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Realistic Terrain Rendering based on GPU
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struct TriTreeNode

TriTreeNode = left_child //
TriTreeNode = right_child //

TriTreeNode * base_neighbor //
TriTreeNode  left_neighbor //
TriTreeNode  right_neighbor //
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OpenGL GPU
GPU CPU

nVidia Geforce FX 5200 GPU
521M CPU Intel Celeron 2. 0GHz
Microsoft Visual Studio 2005  WinXP
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