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Supported with code examples and the authors’ real-world experience, this book offers the first guide to
engine design and rendering algorithms for virtual globe applications like Google Earth and NASA World
Wind. The content is also useful for general graphics and games, especially planet and massive-world
engines. With pragmatic advice throughout, it is essential reading for practitioners, researchers, and
hobbyists in these areas, and can be used as a text for a special topics course in computer graphics.

Topics covered include:

Rendering globes, planet-sized terrain, and vector data●

Multithread resource management●

Out-of-core algorithms●

Shader-based renderer design●
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Editorial Review

Review

3D Engine Design for Virtual Globes provides a fine guide to engine design and algorithms for virtual
globe applications such as Google Earth … packed with formulas and details on simulations, visualization
and GIS applications … a winner for any technical collection.
?Midwest Book Review, November 2011

What the authors actually do is build a very nice, modern, OpenGL rendering engine. … the code content is
quite digestible and easy to follow, and we can imagine eager readers swarming the book’s website in order
to download the entire codebase. Asides from the very usable 3D engine provided, one can also find oodles
of interesting discussions on how to solve Depth Buffer precision-related problems and how to deal with the
limited coordinate precision afforded by the float representation … we must issue bonus points for dealing
with multi-threading head on … We’d also recommend that one should play with all the "Try this"
challenges in the book, they’re good fun … both the beginner and the more experienced practitioner has
something in store hidden between the black covers.
?Alex Voicu, Beyond3D, October 2011

3D Engine Design for Virtual Globes presents invaluable practical knowledge for building interactive 3D
worlds and serves as a great reference for the different rendering algorithms and their tradeoffs. You will
find a copy at my desk.
?Quarup Barreirinhas, Google Earth Software Engineer

This is a long overdue book covering techniques essential for the design and implementation of virtual globe
engines and for high-fidelity planetary scale terrain rendering applications. Written by experienced
developers with a consistent and very practical approach, the book provides a comprehensive evaluation of
modern algorithms and techniques for terrain and vector data rendering, 3D engine design, multithreading,
and much more. I definitely recommend it to everyone implementing or interested in the methods used in
virtual globes, simulations, large-scale visualizations, and GIS applications.
?Brano Kemen, Outerra

This book is must-have literature for all software developers building virtual worlds. Based on the
experience of its authors, this book covers all essential aspects of terrain rendering: mathematical
background, geographic information systems basics, information about how to handle massive datasets,
precise rendering, multithreading, and some state-of-the-art algorithms. It is richly illustrated with pictures
and code, using a modern fully shader-based approach with OpenGL 3.3 core profile and C#.
?Aleksandar Dimitrijevi?, University of Niš

About the Author
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Users Review

From reader reviews:

William Deck:

This 3D Engine Design for Virtual Globes book is simply not ordinary book, you have after that it the world
is in your hands. The benefit you will get by reading this book is actually information inside this e-book
incredible fresh, you will get information which is getting deeper a person read a lot of information you will
get. This kind of 3D Engine Design for Virtual Globes without we know teach the one who reading through
it become critical in thinking and analyzing. Don't be worry 3D Engine Design for Virtual Globes can bring
if you are and not make your bag space or bookshelves' turn into full because you can have it inside your
lovely laptop even cell phone. This 3D Engine Design for Virtual Globes having very good arrangement in
word and layout, so you will not really feel uninterested in reading.

Ruth Nicholson:

Nowadays reading books become more and more than want or need but also get a life style. This reading
addiction give you lot of advantages. The advantages you got of course the knowledge your information
inside the book that will improve your knowledge and information. The data you get based on what kind of
book you read, if you want drive more knowledge just go with schooling books but if you want truly feel
happy read one with theme for entertaining for instance comic or novel. The actual 3D Engine Design for
Virtual Globes is kind of book which is giving the reader unpredictable experience.

Douglas Holmes:

In this age globalization it is important to someone to get information. The information will make someone
to understand the condition of the world. The health of the world makes the information better to share. You
can find a lot of sources to get information example: internet, newspapers, book, and soon. You can observe
that now, a lot of publisher which print many kinds of book. The particular book that recommended for you
is 3D Engine Design for Virtual Globes this reserve consist a lot of the information of the condition of this
world now. This book was represented just how can the world has grown up. The language styles that writer
use to explain it is easy to understand. The writer made some investigation when he makes this book.
Honestly, that is why this book acceptable all of you.



Richard Daniels:

As we know that book is very important thing to add our information for everything. By a publication we can
know everything we want. A book is a set of written, printed, illustrated or blank sheet. Every year has been
exactly added. This guide 3D Engine Design for Virtual Globes was filled with regards to science. Spend
your extra time to add your knowledge about your scientific research competence. Some people has various
feel when they reading any book. If you know how big advantage of a book, you can sense enjoy to read a
guide. In the modern era like today, many ways to get book that you simply wanted.
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