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AHOTaIlisI 10 KypCOBOi1 poOOTH

MerToro 1aHoi poOOTH € aHaJi3 Ta NOPIBHAHHSA METO/IB MOJIEIIOBAHHS (13UKU
piauH B cepenoBuull Unity 71 BU3HaYEHHS HallePEKTUBHIMINX MIAXOAIB Y PI3HUX

CLEHapisX.

VY xo/1 BUKOHaHHS poOOTH OYyII0 pO3IIIIHYTO OCHOBHI PIBHAHHS (I3UKHU P1AMH,
MPOBEACHO KiIacu(ikalliro METO/I1B MOJICJIFOBAHHS Ta MIPOAHATI30BaHO iX

OpUJIATHICTh A1 BUKOopucTaHHs B Unity.

Ha ocnoBi npoBenenoro ananizy Biniopano tpu metoau (SPH, FLIP, LBM) s
NPAaKTUYHOI peati3alii, JOCIIKEeHO TeXHI4H1 3aco0u Ta ooMexxeHHs: Unity mpu

po6OTI 3 PI3UKOIO PiAUH.

Po3pobnieno mporpamMHi peasnizalii s KOXKHOTO 3 Bi1iOpaHUX METOJIB Ta

IMPpOBCACHO HOpiBHSIJILHI/Iﬁ aHaJi3 pesyanaTiB MOICIIFOBAaHHA.



Beryn

MopentoBaHHs (HI3UKU PLAMH € BaKJIMBUM HAIMIPSIMKOM Y rajy3i KOMIT'FOTEpHOT
rpadiku, KUl aKTUBHO BUKOPUCTOBYETHCS B IFPOBIiH 1HAYCTPIi, KiHemarorpadi,

BIpTYyaJbHINA peaJbHOCTI Ta IH)KEHEPHUX CUMYIISIIISAX.

J1o Toro, siK IHAYCTpisi KOMII'TOTEPHOI Ipadiku moyanga po3BUBATHUCS, CUMYIISIISA

PIAMH aKTUBHO MoJIeNitoBajIacss MareMaruyHo 1ie B 1950-x 1 60-x pokax.

VY 1980-x movanu 3’ IBISATHCS MEPIL aJTOPUTMHU BXKE JJI1 KOMIT I0TEPHOI Ipadiku, a
y 1990-x BinOyBcs npopuB y rpadiili Ta 3pociia KUIbKICTh TEXHIK Ta METOIB, a
pazoM 3 TUM 1 (QUIBMIB, € MOKHA MOOAYUTH X MacIITa0HE BUKOPHUCTAHHS.
[epmnmu Takumu dpineMamu Oynu Boonuu ceim (1995), Tumanix (1997), Bonooap

nepcHig: J{ei eexci (2002).

CydacHi METOIM MOJICITIOBAHHSI PiJIUH J03BOJISIOTh BUKOPUCTOBYBATH CKJIQHI Ta
riOpuIH1 MoJel AJIsl MAaKCUMAaJTbHOT peTICTUYHOCT1, BOHHU, TAaKOXK, CTAIOTh
IHTEPaKTUBHUMH Y peaJIbHOMY Yaci, III0 Ma€e BeJIUYe3HY IepeBary y chepax

Bijeoirop Ta VR.

Cepenosuiie po3pooku Unity, Ik OIMH 13 HAUTOMYISPHIIIUX IHCTPYMEHTIB,
3abe3reuye po3poOHUKIB ITUPOKUM CIIEKTPOM MOXKIIMBOCTEH JIISI CTBOPCHHS
pi3HUX QI3UYHUX CUMYIIAIiNA. JlomarkoBe 3acTocyBaHHs 610110TEK Ta
CIIeIiaIi30BaHOTO MTPOTPAMHOI0 3a0€3TECUCHHS CYTTEBO PO3IIHMPIOE MOTEHITIANT €T

m1atopMu, 10 JO3BOJISE JOCITATH 1€ OUTBII PEaICTUIHUX PE3YAbTATIB.



Po3aun 1
BinomocTi npo ¢i3uKy piauH i MeToaH iX MOIEJTIOBAHHS
1.1.  OcHoBHI piBHSIHHA 1 3aKOHU (DI3UKH PIIUH

di3uKa piIMH BUBYAE PYX 1 B3AEMOJIIO PIAMH HA OCHOB1 YMCIEHHUX PIBHAHD 1
3aKOHIB.

