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#! /usr/sgitcl/PSI/bin/psish G, 124

# Copyright 1997 by Paradigm Simulation, Inc. —— ALL RIGHTS RESERVED
# $1d: orthocamera.tcly 1.7 1998/03/21 00:05:54 mew Exp $

il daasaasaaaiisiaiidasaasa i saaaiasanaiaii

il
I README

LA LA LLL AL
ﬁﬁ##########################################################

# WHAT IS IT?
i

# orthocamera captures orthographic images of terrain, thus creating
# Splot, a “‘geospecific imagery” of the synthetic environment.

HOW DO [ RUN [77

usage: orthocamera [switches]

e S T S SHe SHe

# See usage below for switch definitions.
# Some switches are mandatory; you must provide
# — an Application Definition File (ADF) filename

# — a Raster Tiled Dataset (RTD) filename
# — an observer Z value, which must prevent clipping by the near/far

planes.

i

f

I WHAT ELSE DO 1 NEED TO KNOW?

i

# orthocamera expects the ADF to:

i

# 1) Specify the objects & scene.

# 2) Define an observer (with attached sensor if necessary).

# 3) Define a window with the desired X visual.

# 4) Specify a channel which fills the window, with appropriate near/far
values.

# 9) Turn off lighting, fog, and any other effects which may cause
# undesired visual artifacts in the captured imagery.

# 6) Specify LOD scale which ensures desired detail will be visible.
# At runtime:

i

10 FIG. 128
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FIG. 128
FROM FIG. 12A

@/@
Window O will be sized to RTD's TileNumSamples.

Channel 0 will be set to ORTHO mode, and sized to RID'S Tilebxtent.
If SV & ClipMap enabled, fix the clipmap’s gstate table.

Observer O will be disconnected from its motion model (if any).

It will move across RTD's active tiles with XYZHPR = X,Y,obsz,0,-

BN RN —

<
&

OTHER NOTES

He S S SHe O e SHe S SHe S

# GL doesn’t render to window pixels that are not wvisible. If
orthocamera

# is iconified or another window placed on top, images can be corrupted.

# Use the “pause” button to interrupt image grabbing while shuftling
windows.

# orthocamera automatically pauses if the window is iconified.

FIG. 134

m############################################################

# Procedure definitions
MR A
MR 1

i

# print usage clues and exit
proc usage §f |

global argv0
global numframes initframes texmin texmax

outs §§1d: orthocamera.tcly 1.7 1998/03/21 00:05:54 mew Exp $§
puts “usage: $argv0 \[switches\ ]”

puts ‘“\t—adf file.adf : ADF of scene to be splotted”

puts “\t-rtd file.rtd : RTD of splot images to genercate”

puts ‘“\t—obsz z : observer's Z value”

puts ““\t—numframes n : frame delay before every grab ($numframes)”
outs “\t—initframes n : frame delay before first grab ($initframes)”
puts "“\t—texmin n : minimum clip tex level ($texmin) ”

puts “\t—texmax n : maximum clip tex level ($texmax) ”

puts “\t-sv : enable SensorVision”
\=__.—__-=——____—__-__——V__,-——_-_—-——___—-——-—-——-——/

10 FIG. 15B
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FIG. 138

FROM FIG. 13A
—_——
puts *“\t—ladbm : enable vgLADBM”
puts “\t—clipmap : enable vgCMObject”
puts ““\t—subset tminx,tminy,tmaxx,tmaxy : subset of tiles to
iterate”
puts ‘“\t—nearfar near,far : override ADf's near/far clip distance”

exit 1

i

# The Workhorse —— given a tile x/y, render and grab a Splot image.

proc grab_splot § rtd tx ty {
global vg_obs numframes
global obsz obsh obsp obsr
global grabx graby grabw grabh
global grab_paused

qui.percent_complete config —text [format “tile %d,%d” $tx $ty]

# move observer to center of current tile
vatcl setpos $vg_obs \
[$rtd tilecenterx $tx $ty] \

[$rtd tilecentery $tx $ty] \
$obsz $obsh $obsp $obsr

# stay here while paused or iconified

while § $arab_paused | | ![string compare [wm state .] “iconic”] } |
vgSynckrame
vgFrame
update

|

# ensure the window is on top, and draw several frames.

for §set i 0} §$i < $numframes} fincr if ¢
vgSynckrame
vgrrame

raise
update

|
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. - FIG. 144
# save window to an image file
pfPushState
pfBasicState
pfuSavelmage [$rtd tilename $tx $ty] $grabx $graby $grabw $grabh O
pfpopState

E

m###################################################################

# Runtime

FEEEEER Rt et
AR AR R A

i

# set default values for commandline arguments —————————————————

set numframes 5
set initframes 1

set texmin 1

set texmax 1

set sv_enabled O
set ladbm_enabled {

set ¢cmobj_enabled 0

# orient observer's HPR to point straight down.
set obsh 0.0
set obsp —90.0

set obsr 0.0

# scan and validate commandline arguments —————————————

for {set i 0} {$i < $argc} fincr i} §

set arg (lindex $argv §i
switch —glob —— $arg |

“—qdf” § set adfname [lindex $argv [incr i]] §
Y rtd" t set rtdname [lindex $argv [incr i]] §
‘e obgz” § set obsz [index $UF(JV [i“C" ']] ;
“~numframes” t set numframes [lindex $argv [incr i]] 3
‘o imtframes”’ { set initframes [lindex $0r9‘*‘ [incr ']] }
“—texmin”  § set texmin [lindex $argv [incr i]] )
“—texmax”  } set texmax [findex $argv [incr i] )

“—subset”  } set subset llindex $argv [incr i]] 3
L
10 FIG. 14B
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FIG. 148

FROM FIG. 14A
————e e

“—nearfar” § set nearfar [lindex $argv [incr i]]

(¢ '3

—sV { set sv_enabled 1 }
“~ladbm’ 1§ set ladbm_enabled 1 }
“—clipmap” § set cmobj_enabled 1 §
default |

puts “ERROR unrecognized switch \ “$arg\”"”
usage

i

if § ![info exists adfname] } |

puts “ERROR ADF filename (—adf) not specified”
usage

FIG. 15A

if $ 1 [info exists rtdname] §

puts “ERROR RTD filename (-rtd) not specified”
usage

}

if $ 1 [info exists obsz] § i

puts “ERROR observer Z (—obsz) not specified”
usage

i

if § [info exists subset] } |
set numvars [scan $subset “%d, %d, %d, %d” tminx tminy tmaxx tmaxy]
if § $numvars != 4 § }

puts “ERROR subset format must be \‘“tminx,tminy,tmaxx,tmaxy\
usage

}

r3r?

}

puts “$argv0 start (\$Revision: 1.7 §)”

# read the splot RTD ————————- —— e

\—_ﬁv@(
10 FIG. 158




U.S. Patent Sep. 24, 2002 Sheet 15 of 18 US 6,456,288 B1

FIG. 158

FROM FIG. 10A
_ __ hadiiine _
source “/usr/local/tectonics/lib/rtd2.tcl”

rtdNew splotRTD

splotRTD read $rtdname

# create tcltk parent window -———-——-—--—=-————————————————=

tk appname “orthocamera”

# wm overrideredirect . 1 # no window management,

please
win resizable . O O

frame .vq —relief groove -bd 4
pack .vg —padx 5 —pady O —side top

frame .vg.parent \
~width  [splotRTD tilenumsamplesx] \

~height [splotRTD tilenumsamplesy]
pack .vg.parent

frame .qui —relief flat
pack .qui —padx 5 —pady 5 —side bottom

checkbutton .qui.grab_paused —text “Pause” -relief raised

pack .qui.grab_paused —side left
.qui.grab_paused deselect

label .qui.percent_complete —width 15 —anchor e —text “loading...”
pack .gui.percent_complete —side right

update

B INITIALIZE VEGA ————————mm———mmmmmm—mmmmm——m = =

pftcl load
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rFiG. 164
# order of init functions is significant
vglnitSys
f § $sv_enabled §  § svinitSensor |

if § $ladbm_enabled § § vgInitLADBM }
if § $cmobj_enabled § § vgInitCMObj }

# DEFINE VEGA === = — - oo

vgDefineSys $adfname

# post—define ——————————————

# get handles to vega things

set vg_win [vgGetWin 0]

set vg_obs [vgGetObserv 0]

set vg_chn [vgGetChan 0]

if ¢ $cmobj_enabled } § set vg_cmo [vgGetCMObj 0]

