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Forest Flame Simulation Based on Particle System

ZHAO Gang, XU Guo-yu, SHEN Zhi-feng
(College of Mechanical and Electrical Engineering, Harbin Engineering University, Harbin 150001)

Abstract Particle system has been widely used in modeling because of its flexibility and adaptability features. This paper introduces the
application of particle system in the flame simulation, analyzes the general philosophy of particle system, introduces the initialization of flame
particle, and the corresponding changes of the particle properties with the changing of frame, embodies the process in which the particles from
beginning, attenuation to vanishing. In order to make flame particle more realistic. It exaggerates the particle, and simplifies the bulletin boards
technology. Experiments show that this method can be used to reflect the dynamic change of flame vividly, and is simpler and easier to achieve
better simulation results in an ordinary PC.
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