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An acceleration method for generating tree animations
by using a geometry generator on GPU.

Yasuhiro AKAGI Katsuhiro KITAJIMA
Tokyo University of Agriculture and Technology

For generating a tree animation that has realistic movement in the wind, it is required to
computes deformations of branches and positions of leaves in each frame. To represent
realistic shapes of trees ,the computation time of generating a animation is increased by
deforming prosses of trees. In this paper, we propose a suitable tree model for geometry
generating on GPU. The most feature of this method is that the main memory do not have the
polygon data of a tree. By registering the position and the size of branches and leaves on
GPU, our method can dynamically generate the polygon data. We implemente this method

on GPU and verify a acceleration rate between GPU and CPU.
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