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Abstract

Virtual world and simulation need large scale map rendering. However, rendering too many vertices is a
computationally complex and time-consuming process. Some game development companies have developed 3D
LOD objects for high-speed rendering based on distance between camera and 3D object. Terrain physics simulation
researchers need a way to recognize the original object shape from 3D LOD objects. In this paper, we proposed
simply automatic LOD framework using point cloud data (PCD). This PCD was created using a 6-direct
orthographic ray. Various experiments are performed to validate the effectiveness of the proposed method. We hope
the proposed automatic LOD generation framework can play an important role in game development and terrain

physic simulation.
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Fig. 1. PCD LOD rendering results
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D . N
/ 4‘\/ é-ciirer.‘t B . Index=1 -+ Index=2 Dh ;g'ﬂ 6@%94 %O}E]}
y Lty By ObjLen % 3p mele] 27
Tdepth &efol= 114
LookMat Lookat matrix.
* Index=4 - Index=5 - Index=6
h g PreMat Projection matrix.
Fig. 3. 6-direct orthographic ray result -
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Table 2. 6—direct orthographic ray pseudocode

Algorithm 1

input : Obj ,index , 7} , 7, , 7}
output : PointData

Center < (Obj.Maxvec+Obj.Minvec)*0.5
ObjLen «— Obj.Maxvec-Obj.Minvec)
J—0

while j < 77 do
if index = 1 or index = 2 then

Tdepth « ObjLen.z*0.5/ 7;
CamPos « [Center.x,Center.y,Obj.Minvec.z+(Tdepth*j)]
if index = 1 then
CamDir « [0,0,1]
else if index = 2 then
CamDir « [0,0,-1]
else if
Dw « ObjLen.x*0.5
Dh « ObjLen.y*0.5

else if index = 3 or index = 4 then
Tdepth < ObjLen.x*0.5/ 7}
CamPos « [Obj. Minvec.x+(Tdepth*j),Center.y,Center.z]
if index = 3 then
CamDir « [1,0,0]
else if index = 4 then
CamDir « [-1,0,0]
else if
Dw <« ObjLen.z*0.5
Dh « ObjLen.y*0.5

else if index = 5 or index = 6 then
Tdepth < ObjLen.y*0.5/ 7}
CamPos « [Center.x, Obj. Minvec.y+(Tdepth*j),Center.z]
if index = 5 then
CamDir « [0,1,0]
else if index = 6 then
CamDir « [0,-1,0]
else if
Dw <« ObjLen.x*0.5
Dh « ObjLen.z*0.5
end if

LookMat « LookAt(CamPos,CamPos+CambDir,[0,1,0])
PreMat <« Ortho(-Dw,Dw,-Dh,Dh,0.0,Tdepth*2)
Obj.SetMatrix(PreMat*LookMat)

FBORender(j , index , 7)
ReadPixels(0, 75, 0 77 ,PointData)
j o« jtl

end while
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Happy
B, | 300,000 | 138967 | 89,022 | 35492 | 22301
Dragon | 300,000 | 109,486 | 69,952 | 27,251 | 17478

S]ga“f"rd 14904 | 12,654 | 7,092 | 3,191 800

unny
Stﬁnf"rd 1,346,640 | 81,566 | 52,162 | 39,897 | 20354

ucy
Armadillo | 1,037,832 | 64200 | 41211 | 31,621 | 16,102
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Table 4. Render FPS results without LOD on Nvidia
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Table 6. Render FPS results without LOD on Nvidia

GTX-750 GTX-1080Ti
BTJ %%% Dragon SthaLJanr?;d Stﬁgé(;rd Armadillo B'—L %%%ya Dragon Séinrfr?;d Stfﬂ(‘;?/rd Armadillo
121 objects 44 44 120 10 14 121 objects 120 120 120 78 100
441 objects 14 14 120 4 4 441 objects 104 104 120 22 30
961 objects 6 6 120 2 2 961 objects 48 48 120 10 14
1681 objects 4 4 74 2 2 1681 objects 26 26 120 6 8
5041 objects 2 2 26 2 2 5041 objects 10 10 120 2 2
6561 objects 2 2 20 2 2 6561 objects 8 8 115 2 2

