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struct Cyclone_Particle
{
D3DXVECTOR3_pos ; /Hi T &
D3DXCOLOR_color; /4 T3 {7
D3DXVECTOR3_velocity ; /4 - &
D3DXVECTOR3_acceleration /i iHE &
float_lifeTime ; /474G 1Y e KT (]
float_age ; /BT 4 AT E L5 ) Bs) [A]
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d3d: : GetRandomVector (&attribute—>_pos,
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Virtual bool Init (IDirect3DDevice9*pDevice .
char *fileName ) ;
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Virtual bool Reset( ) ; /B85 & A A BT

Virtual bool AddParticle() ;/AAS TR §-FfEFRH

virtual bool Update(float timeDelta)=0;//58 #%: il

virtual bool PreRender() ;/AEYEHTTEYLIRASIEST

virtual bool Render() ; /2y Bx e YL & JG

virtual bool PostRender () ;//7& 4% )5 15 YL RS /Y
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if (: : GetAsyncKeyState ('W') &0x8000f)
m_pCamera—>walk (4.0£¥0.01) ;

if (: GetAsyncKeyState ('S')  &0x8000f)
m_pCamera—>walk (=4.0f¥0.01) ;

if (. GetAsyncKeyState ('A')  &0x8000f)
m_pCamera—>strafe( -4.0*%0.01) ;

if (: GetAsyncKeyState ('D')  &0x8000f)
m_pCamera—>strafe(4.0f*0.01 );

if (: : GetAsyncKeyState (VK_UP) &0x8000f)
m_pCamera—>pitch(1.0£¥0.01) ;

if (: : GetAsyncKeyState (VK_DOWN) &0x8000f)
m_pCamera—>pitch(-1.0%0.01) ;

if (: : GetAsyncKeyState (VK_LEFT) &0x8000f)
m_pCamera—>yaw(-1.0f%0.01) ;

if (s GetAsyncKeyState (VK_RIGHT) &0x8000f)
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m_pCamera—>yaw( 1.0f¥0.01) ;
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Cyclone Particle System Simulation Based on Direct3D

WU Hua-lei
(Department of Electronics and Information Engineering, Xiamen City University, Xiamen, Fujian 361008)

Abstract: Particle system is one of the most successful graphics generation algorithms to simulate fuzzy objects.
Study particle system and Direct3D techniques, analyze static properties and movement rule of cyclonic particles,
and simulate three—dimensional. scene of cyclonic particle system according to the physical movement principle.
Users can operate camera to observe and interact with the system in real-time with good realistic.
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Abstract: Xinghuo 2 Well was located at the top point on Yakela hump in Shaya apophasis, and it was an
important prospecting well. Borehole well was very instability because the open well was long, wellbore size was
large, and the petrography character was complex in the second interval. After the electropositivity well drilling fluid
system was applicanted, and corresponding measures of maintaining and hangling technics was taken, these
down—hole troublesome condition was solved. It included that round trip was touchdown in upper formation and tight
hole sticking occurred frequently in down formation. The wellbore was stability during the course of drilling. At last,
the success of drilling the second interval laid the foundation for future work in Xinghuo 2 well.

Key words: Xinghuo 2 Well ; Large well bore ; Long open well ; Electropositivity well drilling fluid



