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1 Previous Objectives

• Implement erosion as in [2].

• Create bigger terrain

• Implement multiple flattening locations.

• Consider and implement different flattening methods.

• Write a summary on [2].

2 Progress

A summary of [2] was written.

3 Project Direction

After discussion the following were determined as short term goals for the project:

• Erosion [2].

• Physical river formation [1].

• Moving center of focus from the origin (moving camera location).

Since both the erosion and river formation are computationally expensive, potentially trying to
combine the two methods and only apply them within the locally focused area, not over the
whole map, only the close sections.
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4 Objectives for Next Week

• Implement erosion as in [2].

• Implement multiple flattening locations.

• Consider and implement different flattening methods.
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