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Fig. 1 Framework of the visual simulation system
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speffx explosion |
type 0
alpha 1;
auto 1;
deffadedur on;
offset 0 1500000;
position 0 0 0 0 0 0;

xfmdlist 1
fxupproc 0;

speffx debris |
type 33
alpha 1;
auto 1;
deffadedu on;
repmsk 0x2;
scale 20 20 20;
xfmdlist 1
fxupproc 0;
light_offset 0 0 0

duration 4 ;
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Tab. 1 Setting list of the special effects
BEEAF Type Syl o F Y
debris Debris New 2 PSR ES
flak Flak New 1 FRIEINDGRUR
smokel Smoke New 3 AR E R
smoke2 Smoke Old 3 Y B AR 2
firel Fire New 4 WIAYEF KR 1
fire2 Fire Old 4 HRIE KR 2
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Fig.2  Explosion fire and flying debris
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Fig.3 Basic framework of the application
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void main ( void)

%

static vgObserver * obs;
static vgChannel * chan;
static vgScene * scene;
static vgPlayer * tank, * missile;

e_traill = vgFindFx (" E_trail" ) ;

e_airhit = vgFindFx (" E_airhit" ) ;

t_explode = vgFindFx (" T_explode" ) ;
t_debris = vgFindFx (" T_debris" ) ;

t_smoke = vgFindFx( " T_smoke" ) ;
vgAddFunc ( chan, VGCHAN _POSTDRAW ,
DrawlnfoCallBack ,NULL) ;

/ /T 1 R R

startTime = vgGetTime( ) ;

while (1)

%

veSyncFrame( ) ;
vgFrame () ; //Ab P A F 1
stateHandler( ) ;
}
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Fig.4 Hitting the target
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Fig. 6  Moving speed-time distribution of the smoke particle
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[ ABSTRACT]

The paper analyzed and established the structure of explosion damage visual simulation system, based on

the theoretical research of visual simulation technology. Different ways to realize special blast damage efficiency based on

Vega were discussed, including basic special effects, API interface setting special effects and the influence of user-defined

particles to special effects. The integrated use of these methods can effectively improve the visual simulation effect of the

explosion and damage.
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