KomnbloTepHasa rpapu
CoBpemMeHHble TeXHO10
KOMMNbIOTEPHOU rPadUKM 1 pe

Cuctembl Yactmu, B8 WebGL
Jlekumna 6

02.04.02 dNAUT

Rd
R4

HAEPUHIA

Pa3paboTka MOOUIbHbBIX MPUNOKEHUN U KOMMNBIOTEPHbIX UTP

2025-2026



YTO TaKkoe cucTemMa YacTuL,?

OnpepeneHue:

Cnctema 4acTuu, — 3TO MeTo[, KOMNbITEPHOMU rpadUKM ANna moaeIMpoBaHUA 06 BHEKTOB,
HE MMEOLLUX YETKON reomeTpu4eckon popmbl.

KnioueBasa npes:
BmecTo moaenmpoBaHMA CNOKHOTO 06bEKTA LENMKOM, Mbl CO34aEM MHOXKECTBO NPOCTbIX 3/IEMEHTOB
(yacTnu), noBegeHME KOTOPbIX B COBOKYNMHOCTU GOPMUPYET HYKHbIM BU3YasibHbIN 3P PEKT.

Cuctembl YacTmL, MOTYyT BbITb peann3oBaHbl KaK B ABYMEPHOMN, TaK U B TPEXMEPHOM rpaduke



Obnactn NnpUMmeHeHus

MpupoaHbie ABNEHUA: OFOHb, AbIM, CHET, A0 Ab, TYMAH, Pa3n4YHblie 0b6/1aKa

CneusddeKTbl: B3pbiBbl, UCKPbI, bernepBepKu, wnendsbl, CTpyn napa, 6eHranbCKuUit oroHb (paccmorpum)
Hay4yHas Bn3yanmsauma: NOTOKM *KUAKOCTK, ra30B, NOIA YacTul,

ATmocdepHbie 3pPeKTbl B Urpax U BUPTYanbHbIX cpeaax

[MpoCTble CUCTEMBI YAaCTUL, NPUMEHAIOTCA NPAKTUYECKN BO BCEX COBPEMEHHbIX KOMMNbIOTEPHbIX UTPaX U
naketax 3D mogennpoBaHuma



Cuctema vactuu,
CUMYNMPYIOLLAA OrOHb,
co3pnaHa B 3dengfx

Mpnumep cuctemsl
4yacTuL, B ABYMEPHOM
rpadpuke

2026

Cuctema yacTtuu, CucTema YyacTul, CUMYINpPYoLLLAaA
CUMYIMPYIOLWAA FaNaKTUKY, B3pbIiB 60MbbI, CO34aHa B
co3pnaHa B 3dengfx particlelllusion

©
[Mpnumep cnctemsl [Mpnumep cnuctemsl
4acTUL, B ABYMEPHOM 4acTuL, B ABYMEPHOWN
rpaduke rpaduke

CoBpeMeHHble TEXHONOMMM KOMMbIOTEPHOM rPadUKN U peHaepUHra
DemaneHko A.M. UMMuKH HO®Y



|_|pI/IHLI,l/II'IbI NOCTPOEHUNA CUCTEMbBI HaCTHNLL

Cnctema 4acTul, cocTouT M3 onpeaenéHHoro (PUKCMPOBAHHOMO MM MPOU3BOJIbHOIO) KO/IMYECTBA YacTul,

MaTemaTMUYeCcKM KaxKaasa YyacTuua NpeacTaBAseTca Kak maTtepuasibHasa TOUKa € A0NOJAHUTENbHbIMU
aTpnbyTamm, TaKMMM KaK BHELLHUWN BUA, CKOPOCTb, OPUEHTALMA B NMPOCTPAHCTBE, YI/I0Basi CKOPOCTb, U T. M.

B xoae paboTbl NporpaMmbl Kaxkaaa YacTuL,a U3MeEHAET CBOE COCTOAHME No onpeaenéHHomy, obemy ans
BCEX YaCTUL, CUCTEMbI, 3aKOHY.

Hanpumep, 4actTmua MOXKeT noaBepraTbCa BO3AeMUCTBUIO FPaBUTALUK, MEHATb Pa3Mmep, LiBET, CKOPOCTb U T.A.