# override ADF’s process model to single—threaded.
# (cuz pfuSavelmage must be in DRAW, and vgTcl isn't MP—safe yet. )
vgProp [vgGetSys] VGSYS_MPMODE VGSYS_MPO

# override ADF’s window definition
vgProp $vg_win VGWIN_WININPUT O

# override ADF’s channel definition
vgProp $vg_chn VGCHAN_FRUSTUM VGCHAN_ORTHO
set tex [splotRTD tileextentx]
set tey [splotRTD tileextenty]
vgChanFrust $vg_chn \
lexpr —$tex / 2.0] [expr $tex / 2.0] \
lexpr —$tey / 2.0] [expr $tey / 2.0]
if $[info exists nearfar]} §
set numvars [scan $nearfar “%d, %d” near far]
if § $numvars != 2 }
puts “ERROR nearfar format must be \‘near,far\""”
usage

§
vgChanNearFar $vg_chn $near $far

i

‘mvm
10 FIG. 16B
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FIG. 1685

FROM FIG. 16A
== ————— . —————————————

# override ADF’s observer definition
vgProp $vg_obs VGOBS_TETHERSTATE VGOBS_STATIC

i CONFIG VEGA ——————————————————— S

# embed vega window in tk frame widget
vaProp [vaGetSys] VGSYS_APPINPUT VG_TRUE
vgConfigSys

vgtcl reparent .vg.parent $vg_win
vqgConfigVeqa

Il post—config ————————

if § $cmobj_enabled }
vgProp $vg_cmo VGCMOBJ_MIN_TEX_LEVEL $texmin
vgProp $vg_cmo VGCMOBJ_MAX_TEX_LEVEL $texmax

; riG. 174

# finish substituting cliptexture into SV's indexed geostate table

if § $sv_enabled && $cmobj_enabled | |
vgSyncFrame
vgFrame

_vgtcl_FixIRChanGStateTable $vg_chn $vg_cmo

}

# initial frame delay to allow app startup to stabilize.
for §set i 0} {$i < $initframes} fincr i} |
update

vgSyncrrame
vgFrame

i

—_————— e/
10 FIG. 1/B
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FiIG. 178

FROM FIG. 1/A
,———_;/L-__—

# define screen area to be grabbed
set grabx 0
set graby 0
set grabw [SplotRTD tilenumsamplesx]
set grabh [splotRTD tilenumsamplesy]

# main render loop ————————————————- e

set numimages 0
if § [info exists subset] § §

# grab a subset of splot tiles
for §set ty $tminy} Bty <= $tmaxy} sincr ty}
for §set tx $tminx} $$tx <= $tmaxxi jincr tx§

grab_splot splotRTD $tx $ty
INCr nuUMiMages

E
}

{ else §

# grab “all” tiles (as defined by statemap)
splotRTD foreachtile tx ty §

grab_splot $_this $tx Pty
INCr NUMIMAQes

i
i

# print stats and ext --------------- - - - - - - - - -~ -~ -~ ————————

puts “argv() complete. $numimages images grabbed

exit O

#EOF
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METHOD AND APPARATUS FOR BUILDING
A REAL TIME GRAPHIC SCENE DATABASE
HAVING INCREASED RESOLUTION AND
IMPROVED RENDERING SPEED

A portion of the disclosure of this patent document
contains material which 1s subject to copyright protection.
The owner has no objection to the facsimile reproduction by
anyone of the patent document or the patent disclosure, as it
appears 1n the Patent and Trademark Office patent file or
records, but otherwise reserves all copyright rights whatso-
ever.

FIELD OF THE INVENTION

The present invention relates generally to the field of
computer graphics and specifically to the field of creating a
database with 1mproved performance and resolution for
large areas rendered 1n real time. The present invention
presents a method and apparatus for creating a database that
enhances the resolution of a scene and renders more effi-
ciently in real time.

BACKGROUND OF THE INVENTION

Typical graphics rendering systems utilize a geotypical
texture database, wherein geotypical textures are stored in
memory and utilized to fill in textures for every occurrence
of a particular texture, for example a cornfield. The geo-
typical cornfield texture 1s held 1n memory and used repeat-
edly on every polygon that represents a small section of the
cornfield. Typically, there are many corn field texture poly-
ogons requiring the geotypical cornfield texture to be used
thousands of times 1n a scene containing cornfields. Thus,
such a geotypical database would use a laree number of
polygons to represent the surface of the earth.

Real time rendering requires that each polygon undergo a
mathematical transformation, a matrix multiplication within
cach display frame to map each polygon from world coor-
dinates to display coordinates. Typical graphics rendering
systems have limited processing power to render a large
number of polygons in real time, thus the presence of the
polygons slows down system performance during real time
rendering. Thus, there 1s a need for a method and apparatus
that reduces the number of polygons that must be processed
in real time rendering.

Current rendering systems can display large geospeciiic
images, however, resolution of those graphics rendering
systems 1s limited to the resolution of the source 1magery.
Thus, there 1s a need for a method and apparatus that enables
enhancement of rendered 1magery beyond the resolution of
the source 1imagery.

There 1s also a shortage of high-resolution imagery data
coverage worldwide. In many cases only low-resolution
imagery 1s available and 1 some cases no 1magery 1s
available. Thus, there 1s a need for a method and apparatus
that enables the creation of real time scenery in areas where
there 1s no source 1magery available.

SUMMARY OF THE INVENTION

The present invention provides a method and apparatus
for building a database off-line that can be used to efficiently
render a scene 1n real time. The present mvention enables
creation of a database comprised of high-resolution models
incorporated into lower-resolution source imagery. The
present 1nvention renders and captures an orthographic
projection of a scene and stores 1t as a pixel representation
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of the rendered 1magery and the models. The pixel repre-
sentation 1s stored 1n a database for rendering in real time.
The resulting database can be rendered more efficiently in
real time than databases built using previously known tech-
niques.

The database provides improved resolution and improved
rendering performance. Scene resolution 1s enhanced by
substituting 1mages of high-resolution geotypical textures
and models in place of lower-resolution source imagery. The
present invention builds a database generated from an ortho-
cgraphic rendering of a enhanced scene wherein 1images of
high-resolution models (SPLOT models) have been inserted
into lower-resolution source imagery. The rendered repre-
sentation of the scene 1s stored 1n a database for rendering in
real time.

The present invention builds a database containing high-
resolution pixel representations and lower-resolution
polygonal representations, thereby enabling switching
between the pixel representation for two-dimensional ren-
dering and the polygonal representation of a feature for three
dimensional rendering 1n a scene. The present mvention
ogenerates a database that enables efficient rendering in real
time.

The present invention removes excess polygons from
culture to speed up the real time rendering process. A visual
database generally includes polygons that represent the
undulating surface of the terrain, plus additional polygons
that represent cultural features on the terrain. The present
invention reduces the polygons that represent cultural fea-
tures by replacing them with textures derived from said
polygons. For example, a database may contain polygons
with a geotypical cornfield texture, said polygons coplanar
with the polygons representing the terrain surface; and other
polygons with a geotypical runway texture, said polygons
also coplanar with the terrain surface; and other polygons
that represent paint markings on said runway, coplanar with
the runway polygons; and polygons used to represent three-
dimensional features (for example, buildings) on the terrain.
All such cultural polygons may be replaced by a single large
texture applied to the terrain surface polygons, said texture
derived from the polygons representing the cornficlds, the
runways with its surface markings, and the buildings. Said
texture may be considered as pseudo-geospecific. inasmuch
as 1t appears very similar to high-resolution 1magery, were
such 1magery available.

The present invention provides a method and apparatus
that enables construction of a database having fewer poly-
oons to enable higher performance rendering in real time.
The present mnvention also enables creation of synthetic
high-resolution 1imagery where no source 1magery 1s avail-
able. The present invention also provides an apparatus and
method for enhancing the resolution of a representation of
SOUrce 1magery.

The present invention renders a polygonal representation
of a scene (geometry and texture) containing high-resolution
models, as an orthographic projection and then captures a
pixel representation of an orthographic projection of the
scene. The orthographic pixel textures are combined 1nto a
composite texture. The resulting composite texture is then
draped over the surface contour. The composite texture can
be rendered rapidly because the bulk of the cultural features
have been transformed from a polygonal representation to a
texture representation. The 1nitial underlying polygons, rep-
resenting the culture which slow down real time rendering,
are no longer a part of the scene. The present invention also
removes two-dimensional coplanar polygons. Thus, the
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present mvention enables rendering a scene with a fraction
of the polygons utilized in typical graphical rendering sys-
tems. The present 1nvention provides essentially the same
scene content with an order of magnitude reduction in the
number of polygons, an increase 1n resolution and additional
coverage 1n areas where source imagery 1s unavailable.

