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of Global Terrain Based on GPU
LI Hao, XIANG Hengmao, SUN Jiuhu
(Shandong Surveying and Mapping Institute of LL.and and Resources, Shandong Jinan 250102, China)
Abstract: Through studying the method for making large scale terrain datas in real—time based on graphic
processing units, pointing to the characteristics of the batch of rendering of GPU, an improvement method
of geometry instancing has been put forward. It can be used to render global grid quickly. The terrain datas
are recoded and stored in height maps. Combing with the vertex texture fetch capability in Shader Model 3.
0, and decoded in GPU, the primitive DEM datas can be gained. It will avoid carrying out vertex buffer on
CPU. This algorithm can not only reduce the CPU load, but also reach a higher frame rate.

Key words: Graphic processing unit; real—time mapping; quad tree; tiled block; height maps
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