
 

 
Username:  Password:  

MSF 

Materials Science Forum  

KEM 

Key Engineering Materials  

SSP 

Solid State Phenomena  

DDF 
Defect and Diffusion Forum  

AMM 

Applied Mechanics and 
Materials  

AMR 
Advanced Materials Research  

AST 

Advances in Science and 
Technology  

JNanoR 
Journal of Nano Research  

JBBTE 

Journal of Biomimetics, 
Biomaterials, and Tissue 

Engineering  

JMNM 

Journal of Metastable and 
Nanocrystalline Materials  

JERA 

International Journal of 
Engineering Research in Africa  

AEF 

Advanced Engineering Forum  

NH 

Nano Hybrids  

FULLTEXT SEARCH 

  

NEW: Advanced Search

>

>

>

>

>

>

>

>

>

>

>

>

>

 

CONFERENCE 

  

11/16/2012 - 11/18/2012 

11/13/2012 - 11/15/2012 

10/19/2012 - 10/21/2012 

more...  

The International Conference on Advanced Engineering Materials and Wireless Communications (AEMWC2012)

2012 International Conference on Vibration, Structural Engineering and Measurement (ICVSEM2012)

First page example 

Multi-Texture Mapping on Terrain by the Constraints Based on Random Noise 

Journal Applied Mechanics and Materials (Volumes 121 - 126)

Volume Frontiers of Manufacturing and Design Science II

Edited by Dongye Sun, Wen-Pei Sung and Ran Chen

Pages 976-980

DOI 10.4028/www.scientific.net/AMM.121-126.976

Citation Zhi Jing Yu et al., 2011, Applied Mechanics and Materials, 121-126, 976

Online since October, 2011

Authors Zhi Jing Yu, Xiao Pan, Wei Tian

Keywords Constraints, Height, Randomnoise, Texture Mapping, Topography

Abstract The terrain in the virtual realistic environment will determine the scene generation level of realism. It has been a 
hot topic in computer graphics. In this paper, the analysis of the current generation of multi-terrain texture 
mapping method is carried out firstly. At the same time, the advantage and disadvantage of the method is 
pointed out. A new means is put forward. It is that while the gray images are proposed to provide terrain height 
field constraints, the image intensity information generated by the random noise is used as constraints to 
determine the random distribution information on different texture of terrain. At last, a realistic terrain using 
OpenGL Library Standard in Win32 console application is developed which is close to the natural environment 
with a high application value. 
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