Resolution 1s effectively increased 1n selected target areas.
For example, 1in a five-meter resolution source 1image, the
present 1mvention enables an operator to mark, locate and
digitize features such as roads buildings and fields that
appear 1n the 1image. For example, a road 1n a five-meter
resolution 1mage may be visible but not as sharp as desired.
The present invention provides a method and apparatus for
sharpening the presentation of the road in the image. The
present invention provides a method and apparatus for
creating models comprised of polygons and high-resolution
textures to replace or create the features 1n an 1image, thereby
increasing the overall imagery resolution.

The present invention enables replacement of original
features with sharper, higher-resolution models. The same
process can be used to create and add features such as
parking lots, buildings and fields that may or may not appear
in the source imagery. The resulting intermediate 1mage
comprises a combination of the five-meter resolution source
imagery and the higher-resolution models. The combination
yields an image with higher resolution than the original
five-meter source imagery.

The present invention renders an orthographic projection
of the scene including the models at higher resolution than
the source 1magery. For example, a one-meter resolution
orthographic projection rendering 1s performed for a five-
meter resolution source 1magery scene containing sub-meter
resolution model textures. Thus, the one-meter orthographic
projection effectively under samples the sub-meter resolu-
fion model texture and over samples the five-meter texture
surrounding the model. Thus, the orthographic projection
provides higher resolution in the target area comprising the
models and 1s sharper than the original 1mage in the target
arca. Moreover, the higher-resolution imagery correlates
well with the original imagery so that the enhanced 1mage
looks like the scene in the original image. The resulting
synthetic 1magery also correlates well with the high-
resolution polygon scene.

The present mmvention enables an operator to select fea-
tures 1n the source 1magery for digitization and replacement
with high-resolution models or he may chose to add high-
resolution models for features that do not appear 1n the
source 1magery. The orthographic rendering i1s preferably
performed by Vega, which 1s available from Paradigm
Simulation, Inc., Dallas, Tex. and runs on the Onyx2 com-
puter system shown i1n FIG. 1. There are a plurality of
commercilally available graphics rendering tools and hard-
ware platforms that can be used to generate an orthographic
projection of a scene.

Feature addition 1s useful when source 1magery 1s lacking.
Five-meter satellite 1magery 1s scarce and when available
may be classified. Moreover, there are gaps 1n coverage
where no 1magery 1s available. Satellite 1magery also pre-
sents cloud coverage problems when clouds obscure por-
tions of the imagery. Additionally, satellite imagery 1s often
taken at different times of year so adjacent shots do not
match and do not create a coherent mosaic, for example,
summer 1n one section and snow covered 1n winter in
another section so adjacent sections do not match. Thus,
satellite 1magery, even if available, 1s problematic. The
present 1nvention enables scene generation without any
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source 1magery. The present invention enables generation of
a scene from maps of surface contours and features without
actual source 1magery.

Correlation of source 1magery can be problematic. Often
database 1magery 1s created from different sources. Often-
times feature location data and source 1magery does not
correlate well. The present invention creates a database that
generates 1magery that does correlate well because 1t gen-
crates enhanced-resolution features by referencing source
imagery pixels.

The present mnvention enables an operator or an artificially
intelligent feature recognition process to recognize and
digitize features from various sources, including topographi-
cal maps. The present mvention enables input of features
from such sources. For example, topographic maps may
illustrate trails, which divide small areas into different types
of fields. The present mnvention enables an operator to use
commerclally available tools to digitize these fields and
arbitrarily assign geotypical textures to each field. The
present invention enables an operator to locate and draw or
digitize features such as primary, secondary and tertiary
roads. High-resolution models are substituted for selected
features so that primary roads are replaced with a geotypical
model of a superhighway, secondary roads are replaced with
a two lane highway model, and tertiary roads are replaced
with a dirt road model.

The present invention enables creation of a geospecific
database based on feature location data from a map of
features, without using source imagery. Such a database
enables generation of a real time database, which for
example, can be used 1n a flight simulator to train a pilot to
fly over and become familiar with a geographic areca for
which source imagery 1s not available. The present invention
enables creation of 1imagery scene data that correlates well
with actual source imagery. The synthesized scene database
can be created without source imagery and looks realistic. A
pilot trained on such a database would recognize the actual
physical terrain, even though the database was created
without source imagery.

Orthographic projection 1s well known graphic rendering
technique for graphic rendering tools such as Vega. The
present 1vention creates a composite texture database by
systematically stepping over the orthographic projection of
a scene and capturing a pixel representation, section by
section. The present invention captures a pixel representa-
tion of each section of the orthographic 1mage and places
them altogether 1n one large composite texture pixel repre-
sentation. The composite texture 1s mapped onto the polygo-
nal terrain contour for the scene and placed in the database
for real time rendering.

A preferred embodiment utilizes a Silicon Graphics, Inc.
Performer-compatible clip map data structure for storing the
levels of detail used in rendering an 1mage 1n real time. The
clip map contains all the resolution sets for an 1mage. For
example, for a twenty-five-meter resolution source 1mage,
the clip map would contain the twenty-five-meter resolution
image, and reduced-resolution data sets at fifty meters, one
hundred meters, two hundred meters and so on, at progres-
sively lower resolutions. The present invention propagates
the synthetic 1imagery throughout the lower levels of detail
stored 1n the 1image clip map.

The present invention, for example, builds a one-meter
resolution 1mage 1n the clip map from high-resolution geo-
typical textures and then down samples that 1mage to create
lower-resolution 1mages at two meters, four meters, eight
meters, etc. The present invention continues generation of
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reduced-resolution data sets until 1t has generated and placed
the geotypical texture 1n every resolution level of the clip
map. The present mmvention replaces source 1magery with
enhanced-resolution imagery that includes higher-resolution
models for features of mterest. The enhanced feature model
1s propagated into every level of the clip map for the scene.

Thus, an original twenty-five-meter source 1magery reso-
lution data set contains a one-meter model of a road rather
than the original road that was captured at twenty-five-meter
resolution. Thus, the road now appears sharper than 1t did in
the original source 1imagery. As an observer utilizing the
database moves closer i on a displayed scene and
approaches the enhanced feature, 1t appears at higher and
higher resolution, and there 1s a smooth transition through all
the resolution data sets presented in the clip map. For
example, the one-hundred-meter 1magery blends into the
fifty-meter imagery, which blends into the twenty-five-meter
imagery, because all resolution sets are derived from the
highest-resolution 1mage data.

The present invention enables replacement of a single
feature or an enftire scene with a high-resolution model
embedded 1n source 1magery. The present invention utilizes
Multigen 11 to build geometric models that are then embed-
ded into source 1magery to sharpen, replace or create fea-
tures for inclusion 1n a real time database. The present
invention removes any polygons that are coplanar or insig-
nificant to simplify and reduce the number of polygons used
to represent the geometric model.

For example, to build a scene of the tabletop with a sheet
of paper, cups, and an 1ce bucket, the present mvention
ogenerates a pixel representation of the tabletop with all the
objects on 1t. Individual polygons typically carry the image
texture for the tabletop and each of the objects on the
tabletop. The present invention renders the typical textures
polygons for the objects laying on the table to create a pixel
representation or picture of the tabletop texture with every-
thing on it. The repeating geotypical table texture 1s replaced
with a larger geospecific texture for the enftire tabletop.

Viewing the table top scene at a distance, there 1s no
three-dimensional perspective of the objects on the table top,
thus the present invention does not render the objects on the
table top with all the polygons required for three-
dimensional presentation of the objects. The present inven-
fion renders a two-dimensional pixel representation of the
tabletop that includes the objects on the tabletop. When the
observer perspective closes 1n on a feature, the present
invention switches from the two-dimensional pixel repre-
sentation to a polygonal three-dimensional representation of
the feature so that the rendered feature manifests three-
dimensional relief.

