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Abstract We present a new technique of volume rendering based on 3D texture mapping
hardware, enabling fast classification and shading using OpenGL and extension. For classification,
opacity is acquired from lookup table using original density value and shading is accomplished for only
final viewport image regardless of volume size using a novel composition method, normal blending.
Since all the above mentioned tasks are performed within graphics hardware and the time complexity
of the shading operation is reduced, interactive direct volume rendering is possible.
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