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Study on an OpenGL-based Simulation of Firework Particle System
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Abstract Particle system is a graph generation algorithm which can efficiently simulate the sceneries and phenomena
characterized by irregular motion, Combining the key techniques of the particle system and the OpenGL texture map-
ping technology, this paper designs a simulation algorithm of firework particle system. The proposed algorithm first
models the properties and motion characters of firework using the particle system, and then display each computed par-

ticle through texture mapping. The simulation results show that this algorithm is simple, fast, and has good reality so

that it is very suitable for real-time applications.

Keywords Real time, Firework simulation, Particle system, Texture mapping
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