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ABSTRACT

The simulation of natural phenomena in computer graphics has been a very important
topic. However, if further related technology used in computer game, you need to avoid using
too complex physics simulation. In this paper we simulate the effects of rainfall and snowfall
in the racing game. Using the GPU-based particle system to achieve real-time simulation and
rendering. The final effects of rain and snow into the 3D graphics engine that be use by game
industry. With the art scene of the racing game and the car animation, can be shown the
change between the different weathers and the effect that raindrops (snowflakes)is rolled up

by the wheels.
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