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Space Globe using Massive Open Data

.

Abstract - Our research is the development of a Celestial model using a large

database. The information of the universe that everyone knows is only unidirectional

information such as the size and color seen from the earth. For example, a

constellation line connecting constellations can be seen from a point called "the 7
earth", it can’ t be seen from other stars. | wanted to make something that can see the D& T R ST A Hip HTQ\‘HH N ‘/)
universe in th dimensions, not planar information like sentences and photographs.

In this development, we use a game ne called “Unreal Engine 4” , which loads

large scale coordinate data of a star or thg like into "Unreal Engine " and arranges it

as an object. It is possible to arrange the data of about 140,000 stars as an object,

display the constellation and the constellation line, and move through that spa

Increase in display number due to database update, e bility such as time

operation.
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