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Tab.1 Speedup of sort-first parallel system
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395 851 18 724 198 258 1.30
538 819 14 227 187 251 1.34
1062 162 38 741 48 82 1.71
1122 521 40 720 4 75 18.75
1182 880 42 699 0 72 Very large
1518 372 59 444 0 68 Very large
1 661 340 54 947 0 10 Very large
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Research and Implementation on Scene Graph based Parallel Rendering System

TAN Tong — de, QIN Xin, ZHAO Xin ~ can, ZHANG Guan —feng

( School of Information Engineering, Zhengzhou University, Zhengzhou 450001, China)

Abstract: Scene graph ~ based parallel rendering is proposed to build cost — effective distributed graphics sys-

tem based on PC cluster in-order to meet the need of large scale virtual reality applications. The procedure of

primitives belongingness determining is speeded up using the fast view frustum culling technology of scene

graph. The relationship between OpenFlight scene data format and the task granularity of sort-first is also re-

searched and primitive groups are built based on the hierarchy of scene graph. We have realized a scene graph

based sort-first prototype system which achieved seamless tile using the software way in retained mode. Both

the function parallel of CPUs and the data parallel of GPUs is considered in this system, and it could improve

frame rate while We ran large scale virtual scenes.

Key words: scene graph; sort-first; belongingness determining; granularity



