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Abstract

Fractal geometry can effectively describe natural scenes that Euclidean geometry can’t express. In
order to improve the efficiency and speed of cloud scene modeling and real-time rendering, a
GPU-oriented cloud scene rendering architecture is proposed, and the specific algorithm of cloud
scene modeling and rendering is given. Combining different shapes of clouds and using different
geometric models to render, the realistic visual effect of cloud scenes is greatly improved. The si-
mulation results show that the proposed algorithm achieves a smooth, fast and real-time screen
display, and can meet the dynamic requirements of sky background in game scenes.
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ZERRZARSUNELEE 2 —, @RS "R ARSI 3hE$iE T # &
ERYs. W, RN =R A R PREE B R A EEZ AR 1] [2]. R, sBMTEZ AR
SR, BAER, AN, BRI ERMR . 2RI SIN, AR B RS RE T H
Bt AT IUA N B R S AS KN T, EASKEIN B 4548 R T AR . X BRIR R 5] T2
R ZON BRI UM R R IR AR TT, S T ik B RSB 2 0 TR k. iy REE
Hi#H%E. L R4 IFS 81 Diamond-Square 71k« 3822 FI H H 4R 59 1 o) 55 -5 AR (R AR AL |
G VAR R LS R e 6 VAR ) B AR LR R, B — HORIR(3]: L RS EFRT
SMESERE, YIRS ARG, BE— e AR BER. L R4 B A SV = 8 ik,
UG BANE[4]. IFS WERIH OG5 284, X R r b AT oK i/ e e, &7 E—1NR
T SR, AT AT B A AT U — 405 S AR e AR i, KIB S TFS J7iE R — DA HAHT . TFS
ERRM B ARSI E Z RN, BA TR —@M[5]. Diamond-Square 5H A 1) H 2R 5918 B X =,
PRI AR T

AR H Diamond-Square HyE[61 . I EcAR T, BIAE — ANMER IR s AR A . TR
SR =5, % OpenGL I seibiiE g, Mk, ASC&TH 7 —Fiii M GPU BTEZ4EH, @M
PR TIRESH, TLVAERBIEAR. ZMESH 5. LHREW, KRFELHEAIE T T UEIRS L
N B =I5 8R .

2. ZIRERER
2.1. miGREE
Diamond-Square 5k NHRIE T - IET A5, AT HRAER AR WSS AR S . FiEfR

wr:
(a) fE—FI XI5 nXn IEF M, WA RS ECEHH A, B, C, DFRxw, E 1 Ra5H
4 x 4 WIETT T o

(O) T IE XS LA M R Al B4 NS s P, BN M & .

(¢) W IEF R SRR BIE A, B, M AMIEFBAN—S(EEEA ), BCFE5] AB
s E s iBYE B, C, M AFIE AN —mi(m AR R), BCF15E] BC U9 & F 1s ;s AR 4R
C, D, M EMIET TSN m(mEEAR), BFHEE CD S G & E: RIE A, D, M RIETTE
Gh— S (E AT R), BCFH8 3] AD 49 A H s .

(d) ¥ nxn FIEF A NIIA n/2 x n/2 /NEF T, BEED). ()P %.

()AL IR, HHIEFH WA AWk, B 2k 23 AR .
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Figure 1. Diamond-Square algorithm

[# 1. Diamond-Square &%

Diamond-Square 5EAL AR TS B R, ERUE @4, REEIRIFARK RS, H
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A, BRI BREIGRS AR A B s B ZRIR K.

Figure 2. Cloud model based on Diamond-Square algorithm
2. Diamond-Square X T H = RAERY