Mocne npoBeaeHUsA BCeX PacYETOB, YacTUL,A BU3yannM3upyeTca. YacTmua MoxKeT 6biTb BU3YaIM3MPOBaHa
TOYKOWM, TPEYro/IbHUKOM, CNIPANTOM, UMW AaXKe NONHOLEHHOMN TPEXMEPHO MOAENbIO

Mpn moaennpoBaHNn PU3NKN XKNAKOCTEN YACTO UCMONb3YIOTCA MeTAacPepbl, KOTOPbIE «CINBAOTCA» MEXKAY
cobou



MaTemaTnyeckaa moaenb YacTuLbl

AbCTpaKuma YacTuubl
Kaxkaas yactmua — 3TO maTepuasibHaa TOYKa ¢ Habopom aTpmnbyToB

IdunHammKa
CocTosiHMe YacTuubl 0OHOBAETCA KaXAbIM Kaap No 3aKOHaM GU3NKK UK NpoLeayPHbIM NpPaBuaaM.



ATpMOYTbI YacTULbI

m vec3 MecTonosoxeHne B NpoCTPaHCTBE

vec3 BekTop asu»keHusa (m/c)

vec3 BanaHue cun (rpaButaums, setep)

float OcTtaBLleeca Bpemsa CyLLeCcTBOBaHUA

vec3 / vecd TeKkywun uBeT N NPo3pPavyHOCTb

float Bu3yanbHbin Mmacwitab (B NnMKcenax nnm toHUTax)
float OpwueHTauua cnpanta (ecam He billboarding)
float CKOpPOCTb BpaLLeHMs

CoBpemeHHble TEXHO/IOTMN KOMMbIOTEPHOM rpaduKK U peHaepuHra

2026 demsaHeHko A.M. UMMuKH HO®Y



MU3Hb YaCTULbI

Ha nNpoTsasKeHUU 3KMU3HM YacTULLa peaKo OCTAaETCA B NOKOE

Yactuubl moryr:

* [ABMUraTbcA

* BpalaTbCA

* MEHATb CBOM UBET U/MUNM NPO3PayYHOCTb

* CTANKUBATbLCA C TPEXMEPHBLIMU 0O bEKTaMMU

YacTto Y 4aCTul 3aldHa MaKCMMaJ/ibHaAA NPOAO/TKUTE/IbHOCTb XXN3HU, MO NCTEHEHNUN KOTOPOTO
YaCTULUa UCHE3aeT



HKU3HEHHbIV UMUK YacTULbI

Tanbl }KU3HU YaCTULbI:
1. PoxpeHune (Spawn)
 Co034aETCcA aIMUTTEePOM B 3aZlaHHOM 0b6nacTh (ToUYKa, IMHUA, 06 bEM, NOBEPXHOCTb MeLla)
* [lony4yaeTt HavyanbHble aTPUOYTbI (4AaCcTO CO CAy4arMHbIMM BapmaLMaAMMK)
2. Ku3Hb (Update)
* [lo3nuua nameHsetcs no popmyne: pos += velocity * dt
* CKOpoOCTb MeHAeTca noa aencremem cun: vel += acceleration * dt
* Bpemsa }Kn3HU ymeHbluaetca: life -= dt
e LiBeT, paamep, NPO3PaA4YHOCTb MHTEPMONMNPYIOTCA MO KPUBOU OT BPEMEHMU KU3HU
3. CmepTb (Die)
* Ypansaercs U3 akTUBHOTIO CNUCKA
 MoxeT nopoauTb govyepHue yactmubl (Sub-Emitters), Hanpumep, NcKpbl OT PpenepBepKa

BaKHo:
Ana ctabnnbHOM aHMMALMM BCe OOHOBNEHUA A0NXKHbI Y4UTbIBATb PAa3HULLYY BO BPEMEHU MeEXKAY Kaapamu
(delta time), yTobbI 3P deKT paboTan 04MHAKOBO Ha Pa3HOM YACTOTE Ka4poB.