Table 4= LOD $1°] Nvidia GTX-750°14 A&k <l
U% &= Aitolt), Table 49 A WA 2 ACH
2 3D BAY JFE Ygujgitt. EE FPS(Frame Per
Second)= AT = 3D TR Jgol ueg} FoE
Al @t} Happy Buddha®} Dragon®] 44 74+ 22
v= ey FPS7F F3do] 54 €l Happy Buddha,
Dragon, Stanford Lucy, Armadillo= 16817} ©]’3-%-E|+=
4~2 FPSE FAFch v, 71 Axde] %2 Stanford
Bunny®| -9 6561707}4] 20 FPSE §-#| &}

Table 5. Rendering FPS results after LOD application
on Nvidia GTX-750

Table 6 LOD $1°] Nvidia GTX-1080Tioll A 218l %k
Ay 45 ZAylo|ty, BE Rulo] FPSE Table 401
Hl3)) F7FekA R 6561710l A= ] §-(Happy Buddha,
Dragon, Stanford Lucy, Armadillo) %2°] 82 FPSE
FAsNE AS B 4 Itk Stanford Bunny:= 656171l
M 115 FPSE #4131},

Table 7. Rendering FPS results after LOD application
on Nvidia GTX-1080Ti

Stanford | Stanford
Bunny | Lucy

Happy

Buddha Armadillo

Dragon

121 objects 120 120 120 120 120

441 objects 105 110 120 120 120

961 objects 50 62 120 106 112
1681 objects 44 50 120 74 80
5041 objects 22 32 120 38 46
6561 objects 18 22 120 19 28

BTJ %%% Dragon StBingr?;d Stfgl?/rd Armadillo
121 objects 56 66 120 24 32
441 objects 26 32 120 20 24
961 objects 18 22 120 16 20
1681 objects 14 18 120 14 18
5041 objects 8 12 120 10 12
6561 objects 6 8 100 8 10

Table 5= LOD A& ¥ Nvidia GTX-750°14 A3
3 ey & Avleltt ZE ZHo] FPSE Table.
4o H3l F74ek A& &1 5 Itk Happy Buddha,
Dragon, Stanford Lucy, Armadillo= 16817} ©]’3%-El=
14~6 FPSE 14|35}, Stanford Bunny:= 6561710l 4 %=
100 FPSE =] gtrt,

Table 7-> LOD #-& ¥ Nvidia GTX-1080TicllA] 2
gk Aoy &= Adtolty. KE REC] FPSE Table
6 wHal Z7FskANE 656170 Tl (Happy
Buddha, Dragon, Stanford Lucy, Armadillo) =2 o] 28~
18 FPSE A8 A& & 4 v} Stanford Bunny
= 65617119 A %= 120 FPSE f-=| gttt

Table 82 LOD $1©] ASUS Nexus 7 TabollA] 23
o AdE F5 Aoty 16971 o] -E= iy
(Happy Buddha, Dragon, Stanford Lucy, Armadillo) 2%

=
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o] 8~1 FPSE FA5l= AS = 4 Aok Stanford
Bunny+ 2897094 = 28 FPSE -]t}

Table 8. Render FPS results without LOD in ASUS

Nexus7-Tab
2 208 | Dragon StBi”gr?;d Stfag;rd Armadillo
25 objects 24 24 40 10 12
81 objects 12 12 36 4 4
121 objects 10 10 34 1 2
169 objects 8 8 32 1 1
225 objects 6 6 30 1 1
289 objects 4 4 28 1 1

Table 9. Rendering FPS results after LOD application
in ASUS Nexus7-Tab

Bl_l|.l %%% Dragon Séingr?;d Star]é(;/rd Armadillo
25 objects 26 26 44 26 28
81 objects 18 22 40 20 24
121 objects 16 20 40 18 22
169 objects 14 18 38 18 20
225 objects 14 14 38 16 20
289 objects 12 13 36 13 16

Table 95 LOD 2%]-8 & ASUS Nexus 7 TabollA 2
3k Ay &% Ayolry, BRE wHlo] FPSE Table
8ol Hlal S7kst AL ElE 4

Table 10. Render FPS results without LOD in LG Q7

SJ%%% Dragon SthaLJanr?;d Stﬁgé(;rd Armadillo
25 objects 18 18 37 8 9
81 objects 10 10 34 4 3
121 objects 7 7 32 1 1
169 objects 6 6 31 1 1
225 objects 4 4 27 1 1
289 objects 3 3 25 1 1

550 / =AYk )8k8) R] A|23E Al62(20201 129)

Table 10> LOD $lo] LG Q7914 A&3 dAdy &
= ZAze|rt. 1217] o]3FElE UlF-i(Happy Buddha,
Dragon, Stanford Lucy, Armadillo) 22°] 7~1 FPSE
A= AE & 4 9tk Stanford Bunny®™ 28971l
A& 25 FPSE 7| gtt).

