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Fig. 5 Shadow rendering effect after multiplying perlin noise
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Real-Time Virtual Game Oriented Real-Effect
Grassland Rendering with GPU

CHEN Barsheng, ZHOU Xie, CHEN Duan-shen

(College of Computer Science and Technology, Huagiao University, Quanzhou 362021, China)

Abstract: A grassland rendering method for augmenting the realistic effects of visual scenes in 3D games was presented
based on the prerequisite of real-time requirement of visual games. It abstracted the grassland as a uniform and continuous
transparent body, and a simplified lay ered rendering algorithm was proposed. T aking the pow erful supporting function of
the graphic processing units, the self-shadow effect of the grass was simulated efficiently by calculating the optical energy
attenuation w hich passing through the grass. Moreover, Perlin noise were multiplied to represented the disperse shadow
resulting from interlaced grass, which augmented the render effects greatly. Results show that the method renders the
grass shadow at very low costs, and generates large-scale grassland with realistic effects at reaktime.

Keywords: virtual game; rendering algorithm; grass shadow; Perlin noise



