Copyright  2013 IFSA Publishing. All rights reserved.
This journal and the individual contributions in it are protected under copyright by IFSA Publishing, and the
following terms and conditions apply to their use:
Photocopying: Single photocopies of single articles may be made for personal use as allowed by national
copyright laws. Permission of the Publisher and payment of a fee is required for all other photocopying,
including multiple or systematic copyright, copyright for advertising or promotional purposes, resale, and all
forms of document delivery.
Derivative Works: Subscribers may reproduce tables of contents or prepare list of articles including abstract for
internal circulation within their institutions. Permission of the Publisher is required for resale or distribution
outside the institution.
Permission of the Publisher is required for all other derivative works, including compilations and translations.
Authors' copies of Sensors & Transducers journal and articles published in it are for personal use only.
Address permissions requests to: IFSA Publisher by e-mail: editor@sensorsportal.com
Notice: No responsibility is assumed by the Publisher for any injury and/or damage to persons or property as a
matter of products liability, negligence or otherwise, or from any use or operation of any methods, products,
instructions or ideas contained in the material herein.
Printed in the USA.

Sensors & Transducers
Volume 19, Special Issue
February 2013

www.sensorsportal.com

ISSN 1726-5479

Editors-in-Chief: professor Sergey Y. Yurish,
Tel.: +34 696067716, e-mail: editor@sensorsportal.com
Editors for Western Europe

Editor South America

Meijer, Gerard C.M., Delft Univ. of Technology, The Netherlands
Ferrari, Vittorio, Universitá di Brescia, Italy

Costa-Felix, Rodrigo, Inmetro, Brazil

Editors for Asia
Editor for Eastern Europe
Sachenko, Anatoly, Ternopil National Economic University, Ukraine

Ohyama, Shinji, Tokyo Institute of Technology, Japan
Zhengbing, Hu, Huazhong Univ. of Science and Technol., China

Editor for Asia-Pacific
Editors for North America

Mukhopadhyay, Subhas, Massey University, New Zealand

Katz, Evgeny, Clarkson University, USA
Datskos, Panos G., Oak Ridge National Laboratory, USA
Fabien, J. Josse, Marquette University, USA

Editor for Africa
Maki K.Habib, American University in Cairo, Egypt

Editorial Board
Abdul Rahim, Ruzairi, Universiti Teknologi, Malaysia
Abramchuk, George, Measur. Tech. & Advanced Applications, Canada
Ascoli, Giorgio, George Mason University, USA
Atalay, Selcuk, Inonu University, Turkey
Atghiaee, Ahmad, University of Tehran, Iran
Augutis, Vygantas, Kaunas University of Technology, Lithuania
Ayesh, Aladdin, De Montfort University, UK
Baliga, Shankar, B., General Monitors, USA
Basu, Sukumar, Jadavpur University, India
Bouvet, Marcel, University of Burgundy, France
Campanella, Luigi, University La Sapienza, Italy
Carvalho, Vitor, Minho University, Portugal
Changhai, Ru, Harbin Engineering University, China
Chen, Wei, Hefei University of Technology, China
Cheng-Ta, Chiang, National Chia-Yi University, Taiwan
Chung, Wen-Yaw, Chung Yuan Christian University, Taiwan
Cortes, Camilo A., Universidad Nacional de Colombia, Colombia
D'Amico, Arnaldo, Università di Tor Vergata, Italy
De Stefano, Luca, Institute for Microelectronics and Microsystem, Italy
Ding, Jianning, Changzhou University, China
Djordjevich, Alexandar, City University of Hong Kong, Hong Kong
Donato, Nicola, University of Messina, Italy
Dong, Feng, Tianjin University, China
Erkmen, Aydan M., Middle East Technical University, Turkey
Gaura, Elena, Coventry University, UK
Gole, James, Georgia Institute of Technology, USA
Gong, Hao, National University of Singapore, Singapore
Gonzalez de la Rosa, Juan Jose, University of Cadiz, Spain
Guillet, Bruno, University of Caen, France
Hadjiloucas, Sillas, The University of Reading, UK
Hui, David, University of New Orleans, USA
Jaffrezic-Renault, Nicole, Claude Bernard University Lyon 1, France
Jamil, Mohammad, Qatar University, Qatar
Kaniusas, Eugenijus, Vienna University of Technology, Austria
Kim, Min Young, Kyungpook National University, Korea
Kumar, Arun, University of Delaware, USA
Lay-Ekuakille, Aime, University of Lecce, Italy
Lin, Paul, Cleveland State University, USA
Liu, Aihua, Chinese Academy of Sciences, China

