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Abstract

Three dimensional image visualization has been
used in the field of medical analysis for many years. It
can be used to reconstruct the 3D shape of the organs
from a series of cross-sectional images of the human
body obtained jrom computer tomography (CI) or
magnetic resonance images (MRIs). The reconstructed
images can help qualitative evaluation, quantitative
analysis, clinical research and surgical planning.

However, to visualize this 3D data, huge
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computations are necessary on the 3D visualization
system, especially for the real-time system. Therefore,
most of the existing systems are based on special
graphic  hardware or the dedicated computer
architecture. In this paper, a computing system using
Pentium personal computers is proposed and will be
implemented for real-time visualization of 3D cystic
coral bones. The system consists of three parts. The first
part is designed to select the object of cystic coral
bones and to enhance tile CT image quality. The second
part is organized to design a 3D reconstruction and
display approach. Unlike traditional 3D reconstruction
approaches, our system is based on a computing system
using Pentium personal computers. This part consists of
surface rendering, surface interpolation, and OpenGL
graphic software design. Finally, a virtual reality
environment is included in the third part. With virtual
reality incorporated into our system, the 3D cystic coxal
bone can leap out of the screen in true 3D stereo depth.
This will increase a doctor's ability to analyze complex
cystic coral bone graphics, and other details recorded
on the video.
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2.1 IIBEAETR
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GrAEE - HEE - §E&HO@elvic outley ~ &
£ A Cl(pelvic inlet)fs B Q@ —~ -+ EETER
PREZETIRZE -

ERFRERENFR ERMAFHRERAHEE
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