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Abstract

We introduce several techniques from the graphics field to accelerate the rendering process of massive

scenes and show their benefits with massive battlefields, which have large/complex terrain and many highly

detailed objects. These techniques include view frustum culling, occlusion culling, and levels—of-detail (LODs).

In our tests, view frustum and occlusion culling improve performance up to two orders of magnitude and four

times, respectively than the brute-force method without any quality degradation. LOD improves 55 times

without noticeable quality degradation. We observe at least 10 times and up to 65 times performance

improvement depending on various scene setting.
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3.3 Levels-Of-Detail (LODs)
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