Mansor, Muhammad Naufal, University Malaysia Perlis, Malaysia
Marquez, Alfredo, Centro de Investigacion en Materiales Avanzados, Mexico
Mishra, Vivekanand, National Institute of Technology, India
Moghavvemi, Mahmoud, University of Malaya, Malaysia
Morello, Rosario, University "Mediterranea" of Reggio Calabria, Italy
Mulla, Imtiaz Sirajuddin, National Chemical Laboratory, Pune, India
Nabok, Aleksey, Sheffield Hallam University, UK
Neshkova, Milka, Bulgarian Academy of Sciences, Bulgaria
Passaro, Vittorio M. N., Politecnico di Bari, Italy
Penza, Michele, ENEA, Italy
Pereira, Jose Miguel, Instituto Politecnico de Setebal, Portugal
Pogacnik, Lea, University of Ljubljana, Slovenia
Pullini, Daniele, Centro Ricerche FIAT, Italy
Reig, Candid, University of Valencia, Spain
Restivo, Maria Teresa, University of Porto, Portugal
Rodríguez Martínez, Angel, Universidad Politécnica de Cataluña, Spain
Sadana, Ajit, University of Mississippi, USA
Sadeghian Marnani, Hamed, TU Delft, The Netherlands
Sapozhnikova, Ksenia, D. I. Mendeleyev Institute for Metrology, Russia
Singhal, Subodh Kumar, National Physical Laboratory, India
Shah, Kriyang, La Trobe University, Australia
Shi, Wendian, California Institute of Technology, USA
Shmaliy, Yuriy, Guanajuato University, Mexico
Song, Xu, An Yang Normal University, China
Srivastava, Arvind K., LightField, Corp, USA
Stefanescu, Dan Mihai, Romanian Measurement Society, Romania
Sumriddetchkajorn, Sarun, Nat. Electr. & Comp. Tech. Center, Thailand
Sun, Zhiqiang, Central South University, China
Sysoev, Victor, Saratov State Technical University, Russia
Thirunavukkarasu, I., Manipal University Karnataka, India
Vazquez, Carmen, Universidad Carlos III Madrid, Spain
Wang, Jiangping, Xian Shiyou University, China
Xue, Ning, Agiltron, Inc., USA
Yang, Dongfang, National Research Council, Canada
Yang, Shuang-Hua, Loughborough University, UK
Yaping Dan, Harvard University, USA
Zakaria, Zulkarnay, University Malaysia Perlis, Malaysia
Zhang, Weiping, Shanghai Jiao Tong University, China
Zhang, Wenming, Shanghai Jiao Tong University, China

Sensors & Transducers Journal (ISSN 1726-5479) is a peer review international journal published monthly online by International Frequency Sensor
Association (IFSA). Available in both: print and electronic (printable pdf) formats. Copyright © 2013 by International Frequency Sensor Association.
All rights reserved.

Sensors & Transducers Journal

Contents
Volume 19
Special Issue
February 2013

www.sensorsportal.com

ISSN 1726-5479

Research Articles
Study on VSI Switching Frequency Optimization of PMSM Based Servo System
Shi-xiong Zhang ........................................................................................................................... 1
Application of an Improved Genetic Algorithm in Network Information Filtering
Min Ren, Baoya Song, Jirong Jiang............................................................................................. 7
Compression of Power Quality Data Based on Improved DCT Transform
Hua Ouyang, Hui Li, Mei Qian ..................................................................................................... 13
Mechanical Optimization Design Based on Genetic Algorithm
Ying Sun, Yuesheng Gu and Hegen Xiong.................................................................................. 19
Camera Pose Estimation in Dynamic Scenes with Background Tracking
Dong Zhang and Ping Li .............................................................................................................. 25
Application of Step Design Method to Realize the Synchronization of Genesio
Chaotic System
Yu ZhiPeng .................................................................................................................................. 34
Short-term Probabilistic Load Forecasting with the Consideration
of Human Body Amenity
Ning Lu ......................................................................................................................................... 39
Analysis on Rural Land Circulation Subject Interests
Shi Dong-mei, Xu Yue-ming, Wang Jian, Tong Lei ..................................................................... 45
A High Precision Multi-function Electronic Scale Based on PSoC3
Lv Dian-ji, Peng Jian-sheng, Zhou Guo-juan, Xu Yong ............................................................... 51
Studies on Equalization Strategy of Battery Management System for Electric Vehicle
Nan Jinrui, Guo Meng .................................................................................................................. 57
Design and Optimal Control of Parallel Robot
Ying Sun, Yuesheng Gu and Hegen Xiong.................................................................................. 64
Pure Surface Texture Mapping Technology and it's Application for Mirror Image
Wei Feng Wang, Hui Feng Yan, QinMao, Ming Liang Zhou........................................................ 68
Forming Flaws Analysis of Lead Screw Cold Roll-Beating
Based on Stress-Strain Evolution
He Wangyun, Li Yan, Yang Mingshun, Wang Ming..................................................................... 74
A Reflective Grating Microcantilever Biosensor
Feng Wen, Yuejin Zhao, Xiaomei Yu, Cheng Gong, Jiancheng Yang ........................................ 83

