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Implementation of Special Effect
Using Particle System API
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Dept. of Computer Science, Sunchon National University
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void ComputeParticles() {
VB4R (&R, 44, 27 F)
pVelocityD(PDCylinder, 0.01, 0.0, 0.35 0.01, 1.0,
1.37, 0.091, 0.719);
pColorD(3.0, PDLine, 0.3, 0.3, 0.0, 1.0, 0.0, 0.0);
pSize(10.5);
pSource(400, PDLine0.0, 0.0, 3401, 00, 10,
0.205);
/#4843
pGravity(0.0, 0.0, -0.04);
pBounce(-0.05, 0.1, 0, PDDisc, 0, 0, 0, 0, 0, 1,5);
pSink(false, PDPlane, 0,0,-3, 0,0,1);
/HRA BA
pMove(); }
O3 UXtEel Mef ME((blRE)

37tA] FEE B2 L2 PDCylinder®t PDDisc, PD
Plane, PDLinecjgtx 5o} 9= RERol ged oA
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[ PARTICLEDLL_API enum PDomainEnum
{
PDPoint = 0, // Single point
PDLine = 1, // Line segment .
PDTriangle = 2, // Triangle-
PDPlane = 3, // Arbitrarily-oriented plane
PDBox = 4, // Axis-aligned box
PDSphere = 5, // Sphere
PDCylinder = 6, // Cylinder
PDCone = 7, // Cone
PDBIlob = 8, // Gaussian blob
PDDisc = 9, // Arbitrarily-oriented disc

PDRectangle = 10 // Rhombus-shaped planar
region
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#define GL_POINTS 0x0000

#define GL_LINES 0x0001

#idefine GL_LINE_LOOP 0x0002

#define GL_LINE_STRIP 0x0003
#define GL_TRIANGLES 0x0004
#define GL_TRIANGLE_STRIP 0x0005
#define GL_TRIANGLE_FAN 0x0006
#define GL_QUADS 0x0007
#define GL_QUAD_STRIP 0x0008
#define GL_POLYGON 0x0009
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