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Design and Implementation of Multi Level Terrain Editing Tool

Abstract

Abstract: 3D terrain is an indispensable scene element in computer games, virtual simulation, geographic
information and other applications. Realistic digital terrain plays an important role in enhancing the reality
of virtual scene and the immersion of users. Based on the in-depth analysis of terrain features and user
modeling requirements, a multi-level terrain editing mode is constructed. In the mode, the terrain editing
behavior can be expanded from three levels of point, line and face. Each level has a specific operation
target and corresponding editing tools. A multi-level and comprehensive terrain editing tool set composed
of point tool, curve tool and brush tool is constructed. It provides users with an intuitive, flexible,
systematic and comprehensive means of terrain editing.
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Abstract: 3D terrain is an indispensable scene element in computer games, virtual simulation, geographic
information and other applications. Realistic digital terrain plays an important role in enhancing the reality
of virtual scene and the immersion of users. Based on the in-depth analysis of terrain features and user
modeling requirements, a multi-level terrain editing mode is constructed. In the mode, the terrain editing
behavior can be expanded from three levels of point, line and face. Each level has a specific operation
target and corresponding editing tools. A multi-level and comprehensive terrain editing tool set composed
of point tool, curve tool and brush tool is constructed. It provides users with an intuitive, flexible,
systematic and comprehensive means of terrain editing.
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Fig. 16 Topographic effect map created by hnaidi et al Fig. 17 Terrain created by point tool and sample brush tool
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Fig. 18 Complex terrain generated by editing tool in this paper
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