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VF(View Frustum) map : Adaptive Texture Management
for Out—of-Core Terrain Visualization
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1. Introduction
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2. Related works
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3. Out-of-core Real-time Rendering
3.1 Requirements and terminologies
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(1) &3 & (Scene map)
2D matrix of terrain cells of the view frustum

(2) AIHHSY 9 (VF map, View Frustum map)
conservative Scene map with rotational sweep
volume of view frustum

(3) TIS AIAYS ¥ (VF map with classes)
VF map which is classified by mipmap levels
of texture to cover
(4) X& & (Terrain cell)
smallest unit of terrain data with which is
handied in per—cell processing, and the
results in turn go into the per-polygon / per—
pixel processing

3.2 Data Structure
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3.3 Memory Configuration
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4. View Frustum map with classes

AMASES W2 <O 2>2 20| AHYHA SIEMA
o HI2Y %HAE XEH EHAH S22 243 TWOIC.
2 ARNAE HIFHAISHOE Al BIHES=E a2 §
A2 0100 T Seiaz P EECH

4.1 Class selection
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class A class B class C
(high) (middle) (lower)
resolution 0~7 0~5 0~3
# of cells 4x4 8x8 < 32x32
total size 16 MB 4 MB < 4 MB
<E 1>ole 2 2dAE a2 2istse N8 &
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4.2 Adaptive texture management
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4.3 Terrain cell management in main memory
MP-grid with MRSF &Eiel X8 4ol st X
& M Eo ARiYHE 4 QdAE 0|88 toroidal
addressing[8]2 0180
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4. Experiments
4.1 System and Data Specification
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4.2 Results
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{b) VFmap with classes

(c) wireframe

(d) textured (e) God’s view(VFmap classes)
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(a) paging {b) memory mapping
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5. Conclusion
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