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Sea surface simulation based on Perlin noise algorithm
SUN Panpan, ZHENG Kaidong
('School of Computer Science, Xi “an Shiyou University, Xi “an 710065, China)

[ Abstract] Aiming at the problem that the height generated by the random midpoint displacement method based on the geometric
construction method is not only cumbersome in the drawing process, but also easy to be distorted at the top of the wave in the sea
surface simulation, we try to use Perlin noise to generate the height, and use the interpolation function to perform interpolation to
simulate the waves. First, the lattice is constructed according to the resolution, and then the noise value of each vertex is calculated,
and then a smooth ocean wave is generated through an interpolation function. The experimental results show that this method can not
only simulate the sea surface efficiently, but also fully express the continuous and smooth characteristics of the waves, and solve the

problem of distortion that is prone to be too sharp and convex at the wave tip.
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Fig. 1 Grid Construction Flowchart
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Fig. 2 Generation of gradient vector
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