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XapaKTEPUCTUKM CUCTEMbI YaCTUL, «DEHTaIbCKUIN OTOHbY»

* WCTOYHUK NMOABAEHMA YacTUL, (3munTTep)
* Ka)XAas yacTuua byaet MMeTb CBOM:
* CBOI CKOPOCTb
* HanpaB/ieHUe
* BPEMSA }KU3HMU
* OyaeT ocTaBNATb 3a cobou cnep,
* HO B TO }Ke BpemMs BCe YacCT1Lbl MOAYMHAIOTCA onpeaeNEéHHOMY 3aKOHY, obLemy ANs CUCTEMDI.



ObOBbeKTbl, MICNONb3yeMble AN YacTuL

* NOJIHOUEHHbIN 3D-06beKT
* 2D-061beKT € 3a/1MBKOM MU TEKCTYPOM
* TOYKa (cnpanT)

[1na UCKp NoaxXoAMnT CRPAMT, MOCKOJIbKY

* [ONA KaXKA0M YacTULbl AOCTAaTOYHO BCEro OA4HOM BEPLUMHbI

* CMNPaNT No onpeaeneHuto BCE Bpema NOBEPHYT B CTOPOHY HabatoaaTens, HesaBMCUMO OT
NMOBOPOTA CLEHbI, U UCKPaA BCErga oCTaéTca NCKPOW



OAaHa UCKpa




OAaHa UCKpa

TEKCTypa 414 TOUYKN — N306parkeHune ¢ Npo3pavyHbiM (GOHOM

3a4a4MM pa3mep TOYKKM € nomolbio gl _PointSize B BeplwnMHHOM Wenaepe,
TOrAa TOYKa NpeBpaLLAETCA B KBa4paT YKa3aHHOro pa3amepa C LLEHTPOM B 3TOM TOUKeE

Pa3snnuma:

* KBaapaT U3 ABYX TPEYro/ibHMKOB byaeT noasep»KeH TpaHcPopmaLmam maTpul,

* 33[aHHbIX OAHOM TOYKOWM KBaapaT byaeT Bceraa Hanpas/ieH K Habatogatento n byget meTb pasmep
gl_PointSize

*enaTtenbHo, YTOObI pasmep TOYKM COBMaAan C PasMmepoM N30bparKeHUsa UCKPbI
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BeplwHHbIV Wenaep

attribute vec3 a_position;

uniform mat4 u_mvMatrix;
uniform mat4 u_pMatrix;

void main() {
gl_Position = u_pMatrix * u_mvMatrix * vec4(a_position, 1.0);

// pasmep UCKpbl
gl_PointSize = 32.0;



PparMeHTHbIV Wenaep

precision mediump float;
uniform sampler2D u_texture;

void main() {
gl _FragColor = texture2D(u_texture, gl_PointCoord);

}



3arpy3Kka n3obparkeHua u MHMLUMANN3aumsa TEKCTYPbI

var texture = gl.createTexture();
var image = new Image();

image.src = "spark.png";

image.addEventListener('load’, function() {
gl.bindTexture(gl. TEXTURE_2D, texture);
gl.teximage2D(gl. TEXTURE_2D, 0, gl.RGBA, gl.RGBA, gl.UNSIGNED_ BYTE, image);
gl.generateMipmap(gl. TEXTURE_2D);
gl.texParameteri(gl. TEXTURE_2D, gl TEXTURE_MIN_FILTER, gl.NEAREST);

gl.texParameteri(gl. TEXTURE_2D, gl TEXTURE_MAG_FILTER, gl.NEAREST);
gl.bindTexture(gl. TEXTURE_2D, null);

// OTPUCOBKY CLEHbl HaYMHaEM TONbKO NMOCNE 3arpy3Kn n3obparkeHus
requestAnimationFrame(drawScene); NEAREST LINEAR

1;



CmelinBaHme UBeTOB

Y106b1 WebGL noHnman npospavyHocTb 1 nsbasnanca ot poHa UCKPbl, HAM HEOBXOAMMO BKIHOUUTD
CMelluBaHue LBEeToB

