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Fig.1 The refractive scene undersurface
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Fig.2 The view point reversed in reversing scene
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Real - time Water Surface Simulation based on Refraction and Reflection Texture

TAN Tong-de, ZHAO Shuo, ZHAO Hong-li

(School of Information Engineering, Zhengzhou University, Zhengzhou 450001, China)

Abstract: The effects of water surface can greatly enhance the sense of immersion in virtual reality. This paper
described an algorithm of the fast real-time surface simulation. The simulation of water surface for any scale
was constructed by only two triangles ,some technologies including Render-to-Buffer, Bump Mapping, Projec-
tive Texture Mapping and Texture Perturbation,were used to simulate the water surface with effect such as re-
flection, refraction , wave, and inverted reflection. Then the method of Texture Perturbation was proposed,
which will make the surface more realistic. The experiments show that the optimum effect between realistic and
real-time performance is obtained and the question of rendering a water surface in real-time in virtual environ-
ment is resolved well.

Key words: real-time water surface ;render-to-buffer; bump mapping; refraction and reflection texture ; texture

perturbation
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A Novel Channel Estimation Method for OFDM Time-Varying
Channel based on The Particle Filter

MU Xiao-min, CAO Li-guo, LU Yan-hui

(School of Information Engineering, Zhengzhou University, Zhengzhou 450001 ,China)

Abstract: A joint estimation method of the model parameter and time-varying channel states, which was based
on the particle filier( PF) algorithm, was proposed for OFDM system. By modeling the time-varying channel for
AR model of dynamic and time-varying coefficient, the model parameter was estimated by introducing the par-
ticle filter algorithm and kernel smoothing contraction technology. Besides, channel states were estimated lat-
ter. Finally, it realizes the joint estimation of the channel states and the model parameter. Simulation results
show that the above mentioned method has more significantly improved in the estimation precision and system
performance compared with the traditional channel estimation method with AR model of constant coefficient.

Key words: time-varying channel; dynamic estimation;particle filter; kernel smoothing contraction



