20174 EA|sh= 3| =27 M243 M15(2017. 4)

olu|A] 7|Wk HZF Fxo AY 25 A4

&, =99, AT
AW ehstin AFE TG AT
e*maillshjy1669@naver.com, duddn6238@naver.com, mksung@kmu.ac.kr

_‘;ﬁ,{
Hoz

qE

Automatic Generation of Duplex Type 3D Terrain by
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