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A Real- Time Rendering Method of 30 Terrain
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Abstract :3D terrain is an indigpensable factor in virtual natura environment and an important part of
visual dmulation system. The tremendous data of 3D terrain are dways the difficulties and hotgots of
visua dmulation. In thispaper, the vertex dataof terrain were saved by udng the function of curved
surface. The data of terrain have been loaded and caculated before rendering. During the rendering,
the data were reduced by view-dependent LOD (Level of Detail) model. Thisagorithm can carry out
the rendering of large scale 3D terrain grid. The experimental results show that thisalgorithm can ef-
fectively reduce the computing amount of red time rendering , improve the peed and gain a satifactory

rendering result.
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