Switching from a two-dimensional pixel representation of
an object to a three-dimensional polygonal representation
also helps to prevent loss of texture sharpness that occurs at
close range when the relative size of the texels representing
a feature become larger than a screen pixel. In order to retain
sharpness in the 1mage the present invention switches to the
three-dimensional polygonal representation of the feature
comprising a geotypical textured model polygonal represen-
tation of the feature. The resulting database enables creation
of an 1mage that renders efficiently 1n real time and corre-
lates well with original source objects.

Prior to the present invention, the typical graphics ren-
dering apparatus or method encountered performance bottle-
necks due to excessive polygon usage i1n texture represen-
tations. Thus, to reduce the number of polygons needed to
render an 1mage 1n real time, the prior graphic rendering
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method and apparatus had to settle for coarser representa-
tions of features using less polygons or fewer features.
Typically, prior methods forced a reduction 1n geometric
complexity to achieve rendering speed. The reduction in
polygons also reduced resolution and information content in
a polygonal representation of an i1mage. For example, a
polygonal representation of a curved road using fewer
polygons had less resolution and would make the road

appear choppy when compared to a polygonal representation
of the same road rendered using more polygons. This trade
off between performance and 1image complexity has been
diminished by the present invention. The present mnvention
instead 1mproves both performance and 1image complexity
while increasing the resolution of a scene rendered using
fewer polygons than the previous typical known methods.

In one aspect of the present invention a method 1s pre-
sented for building a database for real time rendering of a
scene comprising the steps of substituting a high-resolution
polygonal feature model for a feature 1n scene source
imagery: systematically rendering said scene containing said
high-resolution model:

capturing a pixel representation of said rendered scene
containing said high-resolution model; and

storing said pixel representation of said rendered scene
containing said high-resolution model in a database for real
time rendering of said scene. In another aspect of the present
invention a method 1s presented further comprising the step
of systematically rendering an orthographic projection of
said scene containing high resolution models. In another
aspect of the present invention a method 1s presented for
building a database for real time rendering of a scene
comprising a polygonal representation having coplanar
polygons and feature 1dentification codes for polygons com-
prising the steps of substituting a high-resolution polygonal
feature model for a feature 1n scene source 1magery; sys-
tematically rendering said scene containing said high-
resolution model; capturing a pixel representation of said
rendered scene containing said high-resolution model; and
storing said pixel representation of said rendered scene
containing said high-resolution model in a database for real
fime rendering of said scene. In another aspect of the
invention a method 1s presented further comprising the steps
of removing polygons having a particular feature code from
said polygonal representation of scene to create a reduced
polygon representation; and storing said reduced polygonal
representation of said scene 1n a data base for rendering in
recal time. In another aspect of the present invention a
method 1s presented comprising the steps of: removing
coplanar polygons from said polygonal representation of
scene to create a reduced polygon representation; and stor-
ing said reduced polygonal representation of said scene 1n a
data base for rendering 1n real time. In yet another aspect of
the present mvention a method 1s presented further com-
prising systematically rendering an orthographic projection
of said scene containing high resolution models; removing
coplanar polygons from said polygonal representation of
scene to create a reduced polygon representation; removing
polygons having a particular feature code from said polygo-
nal representation of scene to create a reduced polygon
representation and storing said reduced polygonal represen-
tation of said scene in a data base for rendering in real time.

In another aspect of the present invention an apparatus 1s
presented for building a database for real time rendering of
a scene comprising means for substituting a high-resolution
polygonal feature model for a feature 1n scene source
imagery; means for systematically rendering said scene
containing said high-resolution model; means for capturing
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a pi1xel representation of said rendered scene containing said
high-resolution model: and means for storing said pixel
representation of said rendered scene containing said high-
resolution model 1in a database for real time rendering of said
scene. In yet another aspect of the present invention an
apparatus 1s presented further comprising means for system-
atically rendering an orthographic projection of said scene
containing high resolution models. In another aspect of the
present mvention an apparatus 1s presented for building a
database for real time rendering of a scene comprising a
polygonal representation having coplanar polygons and fea-
ture 1dentification codes for polygons comprising: means for
substituting a high-resolution polygonal feature model for a
feature 1n scene source 1magery; means for systematically
rendering said scene containing said high-resolution model;
means for capturing a pixel representation of said rendered
scene containing said high-resolution model; and means for
storing said pixel representation of said rendered scene
containing said high-resolution model in a database for real
time rendering of said scene. In another aspect of the present
an apparatus 1s presented further comprising means for
removing polygons having a particular feature code from
said polygonal representation of scene to create a reduced
polygon representation, and means for storing said reduced
polygonal representation of said scene 1n a data base for
rendering 1n real time. In another aspect of the present an
apparatus 1s presented further comprising means for remov-
ing coplanar polygons from said polygonal representation of
scene to create a reduced polygon representation; and means
for storing said reduced polygonal representation of said
scene 1n a data base for rendering in real time. In another
aspect of the present an apparatus 1s presented further
comprising means for systematically rendering an ortho-

graphic projection of said scene containing high resolution
models.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 1s a block diagram of the Onyx2 computer system
comprising a hardware environment for a preferred embodi-
ment of the present mnvention;

FIG. 2 1s data flow diagram for a process comprising a
preferred embodiment of the present invention.

FIGS. 3A and 3B are data flow diagram for an overview
of a set of processes comprising a preferred embodiment of
the present invention.

FIG. 4 1s data flow diagram for the Feature, Geometry and
Texture Modeling process comprised 1n a preferred embodi-
ment of the present mnvention.

FIG. 5 1s data flow diagram for the Build Contour process
comprised 1n a preferred embodiment of the present 1nven-
fion.

FIG. 6 1s data flow diagram for the Project Culture process
comprised 1n a preferred embodiment of the present inven-
tion.

FIG. 7 1s data flow diagram for the Build Structure
process comprised 1n a preferred embodiment of the present
invention.

FIG. 8 1s data flow diagram for the Make Color SPLOT
Texture process comprised 1n a preferred embodiment of the
present mvention.

FIG. 9 1s a data flow diagram for the Make Radiance
SPLOT Texture process comprised 1n a preferred embodi-
ment of the present mnvention.

FIG. 10 1s a data flow diagram for the Build Lower Levels
of Detail process comprised in a preferred embodiment of
the present invention.
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FIG. 11 1s a data flow diagram for the Ortho Camera
process comprised 1n a preferred embodiment of the present
invention.

FIGS. 12-17 comprise a source code listing for process
Make SPLOT Texture which captures orthographic images
of terrain creating a geospecific 1magery of a synthetic
environment.

DETAILED DESCRIPTION OF A PREFERRED
EMBODIMENT

The following 1s a detailed description of a preferred
embodiment of the method and apparatus of the present
invention. Turning now to FIG. 1, a preferred embodiment
of the hardware rendering means for the present invention 1s
illustrated. The present invention renders 1imagery off line
and 1n real time utilizing commercially available Performer
running on the Onyx2 Infinite Reality (hereinafter Onyx2)
computer system, both of which are manufactured and
distributed by Silicon Graphics. Inc., Mountain View, Calif.

The Onyx2 computer system comprises basic building
blocks comprising, as shown in FIG. 1, processor 18,
secondary cache 14, processor 16, sccondary cache 15, main
memory 19, directory memory 12, address controller 13 and
Hub ASIC 17 that connects the processors, main memory
and 1ts associlated directory memory, through a dedicated
router port, and the Input/Output subsystem. The native
oraphics programming interface for Onyx2 i1s OpenGL.
OpenGL 1s designed to be independent of operating systems
and window systems, and 1s supported on virtually all
workstations and personal computers available 1n the indus-
try today. The Silicon Graphics Onyx2 hardware and asso-
clated software are described in the Onyx2 Technical
Report, October 1996, published by Silicon Graphics and
hereby incorporated by reference.

Turning now to FIG. 2, a process comprising a preferred
embodiment of the present invention 1s presented. In a
preferred embodiment of the present invention the means for
Building a Geometric Computer Model 25 comprises Mul-
tigen If, a software apparatus available from Multigen, Inc.,
San Jose, Calif. Multigen If comprises software that
executes 1n conjunction with a processor, memory, and
inputs means as shown in FIG. 1. In a preferred
embodiment, process Build Geometric Computer Model
inputs Geometric Models 26 (three-dimensional polygonal
representations of houses, trees, etc.), Geotypical Textures
21 (which are mapped onto the models), Digital Elevation
Data 22 (representing contour of the terrain), Vector Feature
23 data (representing locations and types of features) and
Source Imagery 24 data.