An Improved Bilinear Interpolation Algorithm Using Center Coordinates of Pixels
Jing Lu, Min Xia, Wei Li, and Ke-cheng Yang ............................................................................. 89

Authors are encouraged to submit article in MS Word (doc) and Acrobat (pdf) formats by e-mail: editor@sensorsportal.com
Please visit journal’s webpage with preparation instructions: http://www.sensorsportal.com/HTML/DIGEST/Submition.htm
International Frequency Sensor Association (IFSA).

Sensors & Transducers, Vol. 19, Special Issue, February 2013, pp. 68-73

Sensors & Transducers
ISSN 1726-5479
© 2013 by IFSA
http://www.sensorsportal.com

Pure Surface Texture Mapping Technology
and it's Application for Mirror Image
1*
1

Wei Feng Wang, 1 Hui Feng Yan, 2 Qin Mao, 1 Ming Liang Zhou

College of Mobile Telecommunications Chong Qing University of Posts and Telecom,
Chongqing, 400065, China
2
Qiannan Normal College for Nationalities department of computer,
Duyun, 558000, China
E-mail: 21973433@qq.com, zml-0913yy@163.com

Received: 4 December 2012 /Accepted: 15 January 2013 /Published: 19 February 2013
Abstract: Based on the study of pure surface texture mapping technology, pure texture surface rendering method
is proposed. The method is combined pure surface texture rendering and view mirror, real-time rendering has an
index of refraction, reflection, and the flow of water ripple effect. Through the experimental verification of the
validity of the algorithm. Copyright © 2013 IFSA.
Keywords: Pure texture, Point of view, Mirror image, Scene rendering.

1. Introduction
A variety of texture mapping technique to a
two-dimensional plane produced three-dimensional
surface visual effects. Ma Jun and others use pure
texture method, only use two triangular element to
construct the surface, using the technology of
P-buffer, concave-convex texture technology,
projective texture technology to simulate a real time
including reflection, refraction, wave, the sun light
and Caustics effect of water environment [3]. When
obtain the reflection texture, the surface is as a
reference surface [3], all reflective scenes do image
processing, and then the scene image to weed out
above the surface of the water, the remaining portion
into a reflection texture rendering. Wang Daochen and
others use the sine method to describe the surface,
through real-time texture mapping technology to
achieve the surface reflection, refraction and Fresnel
and other surface illumination effect [6]. In order to
obtain the surface reflection texture, view flips to
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below of the surface, in the horizontal plane as a
reference plane [6].
The scene is rendered into a reflection texture. If
the level is not in a coordinate plane, and the scene in
the scene of more, literature [3] of the features of the
image processing can be very complex. Compared
with [3, 6], view mirror processing easier, to avoid a
scene in each scene mirror. in the study above the
water surface rendering technology based on, This
paper propose one kind based on the viewpoint of the
pure mirror surface texture mapping method, Our
algorithm combine the planar texture mapping and
view mirror. The real-time rendering has an index of
refraction, reflection, caustics and corrugated flow
water surface

