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The basic theory of particle system
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Fig. 1 Main modules of particle system
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ZHANG Yingchao, et al. Simulation of snow effect based on OSG and particle system.
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0SG-based modeling and simulation of snow effects
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Table 1  The standard of fogfall
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B% 1.0~ <10.0
% 0.5~<1.0
w%E 0.05 ~ <0.5
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Table 2 The property settings of the fog effect particle system
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Table 3 The standard of snowfall
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Table 4 The property settings of the snow effect particle system
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Fig.2 Flow chart of snow effect simulation program
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The analog results
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Fig.3  Custom fog effect, minrange =10 000, maxrange =15 000,
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K4 g LR, minrange = 15 000, maxrange =30 000,
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Fig.4 Predefined fog effect, minrange =15 000,

maxrange =30 000, minvalue =0. 2 ,;maxvalue =0. 5
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Simulation of snow effect based on OSG and particle system

ZHANG Yingchao' ZOU Liping' LIU Jia'
1 Academy of Information & System Science,Nanjing University of Information Science & Technology, Nanjing 210044

Abstract Simulation of natural phenomena can greatly improve the fidelity of 3D scene, which has been used
widely in visual simulation system,3D animation,film TV and advertising. Particle system is an effective method in
real-time natural phenomena simulation. Based on analyzing the realizing principle of the particle system,this paper
makes use of the highly integrated software development environment provided by Microsoft Visual Studio 2005 , and
establishes the particle model based on OSG ( OpenSceneGraph) 2. 6. The results of experimentation have proved
that this method can effectively represent fog and snow effect scenes in the three-dimensional scene.

Key words virtual reality ; particle system; 0SG



