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ABSTRACT AND OBJECTIVES

Real-time rendering of realistic clouds is an essential feature in landscape generation for flight simulators, computer games
and virtual reality environments. However, the computation cost of ray-marching in volumetric scenarios prevents achieving
the desired performance without dedicated ray-tracing graphics cards. The objective of this research is providing cutting edge
software based on efficient algorithms and parallel computing through Compute Unified Device Architecture (CUDA) to achieve
an optimum balance between realism and performance. Starting from a cloud primitive, this method uses enhanced mathematics
and physical abstract models for real-time cloud rendering with improved geometry. The empiric benchmarks and render quality
results indicate that our methods stick to the initial hypothesis and they are suitable for use in the entry level graphics industry.

MATERIALS AND METHODS
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QUALITY OF RENDERING
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77.7 % of samples are above 30 FPS 100 % of samples are above 30 FPS
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