IMUTTEP

B 6onbwinHCTBE peanm3au,m71, HOBble 4YaCTunLbl UCNYCKAKOTCA TaK Ha3blBa€MbIM KIMUTTEPOM»

IMUTTEPOM MOXKET ObITb TOYKA, TOFAa HOBbIE YacTULbl ByayT BO3HMKATb B OAHOM MeECTE.
TaK MOYKHO CMOAENNPOBATb, HAaNPUMEp, B3PbIB: IMUTTEPOM BYAET €ro LUeHTp

3MMTTepON\ MOMKET ObITb OoTpe30K I'IpFIMOﬁ UTN NNTOCKOCTb: Halnpnumep 4aCtnubl 4oKA4A UIUN CHEra
AO0/1KHbl BO3HMUKATb Ha BbICOKO paCI'IOfIO)-KEHHOlZ I'OpI/I3OHTaJ'IbHOI7I N/10CKOCTHU

3MMTTepON\ MOMKET ObITb U I'IpOI/I3BOfIbeII7I I'EON\ETpW-IECKVIVI 0ObEKT: B 3TOM C/Z1lydae HOBbl€ YaCTUL bl
6Yﬂ,yT BO3HMKATb Ha BCEN ero NnoBepxXHOCTU



Trnbl aMUTTEPOB

ToueuHbIH Bce YyacTuubl poXKAaroTCA U3 OAHOM TOUYKMU B3pbiB, UCKPA, NCTOYHMK OrHSA
YacTuubl poxKaatoTca Ha OoTpeske OrHeHHbI Mey, NMHUA A0XKAA
MnockocTHOM YacTuubl poXKAatoTCA Ha NPAMOYTOJ/IbHOM MJIOCKOCTU CHeronag, TpaBAHOW NOKPOB

YacTuubl porkaaroTcs BHYTPM 06bEMA

O6nako, pon myx
(chepa, Kyb, umanHap) POM Y

O6bEMHbIN

YacTmupl poXKaatoTca Ha NOBEPXHOCTU UM BHYTPU NcKpbl OT ABUXKYLLErocs aBTomobuns,
3D-mopenn KPOBb 13 PaHbl

Mesh-amutrep

CoBpemeHHble TEXHO/IOMMN KOMMbIOTEPHOM rpaduKM U peHaepurHra

DemaHenko A.M. UMMunKH HOdY H
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[TapameTpbl aMmnTTEPA

* CKOpOCTb aMmunccmm (4actuu, B CEKyHAY)

*  MaKcumanbHOE KONMYECTBO YacTuL,

 dopma 06/1aCTU poXKAEHUA

* HayanbHble BapnaLmm CKOPOCTU, pasmepa, LiBETa

CoBpemMeHHble TEXHO/IOTUM KOMMbIOTEPHOW rPpadUKN U peHAepPUHra

202
026 HemaneHko A.M. UMMuKH HOdY
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PaclwmnperHne pyHKLNOHANbHOCTH

K yactnuam moryT 6bITb NpUMEHEHbI NPOCTPAHCTBEHHbIE aedopmaumum — cUNoBble NOoA, KOTOpble
MOTYT U3MEHATD:

* BEKTOpP ABUXKEHMUSA

* CKOpOCTU

* W Apyrve napameTpbl YacTum,

Mpumepbl Taknx gepopmaumi:
* BeTep

* rpaBuTaums

* yaapHaA BOMHA

MpocTpaHcTBEHHbIE AedopmaLMM UMEIOT BU3yasibHOE NpeacTaBAeHne TONbKO B Mporpamme Aaa ux
pPefaKTUPOBaHMA, HO OHU U3MEHSAIOT NapaMeTPbl YPaBiIfseMbIX MMU YacTuUL,



Cunbl M NPOCTPAHCTBEHHbIE AedopMaLLnn

* [paBUTaLMA: NOCTOAHHOE YCKOPEHUE BHU3 (MU K LEEHTPY 06BbEKTa)

* BeTep: NOCTOAHHAA cUNa B 3a4aHHOM HanpPaBAeHUM C BO3MOXKHOM TYpOYy/IeHTHOCTbIO
* YnapHaAa BO/HA: pagnanbHaa cMaa OT TOYKU B3PbIBa

e 3artyxaHue (Damping): nocteneHHoe 3ameaneHne Yactul, (conpoTnsieHne cpeabl)

* Buxpwu (Vortices): BpawatoLime nons



Peanunzaumna B Koae (GLSL)

// MpumeHeHue rpaBuTaumm
velocity.y -= gravity * deltaTime;

// MpumeHeHue BeTpa
velocity += windDirection * windStrength * deltaTime;

// 3aTyxaHune
velocity *= (1.0 - damping * deltaTime);



