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Architecture of 3D-GIS Visualization Application Based on OpenGL
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<Fig. 1> OpenGL Rendering Pipeline.

OpenGL T3E2 Fig. 19 i{a}‘ﬂ-ﬁ]g—

3o sldo drgkdch AHA,
2 53 2o JsE HolHse W
A 4H(Evaluators)¥ A7 ¢ 4HPixel Opera
tions) )= i1, HAolr} ojux], HIEHT
2o A Eﬂ‘-”]Eﬁ‘_ HA oHHolAS F
sto} NeE o = B HolHES
25 Y 2E3H(Rasterization), TIIHE
AE AN F zZy JH ¥ (Frame Buffer)
ol B4 dolHE Holgoh HFHoz T
A AFE JRe sHd UxgE
o] €t}

OpenGLAAM = A, A, "9 78l =Zav]
ElHYrS AFdte AeFE A0y FA9S
AFet, =5 FAAFHHY AR QUH
Holz, ArFRE AFHA 2m; U
OpenGLol AFsE  7RHI T3
GLU(OpenGL  Utility  Library), Glut

\__/ E

~ (OpenGL Utility Toolkit), WGL%-¢] 3}o]#]

go] 71%5& ZE Folryds AFso
Ay, AL, =2, g5y I 2dg
%8 4 vk =3 RGBA tj=Ed o]
EE }‘]‘%01'@ ﬂ-o] S/ ‘rﬂol G g -]]1:]
Hagold, s, 424 vBsel
FEH} 75E AT 3Ad INFEE
R Aoz g & £ Qi a8y
A Open-GL7|%te] 3D GIS #ltidge] o
# d7E ArTag FA, A=Y Pl
e 4% Assez athA ol AT
e g3 Jdon AgAdME FHHA
29 AR Age] F8 FFoE Hol
ATt [B1[4]:

2 A7l Agd Ady J5e ol
Z] Draping(£3) ¥ &3 Texture AT
e gt ol e e =4
el AR} 44 AW, AE, E25Y 3
214 GIS 2d& *]Géziﬁi s A

i r.& ta

3. 7+
2 ¢d3E NET7|8 37eA OpenGL
a#y golraglE AME-sle 3akd GISe
Prototype “dA| 9} Visualiza tion7]" & S
&ato] FAAT oleF FXE Fig2 i
2. :

<Fig. 2> System Design: Prototype.
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< Fig. 3 > User interface and some processing steps.
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