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Generation of Stereo Map with High Scene of Reality

Zhao Shaoping
( The First Institute of the Second Ariillery, Beijing 100085)
Gao Shihai, Qi Shiju
(The Second Artillery Engineering College, Xi’ an 710025)

Abstract In this paper, the fundamental work mechanism of OpenGL is introduced firstly, and then the principle and course of generating stereo map
with high scene of reality are discussed in detail under the platform of Windows 95 + OpenGL + Visual C + +5.0. The fact shows that it is prompt to develop
stereo map with this method, and the real display effect is improved very much.
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