AT

CoBpeMmeHHbIe TEXHOIOTUM KOMMbIOTEPHOM rpadmKM U peHaepPUHra
HemsaneHko A.M. UMMuKH HOoY




PenaepuHr yactmu. Cnocobbl Bu3yanmsaumm B WebGL

1. Touku (GL_POINTYS)
e Camasda npoctaa ¢opma: KaxablM YacTuLa — OAHA BEPLUNHA
* Pa3mep 3agaétca yepes gl _PointSize B BeplwunHHOM wenaepe
* Bcerga noBépHYTbI K Kamepe (billboarding)
* WpeanbHO ANA UCKP, 3BE3A, CHera
2. CnpanTbl (Quad c TekcTypon)
e [1Ba TpeyronbHMKa, 06pasyroLwmnx NPAMOYronbHUK
* MoxeT 6bITb NOBEPHYT BPYUHYIO (Hanpumep, ANA INCTbEB UIN NENECTKOB)
* Tpebyet 60nblUe BEPLIMH, HO AAET KOHTPO/Ib Hag GOpPMOH

3. 3D-mopenu
e Karkaas yactmua — MOMHOLUEHHbIN Melw (Hanpumep, KamelleKk uan nyns)

* Wcnonb3yeTtca peaKko n3-3a BbICOKOW NPOM3BOAUTE/IbHOCTH

4. MeTtacdepbl (Metaballs)
* YacTuubl «camBatoTca» npu cbamkeHumn, cosgaban 3pPEKT KMUAKOCTH

* TpebyeT cnoxkHoro peHaepuHra yepes marching cubes



PenaepuHr yactuu,. CpaBHeHME NPOMU3BOANTENBHOCTH

1000 Huskan
6000 (2 Tpeyr.) CpeagHsn
100 000+ BbicoKasn

2026 CoBpeMeHHbIe TEXHO/IOTUM KOMMbIOTEPHOM rpadmKM U peHaePUHra
DemsaneHko A.M. UMMuKH HO®Y
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CmellmBaHMe UBeTOB M NPO3PadYHOCTb

Mpobnema: YacTuubl YacTO MMEIOT NOSIYNPO3PaYHble TEKCTYPbI (MCKPbI, AbIM, OrOHb).
WebGL gonxeH npaBuabHO cMeLLnBaTb UX C GOHOM.

PeweHne — BKAOYEHME CMELUMBAHUA:
javascript: gl.enable(gl.BLEND);

ABa OCHOBHbIX peXMma cmeLlnBaHUA:

S P I R

Apkue apdeKTbl, NCKPbI, B3PbIBbI —
YyacTuupbl 4o06aBAAOT cBET

SOIMEL S gl.blendFunc(gl.SRC_ALPHA, gl.ONE)

gl.blendFunc(gl.SRC_ALPHA,

gl.ONE_MINUS_SRC_ALPHA) Mpo3payHble 06bEKTbI, AblM, CTEKNO

Anbda-cmewieHue

Ba)kHoO:
Mpn anbda-cmeweHnn 4YacTuLbl A0/IKHbI PEHAEPUTHCA OT Aa/IbHUX K BIMKHUM, MHa4Ye NPO3payYHOCTb byaeT
BbIrNA4ETb HEKOPpPEKTHO. 1A agANTUBHOIO CMeLeHNA NOPALOK He BaXKeH.

2026 CoBpeMeHHble TEXHO/IOMMM KOMMbIOTEPHOM rpaduKM U peHAEPUHTa 19
DemsaHeHko A.M. UMM#uKH HOdY



YnpouweHua B real-time rpapuke

npoweHue NMouyemy 31O BaXKHO

acTuubl He OTO6pPacbIBalOT TEHU TeHu TpebyloT AOMNOJIHUTE/IbHOTO PEHAEPUHIA B KapTy TEHEN
acTULbl He NONYYaloT TEHel OT reomeTpumn YnpolaeT ocBeleHne, YacT1Lbl BCEraa NoMHOCTbIO OCBELLEHbI
acTULbl HE OTPAXKAlOTCA B 3epKanax dKoHomuA Ha reflection-npoxoaax

acTULbl He BAMAIOT Ha OCBeLleHUe CLEeHbI HeT Heob6X0AMMOCTHM B CNIOXKHOM OCBELLLEHUN

acTULbl He COPTUPYIOTCA NO rybuHe dkoHomusa CPU, HO morkeT aaBaTb apTedakTbl NPO3PA4YHOCTH

