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Abstract : Some attributes and interfaces of battlefield influence factors are added for expressing the influence to the other battle factors,
so as to improve the real feeling of the special effect simulating based on universal particle system. Adopt the system structure based on
view point distance of twice multiple precision optimization to improve the real-time of particle system simulating. In order to improve
rendering efficiency, tessellation and data zooming technique are used in GPU programmable graphic pipeline, so that memory space and
deliver time are saved, while simulating effect is enhanced. Finally , aiming at the performance before and after optimization of the particle
system, in the same hardware condition simulate the same field effects,a contrast is made between the two particle system,and the result

Vol.23 No.6
June 2013

proves the advantages of the optimization.
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