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Real-time Simulation of Rain Based on Particle System

LI Su-jun, WU Ling-da
(Multimedia R&D Center, National University of Defense Technology, Changsha 410073)

Abstract The paper presents a method on real time generation of cloud based on hydrodynamics and the particle system theory. It shapes the rain
particle as rectangle. It simulates the cloud’s radiometry using dynamic texture mapping and transparency disturbance, describes the cloud’s
movement using simple physical equations when different size particles suffered gravity, buoyancy and resistance. Compared with the traditional
method of cloud’s simulation, it can generate realistic visual effect of rain, accurately simulate the cloud’s behavior and reduce the computing
complexity, realize the 3D effects of rain. And it can interact in the 3D scenes of rain and as same as the real rain scenes, which proves its usefulness.
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