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Acceleration of 2D Image Based Flow Visualization using GPU
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Abstract

Flow visualization is one of visualization techniques and
it means a visual expression of vector data using 2D or
3D graphics. It aims for human to easily find and
understand a special feature of the vector data. The
Image Based Flow Visualization (IBFV) is one of the
fastest technique in the dense integration based flow
In this IBFV is
accelerated and implemented using commodity GPU.
Especially, mesh advection is accelerated at the vertex

visualization techniques. paper,

program.
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