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Abstract: A simplified model of movement that snowflakes float is established based on the dynamics principle.The virtual scene
that snow float is rendered based on particle system is implemented by Direct3D technologies.A simplified model of particle
launchers and similar wind model are proposed so that computing speed and simulation effect are improved.Then,a method of

collision detecting is put forward.Experiments show that natural result and real-time speed can be achieved by this method.And,

the method can also be used to other scene simulation,such as rain,smoke,fog,and so on.
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struct Particle(
D3DXVECTOR3 m_vPosition;
D3DCOLOR m_Color;
float m_fLife;
bool m_isalive;
D3DXVECTOR3 m_vVelocity;
float m_fSize;

float m_fMass;
D3DXVECTOR3 m_fFriction;

}
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