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PARTICLEDLL,_API void pColor

(float red, float green, float blue, float alpha = 1.0f);

PARTICLEDLL,_API void pColorD

(float alpha, PDomainEnum dtype,
float a0 = 0.0f, float al = 0.0f, float a2 = 0.0f,
float a3 = 0.0f, float a4 = 0.0f, float ad = 0.0f,
float a6 = 0.0f, float a7 = 0.0f, float a8 = 0.0f);
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PAR"I ICLEDLL_API void pCopyGroup(int p_src_group_num,
int index = 0, int copy_count = P_MAXINT);
PARTICLEDLL_API void pCurrentGroup(int p_group_num);
PARTICLEDLL_API void pDeleteParticleGroups(int p_group_num,
int p_group_count = 1);
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for each particle group j
pCurrentGroup(j)
for each time step per render frame
pSource...)
other actions....
pMove(...)
end for
pDrawGroup(...)
end for
other drawing...
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PARTICLEDLL,_API void pAvoid
(float magnitude, float epsilon, float look_ahead,
PDomainEnum dtype,
float a0 = 0.0f, float al = 0.0f, float a2 = 0.0f,
float a3 = OOf float a4 = 0.0f, float &b = OOf
float a6 = 0.0f, float a7 = 0.0f, float a8 = 0.0);
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PARTICLEDLL,_API void pCallActionList(int action list_num);
PARTICLEDLL, API void pDeleteActionLists

(int action_list_ num int action list_count = 1);
PARTICLEDLL,_API void pEndActionList();
PARTICLEDLL, AFI int pGenActionLists(int action_list_count = 1);
PARTICLEDLL, API void pNewActionList(int action_list_num);
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blue, float alpha = 1.0f);
PDomainEnum dtype,

1.0f, float size_z = 1.0f);

PARTICLEDLL_API void pColor(float red, float green, float
PARTICLEDLL_API void pColorD(float alpha,

float a0 = 0.0f, float al = 0.0f, float a2 = 0.0f,
float a3 = 0.0f, float a4 = 0.0f, float a5 = 0.0f,
float a6 = 0.0f, float a7 = 0.0f, float a8 = 0.0f);
PARTICLEDLL_API void pSize(float size_x, float size_y =
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PARTICLEDLL_API enum PDomainEnum

{ PDPoint = 0, // Single point
PDLine = 1, // Line segment
PDI1Triangle = 2, // Triangle
PDPlane = 3, // Arbitrarily-oriented plane
PDBox = 4, // Axis-aligned box };

P> 8 8 dAHE T

IV. AX7F A=A 2B A7) -8
E5Es A7 viaSe] 9ee golak
3 MEFCE o]&3le] GUI 7]8ke] QlE|Ho] A8 =31

Eﬁ 01]E1EH E501

82, A = A 8ksl

3 19 2

StE¢o]

NER
OpenGL, Visual C++

Graphic Card :
ATI X800 pro

FGAA -
Windows XP Professional

CPU :
Pentium4 3.2Ghz
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