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An Improvement Method of Indoor Rendering Speed
Using BSP and PVS Algorithms

Byoung-sun Kim*, Soon-kak Kwonﬁ, Seong-woo Kimm,
Laaad P Tt
Jung-hwa Lee ', Jai-jin Jung

ABSTRACT

In this paper, we present an efficient indoor rendering method using BSP(Binary Space Partitioning)
and PVS(Potentially Visible Space) algorithms. The proposed method displays efficiently the objects by
including the objects in the process of separating the number of BSP area, by jointly using BSP and
PVS algorithms. Also, the screen which is checked by PVS from player’s location is displayed. From
the simulation, we can see that the proposed method improves the rendering speed because of processing

the objects with the edges of BSP and PVS.
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2. BSP(Binary Space Partitioning) 24}
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class BSPTree
{

BSPTreeNode RootNode // EZ9 FE xE=
}

class BSPTreeNode
{
BSPTree Tree // ©] =27} 2£50¢] Q& Eg
BSPTreePolygon Divider // % 7}9 3% E2]9
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BSPTreeNode *RightChild // ©] ==9] Q&% 3}
9 EF

BSPTreeNode *LeftChild // o) *E2] 1% 89
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BSPTreePolygon PolygonSet[] // ©] kx=dAe] &
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