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Rapid Continuous Rendering Technology of Terrain
Based on Wavelet
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Abstract This paper explores how to construct dynamic multi-resolution models for terrain elevation data by using multi-resolution characteristic
of wavelet transform and proposes a wavelet-progressive-reconstruction algorithm to solve the problem of smooth transition between multi-
resolution models. It also solves crack problem between terrain blocks of different resolution through a simple “sewing” method. Experiment result
illustrates that this method can realize view-dependent continuous rapid rendering of large-scale terrain.
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