In a preferred embodiment, source 1magery 1s processed
so that selected cultural features are digitized to become
vector feature data representations. The present invention
replaces the vector feature data with high-resolution three-
dimensional polygonal models containing geotypical tex-
tures. These polygonal models and textures are embedded
within the source imagery that 1s imported along with the
assoclated Digital Terrain Elevation Data 22 to the process
Build Geometric Computer Model 25.

Process Build Geometric Computer Model 25 generates
and outputs High Level of Detall Geometric Model
(“Terrain Database™) 28 data and SPLOT Models 29 data.
High Level of Detail Geometric Model data 28 1s passed to
process Build Lower Levels of Detail 31. Process Build
Lower Levels of Detail 31 simplifies High Level of Detail
Geometric Model 28 by removing coplanar and msignificant
polygons and outputs Simplified Geometric Model 33 data.
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In a preferred embodiment the means for Building Lower
Levels of Detail 31 and means for Simplifying the Geomet-
ric Model 33 comprise the hardware and software apparatus
shown 1n FIG. 1 implementing the steps comprising process
Build Lower Levels of Detail 31. Process Build Background
Image Texture 27 imputs Imagery 24 data products, joins
them together forming a mosaic, and reformats the 1magery
for rendering. Process Build Background Image Texture 27
generates and outputs Image Based Texture 30 data.

The High Level of Detall Geometric Model 28 data,
SPLOT Models 29 data and Image Based Texture 30 are
input to the process Systematically Render Computer Model
32 that renders a computer model comprised of SPLOT
Models 29 data, High Level of Detail Geometric Models 28
data and Image-Based Texture 30 data. Process Systemati-
cally Render the Computer Model 32 renders a computer
model utilizing an orthographic projection into a matrix of
synthetic texture and 1imagery tiles.

In a preferred embodiment, means for Systematically
Rendering the Computer Model using an orthographic pro-
jection 1nto a matrix of synthetic texture/imagery tiles 32
comprises process Make Color SPLOT Texture 47, Make
Radiance SPLOT Texture 71, and process Ortho Camera 39,
implemented on an Onyx2 computer system, as shown 1n
FIG. 1. Thus the present invention utilizes 1imagery and
geometric models and produces Synthetic Texture 34 data.
Process Render Scene 35 receives inputs Simplified Geo-
metric Model 33 data. High Level of Detall Geometric
Model 28 data and Synthetic Texture 34 data. In a preferred
embodiment, the means for performing Render Scene 35
comprises the commercially available Vega, manufactured
and distributed by Paradigm Simulation, Inc., Dallas, Tex.

Vega comprises a software environment that runs on top
of Performer on the Onyx2 computer system shown 1n FIG.
1. There are a number of tools available to render a scene
using the database comprising Simplified Geometric Model
33 data, High Level of Detail Geometric Model 28 data and
Synthetic Texture 34 data as generated by the present
invention. The present invention provides a method and
apparatus for building a simplified geometric model that
resembles a two-dimensional version of the highest level of
detail of the integrated source models, elevation, features
and 1magery.

Turning now to FIGS. 3A and 3B, the process shown in
FIG. 2 1s broken down 1nto more specific processes provid-
ing a detailed specific example of the present invention. The
components of the process shown 1n FIG. 2 map onto FIG.
3 processes. Process component Build Geometric Computer
Model 25, which builds a high level of detail model, is
broken down 1nto four processes as shown i FIG. 3. Process
Feature Geometry and Texture Modeling 40 receives inputs
source DFAD (digital feature analysis data) 48, Source Maps
49 data and five-meter Color Imagery 56 data. DFEAD
comprises digital vector data, wherein features are described
in terms of lines, points and polygons, for example, a line
representing a road. The Feature Geometry and Texture
Modeling process 40 uses the Source DFAD 48 data and
Source Maps 49 data to generate Models and Textures S0
data, FLOP commands 51, processed DFAD 52 and SPLOT
Models and Textures 53 data. The FLOP commands 52,
Models and Textures 50 and processed DFAD are output by
process Feature Geometry and Texture Modeling 40.

Process Project Culture 42 inputs the FLOP commands 51
vector data (which describes the locations of features,
including roads, lakes, buildings, etc.) and converts the
vector data mnto three-dimensional geometry, a process well
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known 1n the art. The processed DFAD 52 data 1s used by the
Project Culture 42 process, implemented 1n a preferred
embodiment by the Multigen 11 tool. Models and Textures
50 data are the instances of features that are projected. For
example, a FLOP command describes models and locations
of models, which enables the Project Culture 42 process to
add models to the database at specified locations.

Process Build Contour 41 inputs source Digital Terrain
Elevation Data (DTED) 47 and builds Base Contour Geom-
etry 54. Base Contour Geometry 54, 1n a complex database
1s divided into a plurality of sections and levels of detail
regarding the terrain surface. The Feature Geometry and
Texture Modeling process outputs are added to the highest
level of detail for the image.

Process Build Lower Levels of Detail 31 removes copla-
nar and insignificant polygons from the highest level of
detail to produce lower levels of detail. Thus, process Build
Lower Levels of Detail 31 maps onto Build Geometric
Computer Model 25 and Build lower Levels of Detail 31 of
the process shown in FIG. 2. A preferred means for com-
prises process Building Lower Levels of Detail implemented
on the Onyx2 computer system shown in FIG. 1. Process

Build Lower Level of Detail 1s illustrated in FIG. 11.

Process Build Structure 43 1s another process comprised
in Build Geometric Computer Model 25. The Build Struc-
ture 43 process divides a scene geometry or contour data-
base 1nto a grid. Sections of the grid form aggregations
referred to as contour tiles and contour regions. These
aggregations make the contour data easier to manage by a
rendering system. Contour tiles represent a plurality of
gecometry polygon files 1n the database. Contour regions
reference a plurality of contour tiles. For example, there may
be approximately three hundred contour regions referenced
that represent and bind together approximately ten thousand
underlying polygon files 1n a database.

Vega utilizes the contour regions to render a scene.
Process Build Structure 43 generates Compiled Geometry
62 or contour regions that have been reformatted for rapid
loading and rendering by process Render with Vega 385.
Process Build Structure 43 also generates a Vega Applica-
tion Definition File (ADF) 65 that contains information to
direct process Render with Vega 35 regarding which data-
base portions to load for rendering.

Process Render with Vega 35 imnputs Vega Regions 66 and
Vega Clip Objects 67 and 68. The clip objects associate
database portions or files 1n the database with a particular
image. The ADF file defines the regions and clip objects.
Vega associates files 1n the database with an 1image. The clip
objects 1indicate which files use particular source 1magery or
SPLOT 1magery. Thus Vega utilizes the Vega regions and
Vega Clip objects to render an image 1n real-time.

Process Build Background Image Texture 27 comprises
process Build Color Imagery Texture 45 and Build Radiance
Imagery Texture 46. Process Build Color Imagery Texture
45, for example, may receive high- and low-resolution
imagery 1nputs of five-meter Color Imagery 56 and forty-
meter Color Imagery 57. Process Build Color Imagery
Texture 45 1ntegrates the five-meter Color Imagery 56 data
and forty-meter Color Imagery §7 data, builds a Clip stack
and outputs Color Image Texture 60 data. The Color Image
Texture 60 data comprises an aggregation of five-meter
Color Imagery 56 and forty-meter Color Imagery 57. Color
Image Texture 60 data output comprises a composite 1image
made up of five-meter and forty-meter imagery data.

In a preferred embodiment of the present invention,
five-meter and thirty-meter image data are provided from
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satellite 1magery. Satellite 1magery transtorms the physical
carth mto film or an electronic representation. The present
invention transforms the film or electronic representation of
the physical earth 1nto a real time database and renders the
representation in real time. In a preferred embodiment of the
present invention the thirty-meter data 1s used to fill in gaps
that may occur in the five-meter 1magery data coverage,
since thirty-meter resolution imagery data 1s available 1n a
much broader geographic area than five-meter imagery data.

In a preferred embodiment of the present invention,
process Build Color Imagery Texture 45 builds a clip stack.
A clip stack 1s a multi-resolution data structure comprising,
the resolution sets necessary for rendering an image. The
clip stack 1s a data structure compatible with the Onyx2
computer system shown 1n FIG. 1. The clip stack contains a
copy of i1magery data at low resolution, and a copy at
successively higher resolutions. In a preferred embodiment,
high-resolution and low-resolution 1magery, for example,
the present invention builds nineteen resolution levels for an
image, for example, input source 1magery may be input at
five-meter and forty-meter resolution. In a preferred
embodiment, for example, the forty-meter 1imagery data 1s
stored 1n resolution level five and the five-meter 1magery
data 1s stored 1n resolution level two. The present mnvention
produces resolution level one, which 1s higher resolution
than the original source 1magery data.

