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Design thought of terrain simulation by

Fig. 1
random interpolation method
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Fig. 2 Catmull - Rom spline curve
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Fig.3 Terrain generated by curve interpolation and

terrain generated after texture
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Fig.4 The flow chart of sky
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Fig. 5 The picture of real sky and

the simulative sky generated after texture
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Dynamic simulation of 3D landscape based on OpenGL

LIU Qi
(Anhui Polytechnic University, Wuhu 241000, China)

Abstract: OpenGL was the present international popular open style graph standard, it was a powerful

3D graphics library and can be used expediently to create three dimension graph model. This paper

introduced mainly the realizing process of natural scenery using key technologies such as texture

mapping and Catmull — Rom spline curve in the Visual C++ 6.0 and OpenGL integration development

environment. Finally, the natural scenery of the real — time dynamic navigation and control systems was

constructed, which achieves the ideal visualization result.
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