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Abstract Tomography images reconstructed from conebeam CT make it possible to
observe inside of the projected object without any damage, and so it has been
widely used in the industrial and medical fields, Recent advanced imaging
equipment can produce high—resolution CT images, However, it takes much time to
reconstruct the obtained large dataset, To reduce the time to reconstruct CT
images, we propose an accelerating method using GPU (graphics processing unit),
Reconstruction consists of mainly two parts, filtering and back—projection, In
filtering phase, we applied 4ch image compression method and in back—projection
phase, computation reduction method using depth test is applied, The experimental
results show that the proposed method accelerates the speed 50 times than the
CPU-based program optimized with OpenMP by utilizing the high—computing
power of parallelized GPU,
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