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Point Rendering Algorithm Using CUDA

Seong-Do Song, Sun-Jeong Kim’

ABSTRACT

This paper proposes a new point rendering algorithm using CUDA. We can directly render 3D point data obtained from
scanning system without the reconstruction step of a triangular mesh from them. Because a point data set has no topological
information like an adjacent information of a triangular mesh, we should search it for close neighbor points of each point
and then render it using 2D rectangular or elliptical splats whose size can cover the hole between points. Especially we use

CUDA for point rendering algorithm in order to improve computation speed through parallel processing in GPU.
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