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Implementation of Terrain Model Viewer by DirectX
Kwang Hyun Sohn' - Yong Deok Noh '

ABSTRACT

Direct3D is a recently developed 3D graphic accelerator such that we could make a Windows graphic
programs with Direct3D easily. This paper presents the fractal terrain model viewer developed in terms of
Dierect3D. The object classes and the input dialog box used the model viewer, program initializing process, and
the flow of the model viewer are discussed. Finally, the output of terrain formulation in wire-frame, solid, and
point type form are presented. To show the results, the data of a terrain model were made by a fractal tech-

nique, the midpoint displacement methods with square lattices of points.
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// Horizontal Data Line

class C.X {
float *x /
UINT xSize .
public

}’.

C.X () {x =NULL .}

CX() {if (x) delete x .}:

float & operator[] (int index) {return x[index]’}
C.X & operator= (C_X &obj)

{memcpy (x, obj.x, sizeof(float)®obj.xSize):

return *this.)
LS_RETURN FInit (UINT N)
{
if (N <= 0) return LSERR FAIL .
if ( x != NULL) delete x .

if ((x = new float(N]) == NULL) return LSERR_OUTOFMEM :

memset(x, 0, sizeof(float)*N) ;
xSize = N~/
return LS_.OK ~

}

V4 Vertical Data Line
class CLandScape {

CX =y,
UINT ySize .

public

"CLandScape (const CLandScape &obj)
CLandScape () {y = NULL [} /
“CLandScape() {if (y) delete [Jy.}
LS_RETURN FInit (UINT N) .

UINT GetSize() const {return ySize:} .

cX & operator[] (int index) {return yl[index] .}
ClandScape & operator= (const CLandScape &obj)

{ if (FInit (obj.ySize-1) == LS_OK)

for (UINT i = 0 : i < obj.ySize: i++) y[i] = obj.y[i] :

return *this’

)’
} ;
(38 2) Landve] X & CIO[E] XM& 2 At v Eefae
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(Fig. 2) The class definition for 2D terrain data array.
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class CMidPoint

private:
CRand gauss
CLandScape X -
int maxLevel .
int N/
float delta
protected :

DirectX0ll 2|3t X1 2 FO{Q| 151 2407

float F3 (float x0, float x1, float x2) .

public :

float F4 (float x0, float x1, float x2, float x3) .

BOOL FInit (int maxLevel, UINT seed).
BOQL GenLandScape(float sigma, float H, BOOL addition) .
BOOL GetlLandData (CLandScape &obj, INT scale) const.

(38 3) Landv o X8 MY S~ FHe|.
(Fig. 3) The definition of a terrain data creation class.
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