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Abstract: The three-dimensional submarine topographical rendering map can present the undulation of submarine to-
pography in a visual and convenient way. This paper first made a comparison between the color model and the illu-
mination model, and then proposed a method of multi-color gradient rendering and color scheme based on HSL color
model. The influence factors of illumination effect was analyzed and a realistic three-dimensional submarine topo-
graphical rendering map with sea-bottom DEM as its data basis and the superposition of color and illumination was
set up. The validity of the proposed method was tested by program implementation based on MFC platform and the
rendering map displayed by the proposed method was compared with the rendering maps displayed by some common
mapping software. The comparison shows that with more accurate display of rendering topography, the proposed
method has a better rendering effect.
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