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Real-time rendering algorithm of massive mountainous
terrain data based on GPGPU
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Abstract: Concerning the characteristics of the huge data in mountainous region, the General- Purpose Computation on
Graphics Processors ( GPGPU) technology based on Geometrical Clipmap algorithm was introduced. It adopted easier working
process, compressed the elevation data and error data into the floating-point type veins, and drew accurate mountain body grid
in Vertex Shader. By introducing elevation error data, the crack problem between different resolutions was resolved. The
primitive drawn number was reduced by designing reasonable database management. Remote sensing image with high

resolution was used as topography grain and the real-time visualization of enormous clipmap data in visual reality system could

be realized.
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