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Real-time Algorithm for Large-scale Terrain Rendering
Based on Triangle Bintree

LIN Ji-cheng, WAN Wang-gen, ZHOU Jun-wei, TAN Xiao-hui

(School of Communication and Information Engineering, Shanghai University, Shanghai 200072)

Abstract This paper presents an algorithm for large-scale terrain rendering. It splits the terrain into several patches, and uses triangle bintrees to
represent terrain meshes. At run time, it updates terrain meshes by forced split and forced merge operations, which can take the advantage of
frame-to-frame coherency and automatically avoid cracks. Experimental result shows that this algorithm can efficiently improve the performance of
ROAM algorithm and can be used in real-time walkthroughs in large-scale terrain at high frame rates.
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