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The volume rendering has the advantage of visualizing the internal structure of an object and
being high image qﬁality. However, the time consuming and the complexity of the rendering process
are the crucial problems. As a result, the rendering process requires very high performance of the
computer. Therefore, in this thesis, concepts of parallel progranming method ard shear-warp
factorization algorithm, are employed to speed up a medical volume rendering process. The
scheduling process in the clustering system is improved. The appropriate amount of work is
distributed to each processor in the clustering system using a work-pool scheduling scheme. In this
scheme, even though the work load for each node in clustering system is uneven, the variation of the
processing time fo; each node is insignificant. In the experiment, the result image is a whole body
rendered from large volumetric data. The input image is 8-bit gray scale and volume’s size is
587x341x1877 voxels whereas the output image is 24-bit colors. Our proposed system works
successfully with decreasing the rendering time up to 6.97 times compared with the ray casting on the

clustering system and 38.81 times compared with the ray casting on the single machine.





