
Real-Time 3D Rendering 
 

 
As much as computer graphics have progress in the number of years on 
the number of billions of triangles drawn per second, real-time graphics 
rendering will always pose a problem because there can always be more. 
As our hardware reaches its limit, the frame rate suffers as a result. It then 
becomes clear that hardware is not the only solution. Therefore, we as 
programmers must produce higher performance software.  We need to 
implement speed-up techniques and algorithms to perform this very task. 
My proposal is to discuss this very topic of the various techniques that 
have been developed over the last years. This will mainly include spatial 
data structures such as bounding volume hierarchies, BSP trees, octrees, 
and scene graphics. Spatial data structures can indirectly aid a programs 
rendering performance. The technique of culling utilizes the various 
spatial data structures to remove triangles not visible or do not contribute 
to the rendering.  This in turn can then free up the video bus from sending 
useless data such as textures and vertices. 
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