Bes 3Tux ynpoueHMin 06CUYET cucTeMbl YacTuL, byaeT TpebosaTb 6o/blle pecypcos:
* B C/AyYyae C NOrouweHMem CBeTa NoTpedbyeTca COPTUPOBATL YacTULbI MO YAANEHHOCTU OT KaMepbl
* B C/AyYae C TEHAMM Kaxkayto YacTuuy NpuaéTca pucoBaTb HECKONbKO pas

CoBpemMeHHble TEXHO/IOTMN KOMMbIOTEPHOMN rpaduKM U peHaepurHra 20

2026 DemaHeHko A.M. UMM#uKH HOdY



Roraa ynpouweHna CHUMMaKTCA

* B KnHemaTorpaduyHbix cueHax (pre-rendered)
* B BbICOKODOIOAXKETHbIX UrPax C MOLWHbIMKN GPU
* [lpu ncnonb3oBaHmnn compute shaders gna coptmpoBku Ha GPU



HeT eAMHOro peweHmna ana peannsaumnm

B HacToawee BpemaA (2024-2025 r.r.) He cywecTByeT obWenpuHATOMN peannsaumm CUCTEM YacTul,

B pa3Hbix urpax u nporpammax 3D moaenmpoBaHMA CBOMCTBA, NOBEAEHMNE N BHELLIHUI BUA, YacTUL,
MOTYT NMPUHLUMMNMANIbHO OTANYATHCA



OnTMmmM3aumMa — MHCTaHCKHT (Instancing)

Mpobnema:
PeHaepuHr 10 000 yactumu, Kak otaenbHbix draw calls yHUUTOXKUT Npon3BoanTENbHOCTD.

PeweHune — MHCTAHCUHT:
OTpUCOBKa MHOXECTBA OANHAKOBbIX 0OBEKTOB (4acTuL,) OAHMM BbI3OBOM.

Cxema pabortbi:

1. Co3paém oauH 6ydep c reomeTpuen (KBagpaT AN cnpanTa)

2. Cos3paém BTopoi bydep c per-instance gaHHbIMK (NO3MLKA, LBET, pasmep)
3. Wcnonb3yem gl.drawArraysinstanced naun gl.drawElementsinstanced



[Tomep Koga WebGL

javascript

// HacTpoiKa aTpnbyToB ANA MHCTAHCUHIA
gl.vertexAttribDivisor(locationPosition, 0); // obwan reomeTpus
gl.vertexAttribDivisor(locationinstancePos, 1); // meHaeTcs Ha YacTuuy
gl.vertexAttribDivisor(locationInstanceColor, 1);

gl.drawArraysinstanced(gl.TRIANGLES, O, 6, particleCount);

BbiurpbiLu:
10 000 yactuy, - 1 draw call Bmecto 10 000. CKopocTb BO3pacTaeT B AECATKU Pas.



gl.vertexAttribDivisor(locationPosition, 0);

gl.vertexAttribDivisor(locationPosition, 0); // obwan reomeTpus

Y10 penaert:
e vertexAttribDivisor yctaHaBauBaeT «genntenv» ana atpubyTta BepLumnH
 Korpa genntens =0, aTpubyTt 06HOBAAETCA KarKAylo BEPLUMHY, @ HE Ka*KAblA 3K3eMNAsap
* 3JTO 03HA4YaeT, YTo AaHHble 13 3Toro aTpubyTta byayT 0ogMHAKOBbIMU AJ151 BCEX SK3EMNNAPOB

Ons locationPosition:
e 31ecb XpaHATCA KOOPAMHATLI BEPLIMH OAHOro KBagparta (cnpanTa)
 Jenutenb = 0 o3HayvaeT, 4to WebGL byaet ncnonb3oBaTb OAHU U Te Ke 6 BePLNH ANA KarKA0MN YacTULbl
* Bce yactuubl byayt nmetb 0gMHAKOBYIO POPMY, HO Pa3HOE MOJIOXKEHNE



gl.vertexAttribDivisor(locationInstancePos, 1);

javascript
gl.vertexAttribDivisor(locationInstancePos, 1); // meHaeTcs Ha YacTuuy

Y10 penaert:

Jenutenb = 1 o3Ha4aeT, YTo aTPUbYT OOHOBANAETCA KaXKA bl 3K3eMNAAp
Kaxpgaa HoBas yactmua byaet ncnonb3oBaTth caeaylowee 3HavyeHme s bydpepa

Onsa locationlnstancePos:

e 3[ecb XpaHATCS NO3ULMKM BCEX YAaCcTUL, B BUAE MacCcmUBa
MepBana YyacTnLa NOAYYaeT NepByo No3nLUMI0, BTOpas — BTOPYHO U T.A4.



