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Special Effect Generator for Various Digital Contents
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Sunchon National University
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Abstract -«

In digital contents industry there is a high
demand to convincingly mimic the appearance
and behavior of natural phenomena such as
smoke, waterfall, Particle
systems are methods adequate for modeling

rain, and fire.
fuzzy objects of natural phenomena. It is clear
which parameter of which action in a
particular effect should be modified for a
particular visual result. The generator is usable
for offline animation and for real-time special
effects in digital contents and virtual reality.
The application programmer is able to specify
different accuracy needs for different effects.
This paper design special effect generator for
make low-price and high-quality digital
contents in reflection industry and virtual
reality applications.
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OpenGL Commands

1L
Current OpenGL
Rendering Context
11
Windows GDI
Device Context
J

OpenGL
Output Window
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