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This short report covers the specific approaches that was used to reduce the memory footprint and discuss the impact this has had on the number of particles rendered to screen.
[bookmark: _Toc5523044]Particle System
A class has been created to handle the particles. This class has three functions that are used to add, destroy and identify particles in a list of particles. Each particle consists of a number to identify each node, a position and two pointers. One pointer points to the next particle in the list, the other points to the previous particle in the list. The class also has 3 pointers to identify the head, tail and current particle. 
The more particles there are, the longer it takes to render the scene. Before the program starts rendering the scene, the particles get created first. After the particles are created, it then draws the head particle. After the head particle gets to a certain point on the screen, it then draws the rest of the particles in the list. Since the particles are created before they are drawn, it will already take up memory. However, after rendering the scene multiple times, the speed looks to be the same until more particles are drawn on the screen. Using an FPS counter, you will be able to see a difference in rending particles into a scene.
Closer to the end of the scene getting rendered, the particles start giving the illusion that they are disappearing by using the ‘setColour’ alpha. After the alphas for all the particles drawn become a value of 0, the particles start getting deleted. This is done by running a loop that deletes the tail during each loop. After the particles are deleted, there is more space available to store different data.
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