0 2 4 647 L 5 128° T 3 L E uleg

HPfp %
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W49 gl BSR4

423 12 GPU g i® FFT
A & FFT cnf v kg7 9 % > - . FFTW > ¥ - Z_FFT on GPU -
H ¢ FFT on GPU 2 i £.2 DIF FFT %% ¥ » © ok 32 ¢ {38 o1 Butterfly FFT 7
0 B R fe B_if (7 bit reverse s (TR A E s i 7 Bk (7 0 % ¥ Butterfly
operation et g # (FF P agens B > AV E D 4 GPUE Y auk B o 4ol 4.10 & -

—

4~ L FALE 7 DIF FFT i o o

=42 -



Lol D)=F(Q) > F(0)

A

> [..(0)=F(4) / F(1)
> fuosl 0)=F(2) > F(2)

> [, (0=F(6) F(3)

> 1. (0=F(1) F(4)

> 1...(0)=F(5) > F(5)

> 1., (0)=F(3) \ F(6)

> food 0)=F(7) > E()
tangling

® 4.10 DIF FFT
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