A similar processing path 1s utilized to create resolution
sets for reflectance or radiance data. Build Reflectance
Imagery Texture 46 inputs five-meter Reflectance Imagery
58 data and thirty-meter Reflectance Imagery 59 data to
produce Reflectance Image Texture 61 data comprising the
resolution sets for Reflectance or infrared data.

Process Systematically render the computer model using,
an orthographic projection 1nto a matrix of synthetic texture
and 1magery files, which 1s labeled n FIG. 3 as Make

SPLOT Texture 32 comprises processes Ortho Camera 39,
Make Color SPLOT Texture 47 and process Make Radiance

SPLOT Texture 71. Process Make Color SPLOT Texture 47
inputs Color Image Texture 60 data, Compiled Geometry 62
data (contour region files) and SPLOT Models and Textures
53 (alternate feature representations, for example, shadows
in place of trees, higher-resolution detailed models 1n place
of simple models used in real time rendering).

Process Make SPLOT Texture 32 mputs SPLOT Models

and Textures, combines these models and textures as alter-
native representations of features with source 1magery data
and passes all mputs to Process Ortho Camera 39 for
rendering as an i1mage. Process Make SPLOT Texture 32
processes the rendered image, generates and outputs the
Color SPLOT texture 63 data. The Color SPLOT Texture 63
data 1s 1 the same format as Color Image Texture data, but
additionally includes higher-resolution SPLOT models. The
Color SPLOT Texture 63 data 1s a pixel representation or
image of an orthographic projection or rendering of the
polygonal scene which may include source imagery, feature
polygons, and high-resolution SPLOT models. FIGS. 12-17
comprise a source code listing for process Make SPLOT
Texture 32 which captures orthographic 1images of terrain
creating a geospecific imagery of a synthetic environment.

Process Render with Vega 35 mputs Vega Clip Objects 67
from Color SPLOT Texture 63 and Vega Clip Object 68 data

from Radiance SPLOT Texture 64 and Vega Regions 66
from Compiled Geometry 62 data. Process Render with
Vega 35 utilizes these 1inputs to render the scene that has now
been processed to add in the higher-resolution SPLOT
texture. The present invention substitutes simplified polygo-
nal models are for real time rendering.
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Turning now to FIG. 4, process Feature, Geometry and
Texture Modeling 40 takes in source DFAD 48 and Extracts
Feature Codes 80 and builds a Feature Code Database 81.
DFAD comprises linear features (for example, roads), arial
features (for example, lakes), and point features (for
example, buildings). The Feature Code Database is a list of
feature codes and descriptive information regarding the
feature data. The process determines the contents of the data,
for example, whether or not it contains roads, trees,
buildings, etc. Data content 1s determined by extracting and
examining the feature codes. The source DFAD 48 1s also
imported to Arc/Info 82 and placed into the Feature Data-
base 83. Culture can be removed based on feature code.

The present invention enables five-meter Imagery 84
Registration and Digitization 86. The present invention also
enables Maps 85 Registration and Digitization 87. Vector
feature data from the Feature Database 83 1s displayed on a
display screen along with satellite 1magery for comparison
and alignment. Road vectors, for example are aligned to
correlate or align with the actual roads they represent in
source 1magery. Also, as provided by the present invention,
features that are visible 1n the five-meter Imagery 84 or
Maps 85 but are not present in DEAD are added by drawing
in and digitizing features, creating vector data out of 1mag-
ery and map data by drawing features digitally. Adding
features enables enhanced population of the feature data-
base.

Process Align Features/Edit/Fix 89 edits, corrects and
registers the Feature Database 83 with source 1imagery, after
which, vector data representing features better correlates
with the feature locations 1n the 1magery. DFAD 1s exported

102 to Processed DFAD 91 and FLOP Commands are
exported 103 to Flop Commands 90. Process Texture Mod-
cling 92 1nputs Photographs 93 or pictures of models and
edits them to generate Typical Textures 94. Typical Textures
94 are output to Process Geometry Modeling 95. In a
preferred embodiment, a polygon editor Multigen If 1s
provided to generate geometric Models 96 comprising poly-
oons and textures.

Model dimensions 97 are extracted and placed in Model
Statistics 98. Model Statistics 98 are used to Integrate and
Update 99 the Feature Code Database 81 that 1s used to align
features properly. For example, 1f a house model 1s located
next to a road, the house model may be too big, so that the
house model would overlap the road. Thus, a discrepancy
report 105 for model improvement 1s created and sent to
process Geometry Modeling to correct the misalignment by
using a smaller house model that does not overlap the road.
This process ensures that features do not overlap on the final
scene database.

Turning now to FIG. 5, Process Build Contour 41 inputs
DTED Cells 110 (cells comprise one degree of latitude and
onc degree of longitude, an approximately sixty miles
square surface area on the earth’s surface) that are refor-
matted to Make DED files 111 for compatibility with Mul-
tigen 11 and stored in one degree Digital Elevation Models
112. The DED files use Make Ded Big File 113 to merge all
DED files into Database Wide Digital Elevation Model 114.
DTED artifacts, which occur when joining adjacent DTED
cells, are filtered out 115 and placed 1 the Database Wide
Digital Elevation Model 116. Commercial Tools such as
Multigen 11 are means provided by the present invention to
Build Geometry (sample elevation data and build geometry
polygons) and Apply Surface Normals 117 (taking the angle
information out of the elevation data using the angle
attribute of the geometry).

Map Clip Texture 119 associates or maps texture onto
contour for every vertex 1n the terrain, with or without data
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present 1n the terrain or texture 1mage. Every polygon vertex
in the terrain receives a texture coordinate. Process Apply
Feature Codes 120 places feature codes on the terrain
resulting in the Base Contour Geometry (highest Level of
Detail) 118. Base Contour Geometry 118 comprises a con-
tour made from digital elevation data with geospeciiic
textures mapped onto it, even though the textures may not
yet exist, their geographic coverage 1s known.

Turning now to FIG. 6, now that the contour 1s built,
process Project Culture 42 mputs the highest level of detail
of the contour. Base Contour Geometry (highest level of
detail) 130 and scales the Base Contour Geometry 130 to
provide a higher-resolution solution for DFAD projection.
Process Project Culture then projects Processed DEAD 52
data using Multigen 11 onto the scaled highest level of detail
contour. Base Contour Geometry 132. The data i1s then
unscaled to form the highest level of detail with Projected
Culture 134. Flop Commands 51 are used to project addi-
tional culture 135 to generate Base Contour Geometry 134
(highest level of detail) as the contour highest level of detail
with additional culture. Process Reap Clip Texture 136
applies photo 1mage texture to the additional photo culture
by remapping the clip texture so that 1t receives texture
coordinates relative to the geospecific 1mage rather than
typical textures.

Process Check and Fix attributes 137 performs quality
control functions on the data, corrects texture paths, corrects
data artifacts, and ensures that all polygons have a feature
identification code. The end product 1s the highest level of
detail contour with additional projected culture. Process
Build lower Levels of Detail 31, shown 1n FIG. 3 creates
lower levels 141 of detail by stripping off the two-
dimensional culture polygons and texture polygons from the
contour highest level of detail, Base Contour Geometry 134.

Turning now to FIG. 7, process Build Structure 43 mputs
Base Contour Geometry (highest level of Detail) 140 local-
1zes 142 the data so that the coordinates for each tile are local
to the center of the tile, instead of all tile coordinates being
relative to one common origin and stores the localized data
in Localized Contour Geometry 144 (highest level of detail).
Process Build Structure 43 inputs Base Contour Geometry
(Lower Levels of Detail) 141 localizes 143 Base Contour

Geometry 141 and stores the localized data in Localized
Contour Geometry (Lower Levels of Detail) 145.