KaK 3To paboTaeT BHYTPU

o UnsEWwWwhN e

WebGL 6epeT reometpuio (6 BepLUUH)

Ons ak3emnnapa 0: noactasnsaet instancePos[0] n instanceColor[0]
OTpucosbiBaeT 6 BepLInH

Ons ak3emnnapa 1: noacrtasnsaet instancePos[1] u instanceColor[1]
OTpucoBbIBaeT cneayrouime 6 sepLUnH

N TaK panee ansa scex particleCount ask3emnnAapos



CpaBHeHWEe NPOMN3BOAUTENBHOCTH

Konnyecrso yactuy, be3 UHCTaHCUHra C MHCTAHCUHIOM

1 000 1 000 draw calls 1 draw call

10 000 draw calls 1 draw call

Heso3amoxkHo (FPS ~1) 1 draw call (FPS ~60)

[Moyemy MHCTAHCUHT bbicTpee:
* Kaxabin draw call umeet HaknaaHble pacxoabl (cmeHa coctoaHna GPU, nposepKku)
e [lpn 10 000 yactumuy 6€e3 nHcrancmHra CPU 3aHAT nogrotoskoi 10 000 BbI30BOB
* VIHCTaHCUHI nepeaaeT Bce AaHHble 3a oaunH pa3, GPU obpabaTtbiBaeT nx napansienbHo

CoBpemeHHble TEXHO/IOTUM KOMMbIOTEPHON rPadUKN U peHAEPUHTS
DemsaHeHko A.M. UMMuKH HO®Y
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GPU-yactunubl (Transform Feedback / Compute Shaders)

Upen:
Ob6HoBEHME NO3MLUMI YacTUL, npoucxoamT He Ha CPU, a Ha GPU, ytobbl n3bexkatb nepegaym AaHHbIX
MeXAy NaMATbIO.

BapuaHT 1: Transform Feedback
* BepwuHHbIN Wengep obHOBASET NO3ULUUM U 3aNnCbiBaeT X obpaTHO B bydep
 Cnepytowmm Kagp Yntaet 06HOBNEHHbIN Bydep KaK BXOAHblE AaHHbIe

BapuaHT 2: Compute Shaders (WebGL 2.0 / WebGPU)
* [lnwem compute-wenaep, KOTOPbIM NapanneNbHO OOHOBAAET TbICAYM YaCTUL,
* JlaHHble XpaHATCA B TeKcTypax nam SSBO



BeHranbCKU OTOHb




XapaKTEPUCTUKM CUCTEMbI YaCTUL, «DEHTaIbCKUIN OTOHbY»

* WCTOYHUK NMOABAEHMA YacTUL, (3munTTep)
* Kaxpaaa4acTtuua bypert:
* WUMETb CBOK CKOPOCTb
* KMMETb CBOE Hanpas/ieHue
* MMETb CBOE BPEMA KU3HU
* OyaeT ocTaBNATb 3a cobou cnep,
* HO B TO e Bpemsa BCE YacTULbl MOAYNHAIOTCA oNpeaenEHHOMY 3aKOHY, 0bwemy Ana CUCTEMbI



ObOBbeKTbl, MICNONb3yeMble AN YacTuL

* MOJHOLUEHHbIM 3D-06beKT

e 2D-06beKT € 3a/1MBKOM NN TEKCTYPOM
* TOYKa (cnpawnT)

[1na UCKp NoAXOAUT CNPaNT, MOCKObKY
* /1A KaXKA0M YacTULbl JOCTaTOYHO BCEro OAHOM BEepLUMHbI