2. Describing Method
In order to obtain real-time performance, this
chapter abandons the use of high resolution grid
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construction surface method, only use a rectangular
plane to express surface, reduce the complexity of the
surface modeling. According to the current viewpoint,
we obtain refractive and reflective texture, the
refraction texture and reflection texture blend to
project to the rectangular, simulate of surface
refraction and reflection effect. The use of a
concave-convex texture perturbation refractive and
reflective texture coordinates and the formation of the
surface corrugation, combining the dynamic texture
water wave effect. Advance through mapping
dynamic textures to describe the surface caustics,
finally achieved a real-time, with the refraction and
reflection, fluctuation and caustics surface
environment. In addition, the chapter on water
drawing, using a loading 3DS file method, avoid the
program directly modeling, reduces the complexity of
the program.
At the end of this chapter, based on the viewpoint
of mirror pure surface texture rendering method of
experiment, using Cg graphics hardware development
language and OpenGL three-dimensional function
library in Visual C + + to achieve a real-time surface
environment. This paper present the surface method
which consists of the following steps: scene rendering,
refraction and reflection effect simulation, surface
waves and the effect of flow simulation and caustic
effect simulation, flow diagram as shown in Fig. 1.
The sky,
such as
the ship
scene
rendering

Refraction
and
reflection
effect
simulation

Surface
waves
and flow
effect
simulati
on

integer, the block length is a long integer. If the3DS
file has a main block, the ID0x4D4D, this is3DS the
beginning of the file.
Before read the 3DS file, define some classes and
structures for the preservation of information, read.
Such as a model, block, object classes and material.
The model consists of a plurality of objects, object and
object vertex, face, texture and texture coordinates and
other information. Including material texture, texture
file name of materials and ambient light color,
scattered light color and other information. Then the
model data into a binary stream, it create a read3DS
file types, in this class according to the ID3DS file
read data and use the corresponding class or structure
preserved. Finally using the OpenGL model drawing.
Traversing the model class in every object. For each
object defined material, bind texture. Finally in the
triangle mesh rendering object. While in the program,
adding to the model of light, such as atomization
process.
Fig. 2 is initial effect, this time the water is just a
blue plane, so it is not real, require a combination of a
variety of texture mapping to achieve a certain
realistic water surface. The following scene graph
based on 3-2 is introduced, based on viewpoint of
mirror pure surface texture mapping.

Caustic
effect
simulati
on

Fig. 1. Algorithm flow chart.

3. The Scene Rendering
Scene rendering include sky and scenery drawing.
This paper adopts the method of the sky box, each of
rectangular parallelepiped attached on the surface of
the blue sky white clouds texture to simulate the sky.
Scene rendering using loading 3DS file.
This article use 3DS MAX make model ships, 3DS
file as the scenery. The use of mainstream software
modeling more often than the program directly
modeling process is simpler and the structure of the
model is relatively complex and realistic. So you can
use some mainstream 3d software for scene modeling,
and then they are derived for the specific file format,
after load it in OpenGL procedure and display the
model. 3DS file is a relatively common model file, it
can use the 3DS MAX software, other format of the
3D model can be converted to 3DS format. And in a
variety of three-dimensional graphic material disc and
informative graphics on Internet site, has a lot of 3DS
model.
3DS file consists of a number of blocks, block
consists of two parts: the block ID and the next block
offset position, i.e., the block length. Block ID is an

Fig. 2. Scene graph.

4. Refractive and Reflective Effect
Simulation
In Fig. 2 scene graph, this section describes the surface
refraction and reflection. When light hit the surface, it
can produce refraction and reflection. Achieve the
surface reflection and refraction of water simulation, it
can greatly enhance the sense of reality. Water
refraction and reflection on implementation uses the
texture projection method. To obtain the
corresponding texture, and the refraction and
reflection texture blending obtained after surface
texture, its projection to the water surface.

4.1. Refraction and Reflection Texture
Acquisition
Water as interface, scene scenery is generally
divided into three types, which is shown in Fig. 3.
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Diagram of A, B, C scene scenery, which all A above
water; scene B part above the water surface, part
below the surface of the water; scene C completely
under water, representing the scene features three
different locations.
The sky
Virtual
camera
A
B

Air
Water

C
Under
water

Virtual camera
mirror

Fig. 3. Schematic diagram.

Literature [3] get refracted texture only consider
the water scenery, acquiring reflection texture only
consider the above water scenery. For refraction
texture, with water to reduce, eliminate above water
scenery (as shown in Fig. 3 A and B solid section), the
remaining part of the real-time rendering to refraction
texture; texture for reflection, to above the surface of
the water scenery (such as shown in Fig. 3 A and B
solid part) to the surface as a reference do image
processing, from above the water surface portion, the
remaining part into a reflection texture rendering.
This chapter gets refracted texture is the same as
[3], on the surface of the water above the scene (Fig. 3
C and B dotted line) function glCopyTexSubImage2D
real-time rendering into refracted texture.
Comparison with [3], this chapter base on the
viewpoint of mirror method to obtain the reflection
texture. The virtual camera mirror processing, change
the virtual camera positions and viewpoints, using the
glClipPlane function will be in the water scene culling
(Fig. 3 C and B dotted line), retaining only the above
water surface reflection of the scene, and then call the
glCopyTexSubImage2D function of the visual scene
in real-time rendering into a reflection texture. On the
surface of the water when drawing will render the
refraction and reflection of texture as a parameter
passed to the Cg program.
And [3] on the scene were compared in this paper
the mirror, only needs to deal with mirror view,
without the need for A and B scenery image
processing, reduce the complexity of algorithm.

