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Analysis of rendering optimization algorithm based on virtual reality
Dan Zhao
Guangxi Institute of Education Nanning Guangxi 530023

Abstract:In recent years, with the continuous development and wide dissemination of virtual reality technology, virtual reality has
gained more and more applications in real life. Among the series of technologies involved in virtual reality, rendering optimization has
always attracted the attention of many technicians. In the process of practical application, people have higher and higher
requirements for the realism of the virtual reality environment, which requires continuous upgrading of rendering optimization
algorithms and striving to depict the scenes of virtual reality more realistically. This paper starts from the current situation of
rendering optimization of virtual reality in the current stage, analyzes the main rendering optimization algorithms for virtual reality at

the current stage, and hopes to promote the development of rendering optimization algorithms for virtual reality.
Keywords: virtual reality, rendering optimization, algorithms
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