YNOYPTEID EBNIKHE NAIABAT KAl BPHEKEYMATON
EIAIKH YTTHPEEIA MAYEIPIZHE ETIEAEK

EYPONAIKH EXOZH
DYTXPHNATOAITHER
EYPOMAIKD KOIKONIKD TAMEID

MAIAEIA MIMPOZTA

2° Emixeipnoiaké Npodypaouua
Exnaideuong ka1 ApXIKAg
EnayyeApatikng Katdpriong

AP



= Mia veEa ps@oéoq vida TRV anleovmn
6860|Jsvwv CT;, orou n KAIVIKN XpNnon
EMEKTEIVETAI KAl N avaykn via
O1aYVWOTIKEC EVOOOKOMNOEIC
LEIWVETAI.

= /\UVEI TO NnpoBANua TNG AnEIKOVIONC
Kal TNG ene€epyaoiac Twv oAoeva
auaéavouevwy apliBpwyv Touwyv CT o€
kKabe aoBevn

s Eival apaye 1o Volume Rendering 10
veo standard yia Tnv CT angikovion?

AP




1. FAwooeap!

2. Postprocessing TEXVIKEC yia CT,
e SSD
e MIP
e \V/olume Rendering

3. Napadeiyuara epapPoync TEXVIKWV

AP



» Wnopiakn EikOva = €ikova rnou onUIoOUPYEITAl
ano UMOAOYIOTN Kal arneikovifeTal o€ nivaka
(matrix) e apIBunTIKEG TIPEC. H €Ikova
eNavaonUIoOUpPYEITAl ano picture elements
(pixels). H d1akpITIKN IKAVOTNTA TNG EIKOVAC
eEapTaTal ano 1o JeyeBOC TOU nmivaka
(matrix).

AP



s [0 JIKPOTEPO ‘KOUMATI" OTNV. EIKOVA
NOU €nNavAaonUIOUPYEITAl Aro
WNQeIaka O0E00UEVA Kal
aneikovieTal O€ va nivaka.

AP



s [0 JIKPOTEPO KOMMATI OYKOU nou
ANOTEAEI KOJMATI TNG EIKOVAC.
>TOIXEIO OYKOU OE OXNUa KupBou To
Onoio OXETICETAl UE €Va
WNQIONOINUEVO GNUEIO TOU OYKOU.

AP



= 1a OEOOUEVA CUAAEYOVTAl AMO:
e axial CT
e spiral CT
e MRI

= 'OAa Ta dedopeva ouvolalovral Y1 Qi
ONMUIOUPYNOOUV €va OYKO.
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= 'Evac 0sikTnG 01apavelac JHNMopei va OowoEl
o€ Kabe voxel evoc OET OEOOUEVWV.

= Ol TINEC NOU anoodidovTal KupaivovTdal ano
0.0 o€ 1.0 ka1 €ival anopacioTIKEC YIA TO
av eva voxel 6a angikovioTel 01a¢pavo

(xapnAn opacity) n wc adiapavec (UWnAn
opacity).

e

K
' ok
\

».
<

-
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100

Eival n Katavoun TnG eQeavionc TV TOVWV
TNG XpWHATIKNG KAIJAKAG O€ J1a wndiakn
£1KOVA. 2UVENWG OTOV a&ova TwWV X EXOUUE TIG
O1aPOPEC O1aBABUICEIG TG XPWHNATIKNG
KAIJaKagG nou xpnoigonoiovpe (yia 1o CT
EXOUUE TNV KAIpaka Twv HU). O aéovac Twv Y
avTINPOOWMNEUEl TOV apliBuo TwV voxels (av
UIAaue yvia 3D eikova n pixels av giAape yia 2D
£1KOVA) NMOU aVTIOTOIXElI OE MIa OUYKEKPIMEVN

TIMN TNG XPWHATIKNG KAIJAKac.

AP



Kabe pixel oTnVv €IKova onuioupyeiTal ano pia
(€IKOVIKN) aKTiva (pwTOC N Oroia arnooTeAETAl arno T0
aneipo JECA ano TOV OYKO Mou aneikovideral. To
TENIKO XpwUa nou ¢aiveral (oTnVv €IKova) e€apTaTal
ano Tov aAyopiBuo nou xpnoigonoleitarl (n.X. Jeon
£VTAON TOU VKpI, OTABUICUEVN ME TN Olapavela,
MeyioTn Tipn ykpt (MIP)).

25 fova s g
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= 'OANa Ta voxels o€ eEva GET OEOOUEVWV
XpnoigonolouyvTail yia pia 3D angikovion.

s 1o Rendering avTINnpoowWneVEl Hid
01adIKaaoia n.x. NepioTpodn, NpoBoAn,..., N
oroia anaiTeiTal €701 WOTE N €IKova va
UNOPECEl va aneikovioTel oe 3D.

AP



s [110 TN HEIWON TOU NANBOUC
OEOOUEVWYV KAl TNG OIAPKEIAC
ene&epyaoiac!

e LEiWON TOU Bit depth

=« ME TOV MEPIOPIOCUO TWV XPWHATWYV ‘N TWV
TOVWYV TOU YKPI MOU £XOUV MNAPOUOIEC TIMEG.

e >UvOUuaouoc Voxel

= Melwvel Tov aiBuo Twv voxels, ouvoualel Ta
voxel pyeoa kail peTa&u O1aPpOPETIKWV TOUWV.

