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In this design, I set the number of particles of a single firework to 100, so it takes up the object memory of 100 cParticles of dynamic memory.

In order to reduce the memory occupied by the operation, I use a global New and Delete to replace the system's memory allocator, and a class overload new and delete. After the fireworks explode at a certain point, until each particle completes its life cycle, the memory of the exploded particles will be released, and the computer memory will not be occupied. When the fireworks are released in the next time, Object memory of 100 cParticles will be regenerated. At the same time, when the user interacts (key function), press the F1 key, that is, when the user pauses, it will wait for the life cycle of the fireworks particles in the current scene to complete and immediately release each cParticles object memory to stop regenerating new particles, therefore there is no particle image to render the screen, that is, it does not occupy system memory. When the user presses the z key to restart, the object's memory will be regenerated.

