1. The size of the explosive particle
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As shown in the figure above, I encapsulated particles in the way of C++ class, including particle initialization, movement, demonstration explosion, etc., and connected particles through a linked list to facilitate the dynamic distribution and release of particles and reconnection.
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I used sizeof function to calculate the sizeof my individual particle is 4kb, because it contains the RGB value of fireworks and also the fireworks process, so an exploding particle has a set of 240*240 particles, so although the color is nice, it takes up a lot of space, so the window can only have 4 fireworks.

2.Dynamic distribution and release of particles
[image: ]
As shown in the figure above, in order to save as much time as possible, I use the dynamic form to summon fireworks. Once there is space or time to reach the target, I will insert a fireworks at the back of the queue for a beautiful bloom.
Note: because the queue needs a header data, I did not use the header data to explode in fireworks, but only used to record the header of the queue. If the header node data needs to be calculated into the 16K memory size, then only 3 explosive particles can exist on the screen at this time.
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Pictured above is for dynamic explosion particle release, we will check whether each explosive particle completes its work processes, whether completed the explosion effects, once completed will be marked, and then we'll record explosion particle separately, then connect the unfinished behind the explosion of particles, and then release the memory.
3.Results show
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[bookmark: _GoBack]
image1.png
Siclass Fireworks {

public :
Fire fire;
Jet jet:

int game = 1;
class Fireworks *fireworks;
Fireworks () ;

/131

void Init():

void Load() :

void Shoot () ;

void ShowFire (float m_buffer[], int m_sw, int m_sh);
void ChoiseRelu();
“Fireworks () ;
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fireworks = new Fireworks() ;

printf ("Explosive particle :f%)d”, sizeof (fireworks)) ;
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=Ivoid ChoiseRelu(DVORD& t1)

I {

int maxliz=0;
DWORD t2 = timeGetTime();
if (t2 - t1 > 2000)
{
if (fireworks—>game == 1) {
Fireworks *fireworksl = fireworks;
while (fireworksl->fireworks != NULL)
{
maxliz = maxliz + 1;
fireworksl = fireworksl->fireworks;
}
if (maxliz >= 4)return;
fireworksl->fireworks = new Fireworks();
fireworksl->fireworks—>ChoiseRelu() ;

tl = t2;
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-Ivoid Freed_particle() {

Fireworks *fireworksl = fireworks, *fireworks2;
- while (fireworksl->fireworks != NULL)
{
if (fireworksl->fireworks—>fire. show == false
& fireworksl->fireworks—>fire. draw == false
- && fireworksl->fireworks—>jet. shoot == false) {

fireworks2 = fireworksl->fireworks;
fireworksl->fireworks = fireworksl->fireworks—>fireworks;

free (fireworks2) ;
}
= else {
fireworksl = fireworksl->fireworks;
}
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