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Simulating Objects Reflection Based on OpenGL
Jiang Lingyan
(School of Education Science,Nanjing Normal University , Nanjing 210097 , China)

Abstract: The simulation of the effects of objects reflection can dramatically enhance reality of virtual world and related
technologies have been widely used in various computer applications, such as simulation system,3D animation, video
game ,and so on. At present,some simulation methods are confronted with some problems,for example,bad real-time per-
formance,low reality in image, and complex calculation in their implementations. In this paper, we propose a new
OpenGL-based method for simulating objects reflection. Some advanced programming skills are involved in our method,
including template buffers and clopping plane. The experimental results demonstrate that our method has advantages of
good real-time performance, high reality in image,and facility to implement.
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Fig.1 The flow chart of template
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elColorMask ( GL_FALSE , GL_FALSE, GI,_FALSE , GL._FALSE) ;

glDisable ( GL_LIGHTING ) ;
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glStencilFunc (GL_ALWAYS | 1,1) ;

oIStencilOp( GL_KEEP, GI,_KEEP, GL._REPLACE) ;

Draw the plane---//#| ) 5T
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glEnable ( GL_STENCIL_TEST) ;

glStencilFunc (GL_EQUAL,1,0x01) ;

olStencilOp ( GL_KEEP, GL_KEEP, GL_KEEP) ;

Draw the reflection object---/ /21| [z 514).
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GLdouble mirror_plane[4 ]={0,0,-1,01{;

glClipPlane ( GL_CLIP_PLANEO , mirror_plane) ;

glEnable ( GL_CLIP_PLANEO) ;
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static float light_ambient[4]=1{0.1,0.1,0.1,1.0};
static float light_diffuse[4]=1{1.0,1.0,1.0,1.0};
static float light_specular[4]={1.0,1.0,1.0,1.0};
glLightfv( GL_LIGHTO , GL_AMBIENT, light_ambient) ;
glLightfv( GL_LIGHTO , GL_DIFFUSE, light_diffuse) ;
glLightfv( GL_LIGHTO, GL_SPECULAR, light_specular) ;
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static float mirror_diffuse[4] = {0.6,0.6,0.8,

0.81;

glMaterialfv( GL_FRONT, GL_AMBIENT _AND_

DIFFUSE , mirror_diffuse) ;
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Fig.3 Setting material properties(left) and without setting
material properties( right)
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Fig.4 Without using template testing(left) and using
template testing ( right)
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Fig.5 Vertical reflection plane(left) and level
reflection plane( right)
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