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Study on fBm algorithm Generating 3D Realistic Terrain

‘Wu Yan
Department of Mathematics, LinYi Normal University, Shandong 276005
e-mail yanzi02801@sina.com

Abstract: Through the texture mapping technology provided by OpenGL, this article blended digital images
and terrain model, puts forward a fBm algorithm based on texture mapping and gives the basic processes of
the realistic terrain generation algorithm. In this algorithm, the outstanding advantage of generative terrain is
efficient algorithm, faster graphics rendering and realistic scenes output.
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Figure 1. Sub-type model
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Figure 2. Earth's surface texture image
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Figure 3. SKky texture image
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Figure 4 . Algorithm diagram of realistic terrain
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Figure 5. Non-atomized scene
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Figure 6. Atomization scene
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