F34E FIIW o= | A A - 2008 &£ 7 H

\ol.34 No.13 Computer Engineering July 2008
* FEAREEIHEA - XEHS: 1000—3428(2008)13—0270—03  CAKIRIRAD: A hESHKS: TP391
( 116023)

Y

Real-time Visualization Algorithm of Large-scale Terrain

HAN Min, TANG Song-tao, LI Yang
(School of Electronic and Information Engineering, Dalian University of Technology, Dalian 116023)

Abstract In this paper, an algorithm is proposed to implement the large-scale 3D terrain visualization. Dynamic schedule massive data in real
time is mainly based on the terrain data block partition and multithreading dynamic scheduling technique. Quad-tree data structure is used to
simplify terrain meshes and cracks are eliminated by importing Y model primitive. The experimental results demonstrate that the proposed method
can render large-scale terrain in real time, improve the efficiency and visual effects of terrain walkthrough.
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