Process Build Structure 43 inputs Clod definition of
Contour 147 data, which 1s the definition of the organization
of all the contour regions, tiles, and geometry files, builds
148 contour tiles 151, builds 149 Contour Regions 152 and
builds 150 Vega Application Definition Files 153. Process
Compile PFB 146 optimizes the regions for processing and
outputs Compiled Geometry 154. Vega accepts the Com-
piled Geometry 154 product for rendering. Vega Application
Definition File (ADF) 153 is the definition of regions as part
of the database used in rendering the 1mage 1n real time. The
Application Definition File (ADF) informs Vega as to which
regions to use when rendering. As shown 1n FIG. 3. Process
Render with Vega 35 uses the Vega ADF 65 and Vega
regions 66, which are the contour regions PFB or Compiled
Geometry 154. The ADF specifies Vega regions data.

Vega Clip Objects 67 and 68 define large textures gener-
ated by process Make SPLOT Texture 47 and Make Radi-
ance SPLOT Texture 32, respectively. Previously the large
texture has been mapped onto the geometry, however, map-
ping occurred before the texture was defined. Thus, in
rendering, Vega uses the previous mapping to combine the
texture (Vega clip objects) with the geometry of the scene.

10

15

20

25

30

35

40

45

50

55

60

65

14

Because the imagery and geometry are joined together late
in the processing path, the present mnvention enables selec-
tion of which 1image to place on the geometry as specified in
the ADF file. Thus, the ADF may specily mapping a color
image, 1nfrared 1mage or no 1mage onto the geometry.

Turning now to FIGS. 10 and 11, process Make Color
SPLOT Texture 47 and process Make Radiance SPLOT
Texture 71 illustrate the present invention generating com-
posite textures and higher-resolution 1magery. As shown 1n
FIG. 8, process Make Color SPLOT Texture 47 inputs
Compiled Geometry 62 comprising Contour Region PFB or
imagery contour, Color Image Texture 60 Resolutions two
through nineteen (comprising formatted source i1magery)
and SPLOT Models and Textures 52 comprising high-
resolution polygonal feature models and textures into pro-
cess Ortho Camera with Vega 162. The present mvention
renders an orthographic projection comprising the Color
Imagery Texture 161, SPLOT Models and Textures 52 and
Compiled Geometry 62 together 1nto a pixel representation
comprising Color SPLOT Texture Resolution One (highest
resolution) 163.

Process Integrate SPLOT 1nto background imagery 164,
inputs Color SPLOT Texture Resolution One 163 and Color
Image Texture Resolutions 2 through 19 and integrates them
to generate Color SPLOT Texture (all resolutions) 165, a
texture 1mage of the rendered scene for resolution levels one
through nineteen, The source code for Make Color SPLOT
Texture 1s 1included 1n the software appendix.

Turning now to FIG. 9, a similar process 1s performed by
process Make Retlectance SPLOT Texture 71. As shown 1n
FIG. 9, process Make Retflectance SPLOT Texture inputs
Compiled Geometry 62 comprising Contour Region PFB or
imagery contour, Reflectance Image Texture 61 resolutions
two through nineteen comprising formatted source radiance
imagery and SPLOT Models and Textures 52 comprising
high-resolution polygonal feature models and textures into
process Ortho Camera with Vega 168. The present invention
renders an orthographic projection comprising the Retflec-
tance Imagery Texture 61, SPLOT Models and Textures 52
and Compiled Geometry 62 together into a pixel represen-
tation comprising Reflectance SPLOT Texture Resolution
One (highest resolution) 169. The present invention utilizes
ceometry and imagery resolution levels two though nineteen
and produces a higher-resolution image, resolution level
one.

Process Integrate SPLOT 1nto background imagery 170,
inputs Reflectance SPLOT Texture olution one 169 and
Reflectance Image Texture Resolutions two through nine-
teen and integrates them generate Reflectance SPLOT Tex-
ture (all resolutions) 171, a texture image containing SPLO
models resolution levels one through nineteen.

Turning now to FIG. 10, process Build Lower Levels of
Detail 31 comprises Remove Polygons Matching A List Of
Feature Codes 36, Remove Coplanar Polygons 37 and
Replace SPLOT models with Runtime Models 38. In a
preferred embodiment, all features and culture have a feature
identification code. Process Remove Polygons Matching a
List of Feature Codes 36 removes polygons based on feature
denfification code. For example, all instances of a corn field
feature, for example, can be removed.

Process Remove Coplanar Polygons 37 removes redun-
dant contour polygons. The present invention preferably
builds a database such that polygons can be identified as
coplanar and can later be removed. Coplanar polygons or
sub-face polygons, which are subordinate to another face or
polygon, do not contribute to the contour and thus are
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removed from the model after rendering and 1maging the
model. The present invention preferably builds a scene as
sub-face polygons, renders and images 1t using Ortho Cam-
era and removes the sub-face polygons to create a reduced
polygon representation. The source code process Remove
Coplanar Polygons 37, Remove Polygons Matching a List of
Feature Codes 36 1s included in the software appendix.

Process Replace SPLOT Models with Runtime Models

places a simplified reduced polygonal model to replace the
high polygon usage detailed SPLOT mode utilized to render
an orthographic projection. An alternative means for Build-
ing Lower Levels of Detail 31 comprises the process imple-

mented on a Multigen 11, available from Multigen, Inc., San
Jose, Calif.

Turning now to figure 11, process Ortho Camera process
Render Scaled Scene 172 uses Vega to render a scene scaled
to a specilied resolution per pixel. A scene can be scaled so

that a 512x512 meter area of coverage 1s displayed within a
512x512 pixels area, thereby generating resolution of one
meter per pixel. Ortho Camera renders and captures 512x
512 pixels at a time. Process Acquire 512x512 Pixels 173
acquires and stores the 512x512 pixel scaled image. Process
Move to Adjacent 512x512 then moves to an adjacent
512x512 pixel areca. This acquisition process 1s repeated
until 1t acquires the entire scene, resulting n Image at
Resolution Specified 175 data that 1s used by Process Make
Color SPLOT Texture 47 and Make Radiance SPLOT
Texture 71. The source code for process Ortho Camera 1s
included in the software appendix.

The foregoing example 1s but one of many 1mplementa-
tions of the present mmvention. The present invention 1s not
limited by the foregoing example, but instead limited by the
following claims and their equivalents.

What 1s claimed 1s:

1. A method for building a database for real time render-
ing of a scene comprising

(a) substituting a high-resolution polygonal feature model

generated from vector feature data as a feature into
three-dimensional scene source 1magery in place of a
lower resolution polygonal representation of the fea-
ture;

(b) systematically rendering a two-dimensional represen-
tation of the three-dimensional scene source 1magery of
step (a) containing the high-resolution model,

(c) capturing a two-dimensional pixel representation of
said rendered scene of step (b)containing said high-
resolution model;

(d) removing the inserted high resolution model from the
scene source 1magery and substituting the lower reso-
lution polygonal representation of the feature into the
source 1magery; and

(e) storing said two-dimensional pixel representation of
said rendered scene containing said high-resolution
model 1 a database for real time rendering of said
scene, wherein the two-dimensional representation of
the scene 1s rendered on a display viewed from a first
observer perspective and the three-dimensional repre-
sentation of the scene 1s rendered on the display con-
taining the lower resolution polygonal feature when the
scene 1s viewed from a second observer perspective
closer than the first observer perspective.

2. The method of claim 1 wherein step (b) comprises
systematically rendering lower resolution data sets of an
orthographic projection of said scene containing high reso-
lution models.

3. A method for building a database for real time render-
ing of a scene comprising a polygonal representation having
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coplanar polygons and feature 1dentification codes for poly-
gons Comprising;

(a) substituting at least one high-resolution polygonal
feature model generated from vector feature data as a
feature 1nto three-dimensional scene source imagery 1n
place of a lower resolution polygonal the feature;

(b) systematically rendering a two-dimensional represen-
tation of the three-dimensional scene source 1imagery of

step (a) containing the high-resolution model;

(c) capturing a two-dimensional pixel representation of
the rendered scene of step (b) containing said high-
resolution model;

(d) removing the high resolution feature model inserted
into the scene source 1magery and substituting the
lower resolution polygonal feature into the source
imagery; and

(¢) and storing said two-dimensional pixel representation
of said rendered scene containing said high-resolution
feature model 1n a database for real time rendering of
said scene wherein the two-dimensional representation
of the scene 1s rendered on a display viewed from a first
observer perspective; and the three-dimensional repre-
sentation of the scene source 1imagery containing the
lower resolution polygonal feature 1s rendered on the
display when the scene 1s viewed from a second
observer perspective closer than the first observer per-
spective.