2.2. TIARER

EIRAEAGE T EOR AR . SO UM M B R A RS R H SR s 5, X ERIEM OpenGL
G FESLIL o

2.2.1. REHER
HARAMRTE EER—DEE, GQFRREREME F. HECE R 7 75245 21K & AT A
AR IEAE T Vertices [1]%04H . i#id OpenGL 1) = /¥ %7 (GL_TRIANGLE_STRIP) /72, A% 1] LA
SRR,
glBegin(GL_TRIANGLE_STRIP);
for(i=0;i<NumVertices; it+)
{
if(Vertices[i].flag==1) /&% i — P&l THl 5.
glColor31(0.951,0.951,1.01);
else
glColor3f(0.2£,0.5f,1.01);
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glTexCoord2f(Vertices[i].u, Vertices[i].v); /u, v S(HEALHR
glVertex3f(Vertices[i].x, Vertices[i].y, Vertices[i].z)};// x,y,z BRI B JE A4 b
}
glEnd();
& TR
glBegin(GL_POLYGON);
for(i=0;i<NumVertices;i++)
{ If (Vertices[i].flag==1)
{ glTexCoord2f(Vertices[i].u, Vertices[i].v);
glVertex3f(Vertices[i].x, Vertices[i].y, Vertices[i].z);
H

H
glEnd();

2.2.2. ZROEEMRS

OB RS R R FE I Fr (B U SO ) S 2 3D Y — AN AN b, SO DA AT IR F . A
SUERMLS AT DA I = 35 5 B S 7R 2.1 779, A Diamond-Square 5% OV — AN = B, ITE, @
RLAE ] OpenGL FISUHRLI S Th BEHSHE T kb 4 vt B2 5 WS N USRI 2%, A5 R O 0t R8O B N
o Bt Cloud NEUHE G AIHREE, F T I A0 AT LSS BRATEE B S 1L 7

//Ja 2D g3

glEnable (GL_TEXTURE 2D);

m_textureOne =newCTargalmage;

/RS 5

if(!m_textureOne->Load ("Cloud.tga")) returnfalse;

/IR SRR

glGenTextures (1, &m_textureObjectOne);

/IR BUELXT B

glBindTexture (GL_TEXTURE_2D, mtextureObjectOne);

/1% 58 4 TR s R L 8 2 K

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_MAG FILTER, GL_LINEAR);

glTexParameteri (GL TEXTURE2D, GL TEXTUREMIN FILTER, GL LINEAR);

JIRBCEERS B 416 52 SCHE P 5 A

glTExImage2D (GL TEXTURE 2D, 0, GL RGB, m textureOne->GetWidth(),0, GL RGB,
GL _UNSIGNED BYTE, m_textureOne->Getlmage());

2.23. Bk

ST UE R 5t O S, A R e A R AR, TS 2 B LSk BE I 48 . 7 OpenGL
, FOREFERESNEN, BFESEE. R, Wik, FABCRSE, XEhT URE &Y E LR
H glFog* ()R HE . ASCESLIEAREBRMFZBR, B E USRIV E S GL_LINEAR, 1)
PER S SRR

GLfloat fog_color[4]={1.0f, 1.0f, 1.0f, 1.0f}; /ZE N
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glEnable(GL_FOG);//J& 5 B AL 3 3

glFogf( GL_FOG_MODE, GL_LINEAR);// % & 55 A FE SR
glFogf(GL_FOG_DENSITY. 0.6f);/%% & Z W&

glFogf( GL_FOG_COLOR, fog_color); /% & % 4

glFogf( GL_FOG_START, 10.0); /1% B Z AL 3 S AL 4G FE 5
glFogf( GL_FOG_END, 20.0); // ¥ B 2 b 3050 45 o 2

2.2.4. KERERGE

HARGH, ZRRCRACIEGR AL | SR B AR 5 1) O¢ R AR %), SRR B ] DU = R IR A,
SO R RN TS o R GRS s B P, AT LR B A A ) B — ORI T N
SETTI, MWIIRRTH A S AN T7 MRS, 5 RFOGHE R, ARSCR B R K. IR 3
BEH TR RRE:

> Ot

WEOLE:

GLfloat ambientLight[]={0.8f, 0.3f, 0.3f, 1.0f };//5HIE 4 o 21t

glLightfv(LIGHTO0, GL_AMBIENT, ambientLight);

Hrh, LIGHTO #& OpenGL $2AH \FGIE 2 —, BRAEAL R IRALE A A% GL_AMBIENT 23
BOGsREE; WA —NMEHRR T EA S, 5200 ambientLight[]4{1. 0f, 1. 0f, 1. 0f, 1. 0f}; w154
WIEES, NP PREE Y E WAL, ambientLight[]7] LA A {0.8f, 0.3f, 0.3, 1.0f} BAH T i

HURDG R & :

GLfloat diffuseLight[]={1.0f, 1.0f, 1.0f, 1.0f };

glLightfv(LIGHTO0, GL_DIFFUSE, diffuseLight);

HH GL_DIFFUSE A& S Y6 i 3 BE s AR SCHBUR EAE K FH Y, diffuseLight[ 46 2 HUA {1.0f, 1.0f, 1.0f,
1.0f} .

