Picking using OpenGL
Casting a ray and checking for intersection with a bounding object is not the only way to select an object in the game world when using OpenGL. OpenGL also provides an alternate method based upon selecting all objects in the viewing volume.  The idea involves using OpenGL’s ability to automatically identify all primitives which have been rendered in the viewing volume.  It turns out that we can place OpenGL in a “selection” mode which has the effect of causing OpenGL to create a list of all object primitives rendered in a scene together with the co-ordinates of each primitive.  If we select the primitive with the most positive z co-ordinate (not including objects behind the camera)  from this list then we have automatically selected the object closest to the camera in that scene.
If we wanted to select an object with a mouse pointer then we use OpenGL’s selection mode together with another trick.  When we click the left mouse button we simply redefine the viewing volume so that only a small area of the window (say, 5 by 5 pixels in area)  around the mouse pointer is rendered.  This ensures we have a small group of objects which are selected, that these objects are close to the mouse pointer (after projecting onto the view window) and that we can determine the closest object of those selected by looking at the primitive’s co-ordinates.   The procedure is outlined below. 
1. Get the window coordinates of the mouse 

2. Enter selection mode 

3. Redefine the viewing volume so that only a small area of the window around the cursor is rendered 

4. Render the scene, either using all primitives or only those relevant to the picking operation 

5. Exit selection mode and identify the objects which were rendered on that small part of the screen.
Unfortunately in order to identify all rendered objects using the selection mode we must first name  all relevant objects or primitives which make up an object.  The use of the word “name” is a little confusing in this context – actually the “name” is really an integer number.
Once we’ve named the primitives we’re interested in we can concentrate on the selection mode. Once we’ve entered selection mode we must be aware that no objects are actually rendered in the frame buffer, instead just the names of primitives or objects together with their  depth information are stored in an array.  The word “hit” is used by OpenGL to describe the situation where a primitive is added to the list of selected objects.
There are many tutorials available on the web which discuss these ideas (e.g. http://www.lighthouse3d.com/opengl/picking/).  The OpenGL Red Book also has a clear description of the processes involved and this is repeated next for convenience:-