* CMNPaNT No onpeaeneHuto BCE Bpema NOBEPHYT B CTOPOHY HabatoaaTens, HesaBMCUMO OT
NMOBOPOTA CLEHbI, N UCKPa BCEraa ocTaéTca NCKPOM

pa3mep 3a[1aE€TCA B MUKCENAx, He 3aBUCUT OT PaCCTOAHUA



OAaHa UCKpa




OAaHa UCKpa

TEKCTypa 414 TOUYKN — N306parkeHune ¢ Npo3pavyHbiM (GOHOM

3a4a4MM pa3mep TOYKKU ¢ nomollbio gl _PointSize B BeplwunHHOM Wwengepe,
TOrA4a TOYKa NPeBPaALL,AETCA B KBA4PaT YKa3aHHOIo pa3amepa C LLEHTPOM B 3TOW TOUKeE

Pa3snnuma:

* KBaapaT U3 ABYX TPEYro/ibHMKOB byaeT noasep»KeH TpaHCcPopMaLMaAM 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

CoBpeMeHHble TEXHO/IOTNM KOMMbIOTEPHOW rPadUKN U peHaepUuHra
DemaHeHko A.M. UMMuKH HOdY
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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);

}

CoBpemeHHble TEXHO/IOTUM KOMMbIOTEPHON rpaduKM U peHAepPUHra

202
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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);

N; NEAREST LINEAR




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);

CoBpeMeHHble TEXHO/IOTMM KOMMbIOTEPHOM rpaduKn U peHaepUHra
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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);

}

COBpeN\EHHbIe TEXHO/I0TUN KON\I'IbPOTepHOﬁ I'pa(bl/lKl/l N peHaepunHra
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V|HI/ILI,l/Ia/'II/I3aLI,l/IFI NCKP

//viHnumnanmsauma nporpammbl UCKP

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

var positionAttributelLocationSpark = 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); // 6yaeT akTuBMpoBaTbca nporpamma programTrack
drawSparks(positions); // 6yaneT aktuBnpoBaTtbca nporpamma programsSpark



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 6enbin (ropaunii), a ganblue byaet NpUbAMMNKATLCA K OPaHKeBOMY
colors.push(1, 1, 1, 0.47, 0.31, 0.24);



[TonHOUEeHHaAa cMcTema YacTtumu,




ANropnTm paboTbl OEHrabCKOro OrHA

* CO3[4aEM UCKPY C NPOU3BOJIbHbIMM
* Hanpas/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 AByMA GYHKUNAMM:
*  PYHKUMA init BbI3bIBAETCA ANA CO34aHNA U MHULMANU3ALNU NCKPDI
*  (PYHKUMA MoVve BbI3bIBAETCA NMPU KaXKAOM LUMKAE 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;

// Ans Toro, 4to6bl HEe BCe UCKPbI HAYMHANN ABUKEHUE N3 Hayala KOOPAUHaT,
// nenaem Kaxaoun UCKpe CBOM OTCTYN, HO He Bonee MaKCMManbHbIX 3HAYEHWIA.
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;
}
5



ComaeN\ HGO6XO,£I,I/II\/\O€ ROJIMYHECTBO NCKP TMPW
MHNUNAJTN3aUNN TTPOTPaMMBbl

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



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

}

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

drawTracks(positions);
drawSparks(positions);



OnTMMmM3aumsa ansa 60AbLLOTrO KOIMYECTBa YacTuL

2026

Korpa ncnonb3oBartb

vped Arrays + 6ydepbli Bceraa, 4yTob6bl MUHMMU3UPOBATb HaKNaAHblEe PacXoabl

eb Workers Ob6HOBNEHME YaCcTUL, B OTAE/IbHOM NOTOKe, He baokupyeT Ul
AR DTN TE S o] N0 ET 4 10 000+ YyacTuu, KPUTUYHO K MPOU3BOAUTE/IbHOCTU

UHCTaHCUHT OTpUCOBKa TbICAY CMPaNTOB O4HUM BbI3OBOM

CoBpemeHHble TEXHO/IOTMN KOMMbIOTEPHOM rpaduKM U peHaepurHra
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PacwmnpeHne — Sub-Emitters n Kackaabl 3oPeKTOB

Upes:
OAaHa cucTeMA YacTUL, MOXKET NOPOXKAaTb APYyrue Npu onpeaenéHHbIX cobbITUAX (CMepPTb YacTULbl, CTOJIKHOBEHMUE).