4.2. Refraction and Reflection Texture
Mapping
Obtain refractive and reflective texture, transmit it
to the Cg program, using the texture projection
technology in GPU calculation of refraction and
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reflection in water. Projection texture according to
object space vertex of each position to calculate the
projection texture coordinates, then according to the
calculated coordinates of projective texture lookup.
Equivalent to the reflection and refraction of texture
as" slide", projected to the surface.
The texture projection is the most important
problem of computing texture coordinates. In the first
Cg vertex program calculates projection texture
coordinates, then the Cg fragment projection texture
lookup program execution. Projecting a texture
coordinate calculation of vertex program is as follows:
oPosition = mul(modelViewProj, position);
projCoord=oPositon;
First, the object space position (position) and
model projection matrix (modelViewProj) as the
vertex shader input parameters, the surface of the
water to the surface of the object space changes in eye
space. Then the position (projCoord) as projective
texture coordinate set to fragment programs.
ProjCoord is a group of four, with the (s, t, R, q) said.

Fig. 4. Refraction and reflection effect chart.

To perform texture lookup, to obtain the original
texture coordinate set (s, t, R, q), then q in addition to
each component, given (s/Q, t/Q, R/Q, 1). The
transformed vertex values is from - 1 to1, but the
texture index is from 0 to1, so in the fragment program
to transform results mapped to (0,1) range. The Cg
fragment program is as follows:
projCoord = projCoord /projCoord.q;
projCoord = (projCoord + 1.0)*0.5;
projCoord = clamp(projCoord, 0.001, 0.999);
float4 projCoord1 = projCoord;
projCoord1.x = -projCoord.x;
float4 Crefract = tex2D(refractTex,
projCoord1.xy)*0.5f;
float4 Creflect = tex2D(reflectTex,
projCoord.xy)*0.95f;
Where refractTex is refracted texture, reflectTex is
a reflective texture, Crefract and Creflect is performed
after the color and texture lookup refraction reflection
color. In general, when the light reaches the two
material contact surface of the time, some of the light
is reflected off the surface of the contact surface, while
the other part of the light will be refracted through the
contact surface. So we need according to the
observer's point of view to calculate the reflection and
refraction of texture mixing method.
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4.3. Refraction and Reflection Texture
Blending
On the surface, the observer and the surface of the
angle is small, the reflection effect is more obvious;
the greater the angle, refraction effect more obvious,
this is called a Fresnel effect [6]. The Fresnel formula
describes how much light is reflected and how much
light is refracted. Quantification of the Fresnel effect
of Fresnel formula is very complex, so we use the
approximate formula (1) to the refraction and
reflection components of hybrid Crefract, to get the
final color C final.
C final  TFresnel  Creflect  1  TFresenl   Creflect ,

(1)

Type, TFresnel as the Fresnel coefficients, Fresnel
coefficients calculation is more complex, we use a
common approximation formula (2) to calculate the
Fresnel coefficients.

TFresnel  r  (1  r )  (1.0  cos  )5.0 ,

(2)

where Ө is observation vector and normal vector of
the angle, R is reflection coefficient. The value of R
can be obtained through physical measurements, To
achieve the effect of reflection and refraction of water
is shown in Fig. 4.

5. The Surface Waves and Flow Effect
Simulation
Literature [3] the two triangles form a quadrilateral
construct surface. Considering the quadrilateral four
vertices in the program will not change, this chapter
water only by a rectangular form, to achieve the
surface refraction and reflection, the water surface is a
two-dimensional plane, must use some technology
makes the two-dimensional plane producing the
three-dimensional visual effect.
This chapter of the water flow is divided surface
waves and flow effect in two steps.