//BKJIFOYAEeT CMeLwWnBaHue
gl.enable(gl.BLEND);

//onpenenseT B3anMo4eUCTBME PUCYEMDbIX U YXKe OTPUCOBaAHHbIX NMUKCeNeun
gl.blendFunc(gl.SRC_ALPHA, gl.ONE);
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[lobaBnsaem cnenbl UCKP




EWé oANH BEPLIMHHbBIN LLENAEP

attribute vec3 a_position;
attribute vec3 a_color;

out vec3 v_color;

uniform mat4 u_mvMatrix;
uniform mat4 u_pMatrix;

void main() {
v_color =a_color;
gl _Position = u_pMatrix * u_mvMatrix * vec4(a_position, 1.0);

}



EWwé oo+ pparMeHTHbIN Wenaep

precision mediump float;
in vec3 v_color;

void main() {
gl _FragColor = vec4(v_color, 1.0);

}



V|HI/ILI,l/Ia/'II/I3aLI,l/IFI NCKP

//ViHUUManu3auma nporpammbl UCKP

var programSpark = webglUtils.createProgramFromScripts(gl, ["vertex-shader-spark”, "fragment-shader-spark"]);

var positionAttributeLocationSpark = gl.getAttribLocation(programSpark, "a_position");

var texturelLocationSpark = gl.getUniformLocation(programSpark, "u_texture");

var pMatrixUniformLocationSpark = gl.getUniformLocation(programSpark, "u_pMatrix");
var mvMatrixUniformLocationSpark = gl.getUniformLocation(programSpark, "u_mvMatrix");



NHUUManm3aLUma cneaos UCKP

// iHUUManu3aumna nporpaMmmbl cnesoB UCKP
var programTrack = webglUtils.createProgramFromScripts(gl, ["vertex-shader-track", "fragment-shader-track"]);

var positionAttributeLocationTrack = gl.getAttribLocation(programTrack, "a_position");

var colorAttributelLocationTrack = gl.getAttribLocation(programTrack, "a_color");

var pMatrixUniformLocationTrack = gl.getUniformLocation(programTrack, "u_pMatrix");
var mvMatrixUniformLocationTrack = gl.getUniformLocation(programTrack, "u_mvMatrix");



OTpl/ICOBKa cseaoB N CaMiX NCKP

B KaxKayto ¢yHKLUMIO ByayT nepenaBaTbCA KOOPANHATLI BCEX CYLLLECTBYIOLWMX HA AaHHbIM MOMEHT UCKP —
cenyac Tpu

var positions = |
1,0, O,
-1, 0.5, 0,
-0.5,-1,0

I;

// B Hauane Kaxkgomn ¢pyHKUMKM oTpmucosKu drawTracks n drawSparks
// 6yneT Bbi3biBaTbCA gl.useProgram Ana yCTaHOBKM TEKYLLLEN NPOrPammbl

drawTracks(positions); // byaeT akTuBMpoBaTbca nporpamma programTrack
drawSparks(positions); // 6yaneT aktnBmpoBaTbca Nporpamma programSpark



OTpMCOBKa C1ea0B UCKP

var colors = [];

var positionsFromCenter = [];

for (vari=0; i< positions.length; i += 3) {
// BnA KaxKaoh KoopanHaTbl A06aBAsseM TOUYKY Havasla KoopAMHAT, YTOObl MOAYUYUTb C/ied, UCKPbI
positionsFromCenter.push(0, 0, 0);
positionsFromCenter.push(positions]i], positions[i + 1], positions[i + 2]);

// uBeT B Hayane KoopauMHaT byaeTt 6enbiit (ropaunii), a ganblue byaeT NpUbAMNKATbCA K OpaH»KeBOMY
colors.push(1, 1, 1, 0.47, 0.31, 0.24);