Mpumep: penepsepk
1. OCcHOBHOM cHapAA NOAHUMAETCA BBEPX
2. pun OCTUHKEHNN BEPLUNHBI — CMEPTb OCHOBHOM YaCTULbI
3. Sub-emitter nopoxaaet 100 nckp, pa3neTaroLmxca BO BCE CTOPOHDbI
4. Kaxpana uckpa vepes 0.5 cekyHAbl NopoXKaaeT MUKPO-BCMbIWKY (ewé oanH Sub-emitter)



[lonoaHuTenbHble 3PPEKTbl — LWYM U TYPOYNEHTHOCTb

[Ona peanncTUYHoOCTU ABUMKEHMS YacTul, (abim, obnaka, 1McTBa) MOXKHO A06aBAATL NPOLEAYPHbIN LYM

LlUym MNMepavHa B ABUKEHUN:

// B welpepe o6HOBAEHUA NO3ULINIA

float noise = texture2D(u_noiseTexture, position.xz * 0.1).r;
velocity.x += sin(time + noise * 10.0) * 0.5;

velocity.z += cos(time + noise * 8.0) * 0.5;

ddPekKrT:

YacTuubl ABUMKYTCA HE NO NPAMOM, a N1aBHO U3BUBAIOTCA
Co3paéTcs owyuieHne TypbyneHTHOCTM BO3ayXa



4TO Mbl y3HaNU

* MaTemaTUyecKyto MOAe/Ib YaCTULbl U €€ XKU3HEHHbIN LUKA
*  TunNbl SMUTTEPOB U CUJIOBbIX NONEN

 Cnocobbl peHaepUHra: TOYKU, CNPanTbl, MHCTAHCUHT

*  Ontnmmmnzauymm: ot CPU go GPU-cumynaumi

* Peannszaymto KOHKPETHOro apPpeKkTa — BbeHranbCKMIM OrOHb



Ba3oBbIV ypoBEHDb

1. Y70 TaKoe cuctema 4acTtuu, U ANA Kaknx BU3yasibHbiX 3PHEKTOB OHA NMPUMEHAETCA?
HasoBuTte He meHee 5 npumepoB U3 IeKUUM.

2. O61bsacHuTe, Kak B WebGL peanunsyetcs oTpucoBKa UCKPbl ¢ nomoubio GL_POINTS.
Yto penaet gl_PointSize un gl PointCoord?

3. 3ayem B cMCTEMAX YacTUL, UCNoAb3yeTca cmellnBaHue usetos (blending)?
Kakon pexnm npumeHseTtcs A1 6eHraabCKoro orHs n no4yemy?

CpeaHunit ypoBeHb

1. OnuuwuTe }XMU3HEHHbIN UMK YacTMubl. Kakme nameHeHMA MOryT NPOUCXOANTb C YaCTULEN HA NPOTAXKEHUMN eé
CyLW,ecTBOoBaHUA?

2. Y10 Takoe amuTTep? HaszoBuTe TPU TMNA SMUTTEPOB U NPMBEANTE NPUMEPDI, FAE KaXKAblA N3 HUX NPUMEHAETCA.

3. B yém 3akato4aeTca anroputm paboTbl beHranbckoro orHA? Kak 3a4aéTtca HanpaBaeHne, CKOPOCTb U Aa/IbHOCTb
NONETA KaXKA0M UCKPbI?

MpoaBUHYTbIN YPOBEHDL

1. Kakwue ynpolieHuns ncnonb3ytotca B real-time rpadpuke npu pabote ¢ cuctemamm yactuuy? NMouemy 6€3 aTnx
ynpoLuieHnn ob6cyéT cuctemnbl Tpebyet bonblue pecypcos?

2. CpaBHuTe Tpu cnocoba Busyanmsaumm yactuuy, B WebGL: Touka (GL_POINTS), cnpaiT n3 aByx TpeyronabHUKoB 1
nonHoueHHaa 3D-moaenb. KakoBbl NpenmyLL,ecTBa U He4OCTAaTKU KaxKaoro?

3. B yém 3aKnto4aeTca NnpmHUMn paboTbl MHCTAaHCKHIA (instancing) n compute-wenaepos Ana cuctem vyactmu? Kakue
33[1a4M peLlaeT KaXabin U3 3TUX NOAX0A0B M NPU KAKOM KOZIMYECTBE YaCTUL, UX MPUMEHEHNE CTaHOBUTCS
HeobxoaAuMbIm?
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