Table 11. Rendering FPS results after LOD application

in LG Q7
B}—i%%% Dragon Séinrfr?;d Stfﬂ(‘;?/rd Armadillo
25 objects 26 26 44 26 28
81 objects 18 22 40 20 24
121 objects 16 20 40 18 22
169 objects 14 18 38 18 20
225 objects 14 14 38 16 20
289 objects 12 13 36 13 16
Table 11 LOD A& T LG Q794 A& A
&% Arjo|ty, BE REHe| FPSE Table 100] H|3|
e A4S I £

4.6 Recall and Precision and F-Measure® 0|2

5h QAT 24

B =i = AetEl LOD A Framework®] +

o

ol dukAel 111 wjHor FHS vn
=R ety SFUS
I yE 30360, 03 0~360, @
ol sk W sphH-S AAsiith

A8 gl 3D BdS 133170 #ciHsk
GAS Agom MA G, B =9 LoD AA
FrameWork= 5THA|9] LODE AAlsle] Y& EA49
Aol 12 LOD EAE 1,331/ dAH sk

Zom AR,

Aot QAT o2 kel JAS 11 vk, A
g oS 9 = ok Hale] glow TP,
Gdolnk RAo] 9l& A9 FP, AY Gl T4
o] glow FNOo & AAsIt) wx|utow Ak ok
W A g & ook JAo] §ls A9 INoE AF
stk



Low Level GPUIA] Point CloudS ©]-&

P

ReCall = —rp Ty M
TP

Precision = TP P ©)

2 3 A @ B =R ARRE Recall
Precision®] AAF HFHS- W ojFEr)

Table 12. Result of recall and precision and

F-measure

Object Name Recall Precision |F—-measure
Happy Buddha 0.949 0.969 0.959
Dragon 0.938 0.951 0.944
Stanford Bunny 0.950 0.981 0.965
Stanford Lucy 0.949 0.889 0918
Armadillo 0.971 0.890 0.928
Total Average 0.952 0.944 0.947

Table 12& ¥ =942 ‘Recall and Precision’ S
AL F-Measure® & FAM=E 543 2]
t}. Hqt Recall®] 1t X+ 0.9523L Precision®]
T A= 0.9440]t}. F-Measure®] Hit X+ 0.947
2, Altd LoD A4 FrameWorks H1t 94.7 %2
A== A=

4.7 2 X|& Y Ant

Fig. 102 GTX-1080TiolA  #|¢tel LoD A4
FrameWorkE 483 tivt= A& Ay Axjo|g, A
ol 29 A9 3pEEL s sunt Ao AHE
A AL 572 A2 T2 LODS 7HA Al A At

Fig. 10. Large terrain rendering results on GTX-1080Ti

3t Level of detail A/dol ot A+

Z 1,681719 AFE AAFte 2 AR e 40
FPSE A3}t F-Measure #k-2 0.972= 4t 97.2
%2 FAIEE B

Fig. 11. Terrain rendering results on mobile devices

Fig. 11> u}l t]ufo]~(ASUS Nexus 7 Tab, LG
Q7oA AtE LOD A7d FrameWorks 283 A Y
Ay ZAjo|th. A¥e] 29 %F 3prde s
2804887112l A& 7ML 5719 A2 thE LODE
ZIAA ARSI F 225709 A HES AAztez W
H#eld o 24-30 FPSE F-A 8tk B
3te] Aetel LOD A4 FrameWorks XHFY T]njo]

ST BEHOT & 4 ALT B

13
AMAE =2 REE=

54 &

B =R iyt A7]9 XYy $EL 3D
48 Y] fl8ke] PCDE o] 43 s L

A FrameWorkE A|QHelt}. kel Zw FA F
%< FBO Textureo] #°¢3}e] LODY #H& Aot
g A sl Ee FoE AFES U] H(Mesh)
o2 Wgshd 9 3prd e daEE d4ds o
7] 918k Sk ZEI(Median Filten)S AM8-31e] A
A3 B3R Atole] S ARk AkE LoD A4
FrameWorks= HF 94.7 %9 FAI=S HQlth B
ol "itE RN AP F 2ds xdT
g5y e Ay S 9 A7y 2dY AR
T A=Ao=m &8 7|t
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