> RN E

SR BN AR 67 18] BT TP AT ARRS € «

GLfloat lightPosition[]={0.0f, 0.0f, 1.0f, 0.0f};

glLightfv(LIGHTO, GL_POSITION, lightPosition);

HH GL_POSITION & HEM B, HIIMAX, Y, Z, W)ER. ﬁu%?ﬁm/\ﬁw NE, MFRRIZGTE
PFREAL, BT =AMERR T ERTERI T e XFOGIERR AT PR, @E, KFHA LU BRI
R CE. WERENAME W ANE, W X/W, Y/W, Z/W R TOCIRIALE . MG A B 1
o SCHIEH lightPosition[]={0.0f, 1.0f, 0.0f, 0.0f}, EPE LT —ASkE Ty FliE 77 #5975 T a8

> MR g E

R RS (14 T T 8 5 P85 Y AU S 06 ot i e -

glMaterialfv(GL_FRONT, GL_DIFFUSE, matDiff);

glMaterialfv(GL _FRONT, GL_ AMBIENT, matAmbient);

Hrf GL_FRONT F/n = AR IR, matDiff[]={1.0f, 1.0f, 1.0f, 1.0f} f1 matAmbient[]={1.0f, 1.0f,
1.Of, 1.0F} FRBUH E R e 4L, 4. 5 ol A pl e i S st BRIV ok

2.2.5. ZHERTH#R
BLSE R R AR 25 m = BlE ) AR, =R 214810, AR 3aRRE. EFF2HE
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IR = TR, Bz B A SOk A A B o ASCR BB AR IR, o = Blissh & AF:
rBRIZE), W R =TI CT R e TR, Bl RS RCR - A £k glTranslatef
(x,y,2), Hd x y Mz 73 BZIR AT AR PR RS SRR . A x 307 PR A 9 —1~1 2Z 18], y Az 5
[P R2AE 2 00 HIERIE S x = x £ 0.0001 F2H = R2F x BhJ5 RS S AOIR L, ARG 2 = R AT T [
AR .

3. SE£I§

S OpenGL Zif2SE8, 1E4#AE R Gty Windows XP 1] PC HL_EHEAT 7 IR SE 50 . 22 B 5 4%
SHOLE 1, W F AR RSO R, RPN F2 #5830 MiZ R GRS EEOAE
AR ZIFICR: B 30NN R H N =57 K 3(0) MR Z IR AL 2 28U )
M=imst; K 3()NRBCEAREDCS B =5 . s %%%Eﬁ SR BETT AL 2 3 5 SRS

i, 2GR A N, AR T ARl AL & BRgE

(@

Figure 3. Cloud scene rendering: (a) Cloud scene in initial state; (b) Cloud scene in clear day; (c) Cloudy sky scene; (d)
Sunset cloud scene

E 3. ZIHRMRE: @QVIBRSHEEER; OBXTIIR; OBRXEHR; OBESER

Table 1. Control parameters of the program

* 1. BEFEHESH

it HefF it Bl
UP FACRE SR F1 +UP DI EZ S DI PN ¢ T
DOWN FALBE BN F1 + DOWN PURVEZE W ARG R B
LEFT ZRM LKD) F2 AP
RIGHT ZRMAHD) F2+UP TR S
Fl HEDLTT R F2 + DOWN AN B
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4. g

A 5 53% Diamond-Square AR = HAR A, 454 OpenGL FARSZHIN =R B IR L], X
FOTE IR TGRSR R AR, EREEA RSN, @R ERENBASH. s, &
NG, SR, SSRGS BAERE, RAEMER BN R, IR EENSET
REBS IR I iR FAR S EAR M, SO TR 7 T 2 BRI, =R iR S TR
ML RR o B3 T 515 OpenGL HiARSE &, HAFHT B T AR R 2, LS HANE R .
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