AP



e Atadikaoia Cropping

=« AQaIpel Ta VOxXels Ta onoia €ival eKTOG TNG
NEPIOXNG EVOIAPEPOVTOC.

e guunieon: 56, 28, 3.5, 1.75 mbyte.

AP



s KaraAANAN €niAoyn XpWHATWV KAl
OEIKTWY OIapAVEIAC ETOI WOTE VA
O1aMOopPOonoIouVTal IGTOI JE MAPOUOIEC
TINEC hounsfield.

AP



CTA

= CT Ayyeioypaoia




s O NEPIOPIONOGC UIAGC OEIPAC EIKOVWYV. OF
£va OUVOAO arno OuadoOnoINUEVEC
EIKOVEC (Slabs) kavel nio EUKOAN TN
OOUAEId anoppIYnG AvTIKEIMEVWY MOU
OEV EVOIAMEPOUV.

AP



= 0 OpI0 KABE AVTIKEIUEVOU EVOIAPEPOVTOG

OpICOVTCII ue Baon KCII'IOIO KCIT(D(P)\I MeTa TOV
OPICHO KAMoIoU apxIKoU ONHEIoOU 11} £pIOXN
sv&acpspovmq, 0 uno)\oylo-rr]q auTouara
L|JCIXV£I oTnv OPIOHUEVN K)\I|JC|KCI VKPI MouU TOoU
EXEI OPIOTEI YIA YEITOVIKEC OOMEC.

AP



» Wnoiakn Apaipetikn CT Ayyeioypagia

= AQAIPEl U1a OEIPA EIKOVWV EVOC
AVTIKEIPJEVOU Ao TIC AVTIOTOIXEC EIKOVEG
UE oKIaypa®pIko. ANUIOUPYEITAl HIA NUI-
auTopaTtn segmentation Twv ayyesiwv
yia napadselyya ornv NeEPIoxn Tou
£YKEPAAOU I TOU Adiyou.

AP



2. Postprocessing - CT

s Shaded Surface Display SSD

s Maximum Intensity Projection
e Minimum Intensity Projection

= Volume Rendering Technique VK

N - "f g "
. '.“ ’ / &
.. B ( \
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S S D
SSD ,

KaBe voxel diaAeyeral ge Baon TNy $& /
ekhexBeioa Tiun threshold. A
H opaTtn €nipaveia ano oAd Ta
eKAEyevTa Voxels aneikovideTal. ‘OAa Ta
aAAa voxels ival diagavn.

O unoAoyIoTNG NPOBAAEl HId PWTEIVN
nNyn €701 WOTE Ol EIKOVEC VA NAipvouVv
uia popepn 3D.

Movo 10 10% TwV 0£OOUEVWV
ypnoluonoigiTai!

AP



M | P Ry
MIP

s AVIXVEUEI EvAV OYKO KATA HNKOG
H1aC akTivac npoPBoArncC.

s 1a voxels ge Tn PeyioTrn TIMN, M.X-
TiuN HU, d1aAeyovrail.

s KaBe voxel aneikovileTal onwg

AuTO €ival OTAd NPWTOTUNA
OedOolEVA.

AP



M | P Ry
MIP

Eikova ouo olacTacewy (2D). Mia
OUVEXNG pon ano noAAanAa MIPs
UNOPEI va OWOElI TNV EVTUNWON
OXECEWV OPYAVOU — AYYEIWYV.
Movo 10% TwV OEOOUEVWV
xpnolyonoiouvTai!

AP



VRl

¥ I'Iapayooyn EVOG IO'TOYpCI|.I|JCITOC; TWYV
TINWYV TWV VOXEl Kal N Katavoun Touc.

100

SRR , -
-1000 0 1000

= KaBe voxel yiveral rendered pe uia
olagpaveia Kkal Jia anoppodnon (TIMEG ME
Xpwpua €ival enionc nibavec).

= 'OANec o1 aAAayeEC yivovTal JE
aAAnNAenidpaon Kal O€ NPAyuaTiko
XPOVO.
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VR

s H TEAIKN €IKOVA €ival eva abpoiocua
TWV TINOWV TWV VOXElS N onoia Hropel
va nepIoTPAEi Kal va npoBAnNBEl uno
O1Ad(POPEC YWVIEC.

m 10 100% TWV OEOOUEVWV
XPNOIUOMNOIEITAl.

AP
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s H e€aoBevion Twv Voxel

UETATPENETAI OE O01aBABUICEIC TOU
VKpPI (vnmriia).
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s O AVATOUIKEC XWPIKEC OUOXETIOEIC TWV
opyavwy olatnpouvTtal. H 3D aneikovion
EVIOXUEI TNV EVTUNWON TWV AYYEIAK®YV
OXECEWYV, N onoia oTIC OUO OIa0TACEIG
€ival EPIKTN O€ €va NeplopioPevo Babuo
UOovo oTnv TexVikn MIP.
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s AEV XPOVOTPIPOULE PHE TNV
apaipecn MEPIOXWYV NOU OEV UAG
eVOla(PEPOUV.
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= AIVEI TN OUVATOTNTA VA AMNOTEAECE]
o0ONYyoO YIa TNV EVOOOKOMNON.
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s AIVEI TN OUVATOTNTA VA ‘OEIC" HEOW
TOU aoBevoUC. BAEMEIC UECA OFE
NEPIOXEC Ol OMNOIEC OEV €ival
NPOCMEAACIUEC AMO TNV

AP



