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Abstract

Level of detail(LOD) technology is the most widely adopted technology in the model simplification of large-

scale terrain, which greatly accelerates the speed of roaming terrain. Among all the LOD methods,the most popular one

is LOD algorithm based on quadtree segmentation. Many domestic and foreign scholars have done lots of research work

on the LOD technology. In this paper,the quadtree based LLOD algorithms were sorted and summarized systematically,

several key algorithms were classified and analyzed, their advantages and disadvantages were analyzed in details, and

their current research status were introduced comprehensively.
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Fig. 2 Two segmentation methods for regular grid
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Fig. 3 LOD algorithm flowchart
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Fig. 4 Classification of research on LOD algorithm based on

quadtree segmentation
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Fig. 7 Quadtree blocks
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Fig. 8 Node evaluation system
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Fig. 15 Principle of using radar representation method to

express cones
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Fig. 17 Several common methods for repairing cracks
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Fig. 18 Minus edge and added edge methods
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Fig. 19 Principle of filling gap between adjacent nodes at different

levels by vertical edge method
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Fig. 20 Principle of using “patch” method to repair crack
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Fig. 22 Contrast before and after crack elimination
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Fig. 23 “Textile” method
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