[TonHOUEeHHaAa cMcTema YacTtumu,




ANropnTm paboTbl OEHrabCKOro OrHA

* CO3[4aEM UCKPY C NPOU3BOJIbHbIMM
* HanpasJ/ieHUem
* CKOPOCTbIO
*  OJINHOM NYTH

¢ npu KE])K,EI,OVI OTPUCOBKE UIMeEHAEM NOJTI0OKEHUNE UCKPDI

* KOraa UCKpa NPOMNAET BECb OTPE3OK NYTH, 3aMyCcKaem eé 3aHOBO M3 Hayasla KoopauHaT



Raacc AnAa UCKpPb

function Spark() {
this.init();
I

// KonnyecTBo UCKp
Spark.sparksCount = 200;

C asymsa pyHKUMNAMMN:
*  yHKUMA init BbI3bIBAaeTCA 418 CO34aHNA U MHULUMANN3ALUU NCKPDI
*  QYHKUMA Move BbI3bIBAETCA NMPU KaXKA0OM LMKAE OTPUCOBKU ANA NPUPALLEHNA KOOPANHAT UCKPbI



Spark.prototype.init = function() {

// Bpemsa co3aaHua UCKpbI
this.timeFromCreation = performance.now();

// 3apaém HanpasneHue Nonéta UCKpbI B rpagycax, ot 0 go 360

var angle = Math.random() * 360;

// paguyc - 3To paccTosHMe, KOTOpoe NPONETUT UCKPa

var radius = Math.random();

// oTmepAeM TOYKM Ha OKPYXKHOCTU - MaKCMMaJlbHble KOOPAMHATbl UCKPbI
this.xMax = Math.cos(angle) * radius;

this.yMax = Math.sin(angle) * radius;

// dx n dy - npupalleHne UCKpPbI 3a BbI3OB OTPUCOBKM, TO €CTb €€ CKOPOCTb,
// Yy Kaxa0l UcKkpbl cBos ckopocTb. multiplier noabupaeTtca amnmpuyecku
var multiplier = 125 + Math.random() * 125;

this.dx = this.xMax / multiplier;

this.dy = this.yMax / multiplier;

// Ansa Toro, 4tobbl HE BCE UCKPbI HAYUMHANU ABUMKEHME U3 Haya/la KoOOPAUHaT,
// nenaem KaKao# UcKpe cBOM OTCTYM, HO He 6Bonee MaKCMManbHbIX 3HAYEHUN.
this.x = (this.dx * 1000) % this.xMax;

this.y = (this.dy * 1000) % this.yMax;



Spark.prototype.move = function(time) {
// Haxooum pasHULY MeXKay BbI30BaMW OTPUCOBKMU, YTOObI aHUMaLUMa paboTana
// 0OAVHaKOBO Ha KOMMblOTEPax Pa3HOM MOLLHOCTH
var timeShift = time - this.timeFromCreation;
this.timeFromCreation = time;

// npupalleHme 3aBUCUT OT BPEMEHU MeXKAY OTPUCOBKAMMU
var speed = timeShift;

this.x += this.dx * speed;

this.y += this.dy * speed;

// ecnn uckpa AocTnrna KOHeYHoM TOYKM, 3aryckaem eé 3aHOBO U3 HaYvasla KoopauHaT
if (Math.abs(this.x) > Math.abs(this.xMax) | | Math.abs(this.y) > Math.abs(this.yMax)) {
this.init();
return;
}
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ComaeN\ HGO6XO,£I,I/IIV\O€ ROJIMYHECTBO NCKP TMPW
MHNUNaNN3aUNN TTPOTPaMMbl

var sparks = [];
for (vari=0; i < Spark.sparksCount; i++) {
sparks.push(new Spark());
}



//Bbi3biBaeM cmelleHME UCKP NPU KaXKa0M OTPUCOBKE
for (var i =0; i < sparks.length; i++) {
sparks[i].move(now);

}

//nonyyaem KoopamnHaTbl UCKP ANs Nepeaaym B GyHKLUM
var positions = [];
sparks.forEach(function(item, i, arr) {
positions.push(item.x);
positions.push(item.y);
// VICKpbl ABUraloTCsl TONIbKO B OAHOM NJIOCKOCTU XY
positions.push(0);
});

drawTracks(positions);
drawSparks(positions);
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