4. The method of claim 3 further comprising the steps for:

(e) removing all inserted feature model polygons having
a particular feature code from said polygonal represen-
tation of scene to create a reduced polygon represen-
tation; and

(f) storing as lower resolution data sets said reduced
polygonal representation of said scene 1n a data base for
rendering in real time.

5. The method of claim 3 further comprising the steps for:

(¢) removing inserted polygons from said polygonal rep-
resentation of scene to create a reduced polygon rep-
resentation; and

(f) storing said reduced polygonal representation of said

scene 1n a data base for rendering 1n real time.

6. The method of claim 3 wherein step (b) comprises
systematically rendering an orthographic projection of said
scene containing high resolution models.

7. The method of claim 6 further comprising the step of:

(e) removing 1nserted polygons from said polygonal rep-
resentation of scene to create a reduced polygon rep-
resentation.

8. The method of claim 7 further comprising the step for:

(f) storing said reduced polygonal representation of said
scene 1n a data base for rendering 1n real time.
9. The method of claim 6 further comprising the step for:

(¢) removing inserted polygons having a particular feature
code from said polygonal representation of scene to
create a reduced polygon representation.

10. The method of claim 8 further comprising the step for:

() storing said lower polygonal representation of said
scene 1n a data base for rendering 1n real time.
11. A apparatus for building a database for real time
rendering of a scene comprising:

(a) means for substituting a high-resolution polygonal
feature model generated from vector data as a feature
into three-dimensional scene source imagery in place of
a lower resolution polygonal representation of the
feature;
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(b) means for systematically rendering a two-dimensional
representation of the three-dimensional scene source
imagery of step (a) containing the high-resolution
model;

(c) means for capturing a two-dimensional pixel repre-
sentation of the rendered scene of step (b) containing
the high-resolution model;

(d) means for removing the high resolution model inserted
into the scene source 1magery;

(e) means for storing the two-dimensional pixel represen-
tation of said rendered scene containing said high-
resolution model 1n a database for real time rendering
of said scene;

(f) means for rendering the two-dimensional representa-
tion of the scene on a display viewed from a first
observer perspective; and

(f) means for rendering the three-dimensional represen-
tation of the scene on the display containing the lower
resolution polygonal feature when the scene 1s viewed
from a second observer perspective closer than the first
observer perspective.

12. The apparatus of claim 11 wherein means (b) further
comprises means for systematically rendering an ortho-
ographic projection of lower resolution data sets of said scene
containing high resolution models.

13. An apparatus for building a database for real time
rendering of a scene comprising a polygonal representation
having coplanar polygons and feature identification codes
for polygons comprising:

(a) means for substituting a high-resolution polygonal

feature model generated from vector data as a feature
Into scene source imagery in place of a lower resolution
polygonal representation of the feature;

(b) means for systematically rendering a two-dimensional
representation of the three-dimensional scene source
imagery of step (a) containing said high-resolution
model;

(c) means for capturing a two-dimensional pixel repre-
sentation of the rendered scene containing said high-
resolution model;

(d) means for removing the inserted feature model
inserted 1nto the scene and substituting the lower reso-
lution polygonal representation of the feature into the
source 1magery; and

(e) means for storing said two-dimensional pixel repre-
sentation of said rendered scene containing said high-
resolution model 1n a database for real time rendering
of said scene;

(f) means for rendering the two-dimensional representa-
tion of the scene on a display at a {first observer
perspective; and

(g) means for rendering the three-dimensional represen-
tation of the scene on the display containing the lower
resolution polygonal feature when the scene 1s viewed
from a second observer perspective closer than the first
observer perspective.

14. The apparatus of claim 13 further comprising:

means for removing 1nserted polygons having a particular
feature code from said polygonal representation of
scene to create a reduced polygon representation; and

means for storing said reduced polygonal representation
of said scene 1n a data base for rendering in real time.
15. The apparatus of claim 13 further comprising:

means for removing coplanar polygons from said polygo-
nal representation of scene to create a reduced polygon
representation; and
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means for storing reduced resolution data sets of said
reduced polygonal representation of said scene 1n a data
base for rendering 1n real time.

16. The apparatus of claim 13 wherein means (b) further
comprises means for systematically rendering an ortho-
oraphic projection of the scene containing high resolution
models.

17. The apparatus of claim 16 further comprising:

means for removing inserted polygons from said polygo-
nal representation of scene to create a reduced polygon
representation.

18. The apparatus of claim 17 further comprising:

means for storing said reduced polygonal representation
of said scene 1 a data base for rendering 1n real time.
19. The apparatus of claim 16 further comprising;:

means for removing inserted polygons having a particular
feature code from said polygonal representation of
scene to create a reduced polygon representation.

20. The apparatus of claim 18 further comprising;:

means for storing said reduced polygonal representation

of said scene 1n a data base for rendering in real time.

21. A system of interconnected programmed computer

processors for building a database for real time rendering of
a scene comprising:

(a) a first computer processor with storage and including
processes for substituting a high-resolution polygonal
feature model generated from vector data as a feature
into three-dimensional scene source imagery in place of
a lower resolution polygonal representation of the
feature, processes for systematically rendering a two-
dimensional scene of the scene source imagery con-
taining said high-resolution model, processes for cap-
turing a two-dimensional pixel representation of said
rendered scene containing said high-resolution model,
processes for removing the high resolution models
inserted 1nto the scene source imagery and substituting
the lower resolution polygonal representation of the
feature 1nto the scene source 1magery; and

(b) a second computer processor with storage and includ-
ing processes for storing said two-dimensional pixel
representation of said rendered scene containing said
high-resolution model 1n a database for real time ren-
dering of said scene; and

(c) a third computer processor with storage and including
processes for rendering the two-dimensional represen-
tation of the scene on a display viewed from a first
perspective and rendering the three-dimensional repre-
sentation of the scene on the display containing the
lower resolution polygonal feature when the scene 1s
viewed from a second observer perspective closer than
the first observer perspective.

22. The system of claim 21 wherein the first processor
further comprises processes for systematically rendering an
orthographic projection of reduced resolution data sets of
said scene containing high resolution models.

23. A computer processor for building a database for real
time rendering of a scene comprising a polygonal represen-
tation having coplanar polygons and feature identification
codes for polygons comprising:

(a) a programmed computer processor with storage and
including processes for inserting a high-resolution
polygonal feature model generated from vector data as
a feature 1nto three-dimensional scene source 1magery
in place of a lower resolution polygonal representation
of the feature, processes for systematically rendering a
two-dimensional representation of said scene contain-
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ing said high-resolution model, processes for capturing
the two-dimensional pixel representation of said ren-
dered scene containing said high-resolution model,
processes for removing the inserted feature model
inserted into the scene source 1magery;

(b) data storage memory for storing said two-dimensional
pixel representation of said rendered scene containing
said high-resolution model in a database for real time
rendering of said scene; and

(¢) a programmed computer processor with storage and
including processes for rendering the two-dimensional
representation of the scene on a display viewed at a first
observer perspective and alternately rendering the
three-dimensional representation of the scene on the
display when the scene 1s viewed from a second
observer perspective closer than the first observer per-
spective.

24. The computer processor of claim 23 wherein the
programmed computer processor further comprises process
for removing inserted polygons having a particular feature
code from said polygonal representation of scene to create a
reduced polygon representation; and process for storing said
reduced polygonal representation of said scene 1n a data base
for rendering 1n real time.

25. The computer processor of claim 23 wherein the
programmed computer processor further comprises process
for removing coplanar polygons from said polygonal rep-
resentation of scene to create a reduced polygon represen-
tation; and
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process for storing lower resolution data sets of said
reduced polygonal representation of said scene 1n a data
base for rendering 1n real time.

26. The computer processor of claim 23 wherein the
programmed computer processor further comprises a pro-
cess for systematically rendering an orthographic projection
of the scene containing high resolution models.

27. The computer processor of claim 26 further compris-
ng:

process for removing mserted polygons from said polygo-

nal representation of scene to create a reduced polygon
representation.

28. The computer processor of claim 27 further compris-
ng:

process for storing said reduced polygonal representation

of said scene 1n a data base for rendering in real time.
29. The computer processor of claim 26 further compris-

Ing:
process for removing mserted polygons having a particu-
lar feature code from said polygonal representation of
scene to create a reduced polygon representation.
30. The computer processor of claim 28 further compris-
Ing:
process for storing said reduced polygonal representation
of said scene 1n a data base for rendering in real time.