5.1. Water Ripple
We use a concave-convex texture (Bump Mapping)
respectively, perturbation refractive and reflective
texture, to achieve the surface ripple. Because GPU
allows the texture look up result performed on
arbitrary mathematical operation, therefore, it can be
used to store the vector texture. The concave and
convex texture map, each pixel of the red, green and
blue components of each representing the pixel
method vector x, y and Z component. Because the
standardized color value is limited in the range of
[0,1], and standardized method of vector values range
[-1,1]. In the production of concave-convex texture,

formula (3) will have the symbol vector range from [1,1] to [0,1] compression, which can be used to bump
map representation vector distribution. Fig. 5 (a) is to
use the method of making bump map. In the
simulation of surface corrugation, required the use of
formula (4) will bump map color range from [0,1] is
extended to [- 1,1], get the normal vector value

colorCompenent  0.5 normalComponent  0.5 ,

(3)

normalComponent  2  (colorCompenent  0.5) ,

(4)

Using the method of vector valued respectively on the
refraction and reflection texture coordinates
disturbance, then perform refractive and reflective
texture lookup, make the surface ripple effect.
Fragment program Cg code as follows:
normalComponent = (colorComponent－0.5)×2;
// Range extension
projCoord =projCoord＋
normalComponent*C*(1-factor); // Coordinate
perturbation
Where C is the expansion coefficient, used to control
the degree of twist. Due to the more distant scene
occupies a small pixel, is not easy to detect, if the
nearby and distant scene the same proportion of
twisted, will not too close to reality, so we calculate
the camera to the object distance factor, map it to
[0,1], multiplied by the distance factor (1-factor ), near
perturbations the obvious than.

5.2. Flow Effect
Effect of flow through the dynamic texture technology
to achieve. Dynamic texture is defined at different
moments the empowerment model of texture
coordinates or texture itself is changing, when this
changing is continuous, it is a form of animation
effects. Dynamic texture mainly have two kinds of
method: change the texture coordinates to realize
dynamic texture and texture image to achieve the
dynamic texture. In this section, we use the first
method, through the change of the OpenGL texture
coordinates, to achieve the surface dynamic effect.
The final surface effects such as shown in Fig. 5 (b).

6. Caustic Effect Simulation
In reality, because of the sun light on the surface of
TBI, it can generate caustics (Caustics). The Caustics
effect is through dynamic texture technology, first in
the3DS MAX software rendering certain frames of the
Caustics effect chart, and then each frame drawing
binding one, when drawing a continuous, formed
water glittering effect. Fig. 6 is one of the 3 Caustics
effect map texture. The use of the same scene
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rendering to the texture coordinates on twisted
method, Caustics texture coordinate distortion.

more cases, drawing amount will increase, and this
chapter only needs to do image processing for current
viewpoint, reducing the amount of drawing. In
addition, this chapter also uses a load3DS file method
of drawing water scenery, avoids directly in the
process of scene modeling.

(a) Bump mapping.

(a) Do not add Caustics effect in water.

(b) Surface waves.
Fig. 5. Ripple effect.

(b) add the Caustics effect of water

.

Fig. 7. Add Caustics and Caustics effect contrast.

Fig. 6. Caustics texture.

On the basis of water, add the Caustics effect. Add
Caustics effect water and add the Caustics effect
surface
respectively
as
shown
in
Fig. 7 (a) and (b) shown below. Seen from a distance,
add Caustics effect of the surface calm, and add the
Caustics effect water closer to reality

7. Experimental Results and Analysis
Real time simulation of the water surface in
computer graphics and virtual reality technology is
one of the research hotspots, this chapter uses the pure
texture approach, using only a rectangular building
surface, using projective texture mapping, bump and
the dynamic texture, texture mapping technology
makes the two-dimensional rectangular plane
three-dimensional visual effects, to simulate the
surface reflection, refraction, wave, flow and caustics.
The reflective texture is obtained based on view
mirror, [3] is on the surface of the water scenery on the
horizontal plane as a reference plane to do image
processing to obtain the reflection texture, in the scene
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In the experiment, the texture projection and caustics
of drawing process in the graphics processor
implementation, practical GPU programming, ensure
the real time of algorithm. Experiment hardware
platform: 2.93 GHz Pentium 4 CPU, 512 MB,
GeForceFX512 memory card, loading the vessel
surface number is 8047, the whole scene rendering
speed can achieve more than 30 fps. This chapter
based on view mirror pure texture surface rendering
method, water only by a rectangular form, albeit at the
expense of some surface details, but in the scene
scenery more complex cases, still can achieve
real-time rendering. This algorithm can be used for 3D
games and other virtual reality system which the
realistic requirements of surface rendering.
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