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Fig. 2 Frustum Bounding Sphere3
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A Fast Culling Algorithm for Visualization of Terrain

3 1 1
XU Miaozhong LI Deren
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Wuhan University 129 Luoyu Roads Wuhan 430079, China)

Abstract; This paper discusses a clipping method of using quadtree in terrain visualization and proposes
some improvement techniques. The approach is based on the bounding sphere to culls large chunks of
riangles. The algorithm is easy to implement and fast enough to achieve real-time culling in terrain

visualization. Some examples illustrates the power of the approach.
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