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Research and Implementation of Forest Scene Walkthrough System
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) ( Beijing Forestry University, Beijing 100083 )

Abstract The model of forestry scene normally contains a huge number of facets in simulation because of the complexity of
the forest’ s geometrical structure. How to simplify the model while keeping its visual effects to some degree is always a hot
problem in the field of computer graphics. In this paper, an approach which fits the implementation of mass woods included
natural scene walkthrough system is presented, which uses 3D modeling software 3ds max for scene model construction and
uses OSG for real-time rendering and walkthrough. Taking good advantage of the existing software, this paper realized the
walkthrough in mass woods included natural scene and the collision detection during walkthrough as well. Experimental
results show that this system has high frame rate which meets the requirement of real-time walkthrough in mass woods
including natural scene, while keeping good visual effects.

Keywords forest scene, modeling, visualization, walkthrough, collision detection

Vol. 14, No.6
Jun. |, 2009

1 3]

i

MY A & T R B9 BT R 5o — 7 i Al LA
FARMOM PP BB 2 B AR R B T AL
PR T 45 , 3 % T Aol i i] Fp 2 kR B A+
DEBERE L H—T0r W, EEBUR Rl HH
kbR TR R 5, 16 i B SE A LBk

EETA : BER&EH AV IEITH) (863) 1 H (2006AA107232)

W5 B #1 :2008-11-26; 2 [5] A #§ :2009-01-08

E—EE BN Britb2r (1967 ~
5 W0 B i A LB S 4% . E-mail ; csh398@ 126. com

XA T ST R R o
Jr AR 2] TR BT AN kY R BeAh, A
AR A A 2R 5 AU BE— 230 58 T A AU
X 46 U Y IS o

WEARAS B (952 2k, i 1 L L) A5 2 114 53 2%
P DRI AR A 37 55 11 S A D S 22 ) — L ROR 2 3
AAHLEE = SUS R A PR PR B PR, 58 A B A
TARZA M BRE S AR, M4k 52 0 T AR 37 5

) %o Bl H#%,2000 4F T oIb 5 B TR G LA S B CAD BFSY & -8 Ll L i, EENE ST 1



5 6 11

Wt 20 45 AR 37 57 B8 e R B R T 5 5 52 B 1213

BRI R T — 4 3 e Ak
A, U SpeedTree, Tree Professional , xfrog %5, iX
ST DL B A b A5 AU AR B JLART AR, H 2 i
T A AR AR R T R RO 2, Bl R, X T IR
) R AR 375 35 3 LA 3K 3 52 I 2 i i 25K TR
I, 30 868 7] A4 AR W ASE 0L 1 ) RE B — , R RE AL A
SRIRBE Hh K b TE 55

ARSCER M T —Fh A A R AR R A R 18
RGN LI &, HhARY R E#EKR TEAE
Autodesk 23 7] H i B9 ZE AL A A 3ds max HSE K, I
BET AL 3D 47 5 T & T B OSG (open scene
graph) i 2 LG ezl . REARMAE T A h R
SRR O 5, IF S BT U o AR b A A
T RE .

2 RZHERFIEITERE

RGBT A AR A — AR S 550 8 i R
Gio AE18 i A WR AR D RE 4z, H OB AT B
Y LSRRI o

B AR SR 3ds max B T H 3047 5 5%
FERL, 5 H A OSGExp #i 1K 3ds max K 4F fii i (1)
3ds #% 2 37 5 DR 56 sl OSG BT 25K 19 K dle
SCIFHS S SRR AR OSG gt 4T S 5 20 ) 3l 5
Bt 28 BB P 5 T A ) Rl 9 A T 25

E b B uRy 1] 3 I RS PS

1£3ds maxH 58 AR
TRER R I 3

| B H Gdsik R —ivekg =) I_[ fHOSGExpifi

ISk =50

—  #rosGHhsEAk

AL BRI

fnie voelll

K1 REEmssd i

Fig. 1 System implementation process
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Fig. 2 Scene and the bounding volume hierarchy
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Fig. 3 On both the direction of the collision detection
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Fig. 4  Flowchart of collision treatment
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Fig. 5 Effect screenshots
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