el ets] = A15¢ A4z 2011 8

Regular Mesh 7]%F 2|4 X 3D AL

Geographic information 3D Synthetic Model based on Regular
Mesh

7(‘|X|§I_|-* E;E.I‘A od ** 7|AO_|§***

(=) ,y o Lo , T

Ji-Hwan Jung®, Sun—Myung Hwang™ and Sung—Ho Kim™™"

B AP M= AEFS Rendering 71HY thEZA WHQ Geometry Clipmaps®t ROAM 2.0& £
Rendermg At 225E A4k CPUZF obd GPUOl $HE Fof _HJ:} HE We 78 99E BAd)
© 4% Geometry Clipmaps € g]&S Aokeith. 3449 <852 LOD(Level of Detail)S 53 2 &
‘“‘«] Mesh 74 ¥4, @87t A4 Mesh 74 W, VFC(View Frustum Culling)S A3} Rendering
#Asgl & 4 U&= Mesh Blocks} ¢t 28ja Hof Im IFEE 2t L= 97 Mapping Bt 55

%
gt 9
Abstract

There are two representative geometry rendering methods. One is Geometry Clipmaps, another is ROAM
2.0. We propose an extended Geometry Clipmaps algorithm which does not focus on CPU operation but the
GPU for faster and wider visibility area. The extended algorithm presents mesh configuration method of each
level by LOD, how to configurate Mesh network between levels, mesh block method for rendering optimization
using VFC, and image mapping method to get high resolution up to 1 m.

Key words : Geometry Clipmaps, Terrain Rendering, VFC, LOD, GPU Programming
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