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Co3nanus 3¢ dexra 1BUKEHUS 3Be3]1 HA sI3bIKe mIeiaepa

Yeprawun Anexcanop Muxaiinosuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B naHHO# cTaThe onMcaH npouecc co3aanus 3p(eKT ABMKEeHUs 3Be31. B npouecce
paboTel ucnonb3oBaics A3blk Iueinepa GLSL. B pesynprare ObLI BBIBEIECH
3(pdhexT TBIKEHHS 3BE3I.
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Abstract

This article describes the process of creating the effect of moving stars. In the
process of work, the GLSL shader language was used. As a result, the effect of the
movement of stars was derived.
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1 BBenenue

1.1 AxkmyanvHocms ucciedosanus

JlaHHasi cTaThsi OMMCBHIBAET BO3MOXHOCTh HANMCaHUS Ha SI3bIKE IIeWiepa
co3nanue ddexra 3Be3 .

1.2 I]env uccneoosanus

Llenwro paboThl ABsIeTCs co3aanue dhdexTa 383/ MPU MOMOIIY HAUCAHUS
IIpOrpaMMBbI Ha SI3bIKE LIeWaepa.

1.3 O630p uccneoosaruii

B pabote M. CrtuitH npenjaraeT nporpamMmy Ha si3bike Iieiiaepa B Unreal
Engine, neMOHCTpUPYIOLIYIO JHHAMUYCCKUN UK CMEHBI JHS W HOYH, MOJCIIH
JIBI)KCHUSI COJIHIIA, JYyHBI U 3Be3gHoro Heba. IIporpamma moxkeT OBbITh
WCIOJB30BaHA  JUIA  CO3JJaHMSl WP C  XOPOIIMM  COOTHOIICHUEM
MPOU3BOJAUTEIILHOCTA M TOYHOCTH [1]. . 10gumMu MPEACTABIISAECT MPUIIOKECHUE
Kosmos koTopoe AeMOHCTPUPYET MHTEPAKTUBHYIO BU3YAIM3ALIUIO BHIMBIILICHHON
TPEXMEPHOH IUIAaHETaApHOU CHCTEeMBI co 3Be30i [2]. B padote Jlem H. A. I'pocco,
A. Cupora OmNMCHBAIOT OHOTUOTEKY C OTKPBITBIM MCXOJHBIM KOJOM TIOJ
Ha3BaHneM Ratcave, koTopasi BeinosHss posib 3D nBmxka ucnosb3dyeT OpenGL

[3].
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2. Pabounii mpouecc
B nanHol paboTe MCIOIB30BANKMCH JBa M300pakeHus (puc 2.1 u 2.2) mis

JIEMOHCTpAILIMK MIPOTPaMMBI IIeH Iepa, ¢ UCTOIb30BaHUEM MporpamMmel glslViewer

[4].

[Iporpamma nHanucana Ha sizbike OpenGL Shading Language (GLSL).

Jluctunr 2.1. VcXoaHbIN KO TporpaMMBbl JjIsl co3ianus 2 deKTa IBIKCHUS 3BE3]I.

#version 330
#ifdef GL_ES
precision mediump float;
#endif
#define MAXARR 8
uniform vec2 u_resolution;
uniform float u_time;
vec3 hsv2rgb(vec3 c¢) {
vecd K =vec4(1.0,2.0/3.0,1.0/3.0, 3.0);
vec3 p = abs(fract(c.xxx + K.xyz) * 6.0 - K.www);
return c.z * mix(K.xxx, clamp(p - K.xxx, 0.0, 1.0), c.y);
}
void main (void) {
vec3 col = vec3(0.0);
vec2 uv = (gl_FragCoord.xy / u_resolution.xy * 2.0) - 1.0;
int imax = MAXARR,;
vec3 p[MAXARRY];
float colafMAXARR];
float V[MAXARR];
floati_p =0.0;
for (float s = 0.0; s < 2000.0; s++) {
for (inti=0;i<imax; i++) {
I_p = float(i) / float(imax);
p[i] = abs(p[i]) / v[i] - 0.8;
if (int(s) % 10 ==10) {
p[i] = vec3(0.01 * float(i+1), 0.2 * float(i+1),
0.2*fract(0.01 * ceil(0.05 * s + u_time * 20.0)) );
cola[i] +=v[i] / 20000.0 * float(i+1);
p[i].xy +=s * uv / 20000.0 * float(i+1);
¥
v[i] = dot(p[i], p[i]);
¥
by
for (inti =0; i <imax; i++) {
I_p = float(i) / float(imax);
col += hsv2rgb(vec3(i_p, 0.8, cola[i]));
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37 gl_FragColor = vec4(col, 1.0);
38 |}

B ctpoke 1 (muctunr 2.1) BeiOpana Bepcus meiaepa 3.30.

B ctpokax 5 —7:

u_resolution - paspeiienue 3Kpana,

u_time — Bpems B CEKyHax,

MAXARR — makcuMalibHOE KOJIMYECTBO UTEPALMI ISl CO3TaHMS Pa3HBIX
3BE3/I.

B crpokax 8 — 12:

Oynkius hsv2rgb mpeobOpasyer mnBeroByto moaenb or HSV mo RGB,
apTyMEHTHI:

hsv.x — 1useroBoii Tou (hue).

hsv.y — HachIIIIeHHOCTD (saturation).

hsv.z — 3Hauenue 1BeTa, ApKOCTh (value) [5].

B crpokax 14 — 32:

[lepemenHas uv — dKpaHHOE MPOCTPAHCTBO OT -1 10 1. col — ocHOBHOM
[[BET. IMaxX — MaKCUMAaJIbHOE YUCJIO UTEpaIuil JJI CO3/IaHUs PA3HBIX CIIOEB 3BE3/I.
P — kxoopauHaThl 3Be3], cola — SPKOCTH 3BE3/, 1 — IIar WTEpaIuu JJIs CIOs

3BE3]l, S — IIar UTePaIH ISl TIIYOHHBI TPETEeH OCH KOOPJUHATHL, i_p — I / Imax.
B ctpoke 26 3amaeM KOOpAUHATHI PA3IMYHBIX 3BE3]1, UCIOJIb3YEM JABUKCHUE
1o riayOuHe.

B cTpoxke 27 pucyem 3Be311bl pa3HON APKOCTH.

B cTpoke 28 3agaem paccTOsSIHUE MEXKTY 3BE€3JaMH.

B crpoke 33 — 36 ckiambiBaeM SIPKOCTb, M 3aJa€M IIBETOBOM TOH B
3aBHUCHMOCTH HOMEpa 1 CJI0S 3BE3I.

glslViewer main.frag -w 800 -h 600

PI/ICHOK 2.1. Pe3ynbTaThl paboThl IPOrpaMMbl

3 BeIBOJIbI
B pesynbTare paboThl nmporpamMma ObLTa HalMcaHa Ha S3bIKE IICHaepa s

noxyueHust 3¢ dexra 3Be3 1.
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