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Meteorite Explosion Simulation Based on Particle System

WANG Ji-wen''2, YU Yang''?,LI Yu-mei'*?
(1. Ministry of Education Key Lab. of Intelligence Computing and Signal Processing, Anhui University,
Hefei 230039, China;
2. School of Computer Science & Technology, Anhui University, Hefei 230039, China)

Abstract: The effect of meteorite explosion can consumedly enhance the immersion characteristic of virtual reality system, which has been
widely used in computer game, movie and visual simulation system. Particle system is an effective method in meteorite explosion simula-
tion. At present, there is no meteorite explosion simulation method based on particle system. In this paper, a simple method of meteorite
explosion simulation that based on particle system has been given. The basic idea of the method is apply the uniform accelerated motion to
simulate the movement trajectory of the particles. Also it uses the texture mapping and color blending technology to draw the particles. At
last, making use of tools such as VC+ + and OpenGL, it simulates the meteorite explosion effect. The result of the simulation shows
that the method in this paper is simple to implement and can meet the requirements of real — time and reality.
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