Opnnum 3 ocHoBHUX € piBHAHHA Hap’e-Ctokca (hopmyna 1.1), sike onucye pyx
PIIMHY, BPaXOBYIOUH TaKl BaXJIMBI apaMeTPH, SIK: IIBUIAKICTb MOTOKY, THUCK,
B’SA3KICTh 1 CUJIM TsIKiHHS. Lle pIBHSAHHS € OCHOBOIO ISl YUCEIBHUX METOJIIB
MOJIEJIIOBAHHS P1JIMH, OCKUIbKM BOHO BUpaka€ 3aKOHU 30€peKEeHHSI IMITYJIbCY,

eHeprii Ta MacH.
Z—?+(u-|7)u=—%\7p+v|72u+f (1.1)

Jie: U - MBUAKICTh MOTOKY PITUHU; P — TUCK; V - KIHEMaTU4YHA B’ SI3KICTh;

p - ryctuHa pigunu; f - 30BHINIHI cCHK (HapUKIaI, TpaBiTaIlis).

Pisnsinns Eiisiepa (hopmyina 1.2) € ciporieHoro Bepeieto piBHsHHS Hap’e-
Crokca, mpoTe BOHO HE BpaxoOBYe B’sA3KICTh piiuHU. BOoHO onucye ineanpHUi
MOTIK PIIUHHU, 110 MOKE BUKOPHUCTOBYBATHCS B YMOBaX, ¢ €(hEKTH B’ SI3KOCT1 HE

MalOTh CYTTEBOTO BILIUBY.
Rt u-Pu=—2rp+ (1.2)
” u u= 5 p+f .

[Ile oqHUM Ba>KJIMBUM PIBHSIHHSIM € PiBHSIHHS HenepepBHOcTi (hopmyna 1.3), mo
onucye 30€peKeHHS] MacH PiTMHU B TTOTOIl. BOHO BCTaHOBIIOE, IO MOTIK Macu
gyepe3 Oyab-sIKy TOBEPXHIO B 3aMKHYTIN CHCTEMI 3aJTUIIAETHCS CTAIAM, IO €

KJTFOYOBUM TIPUHITAIIOM JIJIS MOJICTIOBAHHS PyXY PiIHUH.
V-u=0 (1.3)

Jie: U - MIBUAKICTh MOTOKY PIIUHU



Jljist onucy TEMI0BUX BIACTUBOCTEN PIAMH 3aCTOCOBYIOTh PIBHSIHHSI €Hepril
(bopmyna 1.4), axe BimoOpaxkae O0anaHc M TETUIOOOMIHHUMHU IIpoliecaMu Ta

MEXaHIYHUMH BIACTUBOCTSIMU PIANHHU.
d
a—j +V-(ew) = kV2e +Q (1.4)

Jie: e - CHEePrisd Ha OJIUHUINI0 00’ eMy; U — MIBUIKICTh; k - KoedilieHT

TETJIONPOBIAHOCTI;, Q - JIKepeso Teria.

L1 piBHSAHHS QOPMYIOTH IPYHTOBHY TEOPETUYHY OCHOBY JIJISl YMCEIbHUX MOJIEIEH,

IO BUKOPUCTOBYROTHCA OJIA MOIACIHOBAHHA plI[I/IH

1.2.  Knacudikaiiis MeTOIiB MOACITIOBAHHS P1IVH

[cHye KiJTbKa OCHOBHUX MIAXOMIB, K1 KiIacu(DiKyrOThCs ik MeTonu Jlarpanxa ta
Einepa. binpiiicte MeTofiB Eifsiepa BUKOPUCTOBYIOTH CITKY JJIsl ONUCY PIAMHHOT
obnacrti. binpmricts MetomiB Jlanrpaxa, 3 iHIIOr0 00KY, BUKOPUCTOBYIOTh TOUKH,

110 BUTHHO MEPEMIIIAtOThCs Y TPOCTOPI.

OTxe, MOXKHA CKa3aTH, 110 METOIH MOAUISIIOTHCS B OCHOBHOMY Ha JIB1 IPYIIH:

METOIM HA OCHOBI CITKM T4 HA OCHOB1 YaCTUHOK.

1.2.1. CitkoBi metonu (Grid-Based Methods)

CitkoBi MeToIu 6a3yIOThCS Ha PO3OUTTI MTPOCTOPY HA PETYIASIPHY a00 HEPETYISIpHY
CITKY (IpartKy), B SIKiii pO3paxoBYIOThCS (hi3MUHI BETUYHHH, TaKi SK MIBUJIKICTb,

TUCK Ta TYCTUHA PiAHU. J{O CITKOBHX METO/IIB HAJICKATh:

1. Metoa ckinyeHnux pizHunb (Finite Difference Method, FDM) -
YUCENBHUN MIXIJ A7 po3B’sa3aHHs piBHAHb HaB’e-Ctokca, skuit

anpOKCUMYE MOX1AHI Yepe3 KIHIIEeB1 pI3HHUIII.



Horo He MOxHa Ha3BaTU AYIKC MOMMYJIpHUM MCTOZIOM, aJIC BIH SIBHO pCaACTaBIIAE

IHTEpEC Y MPOCTUX 3aCTOCYBAHHSIX.

[lepeBaru: npoctuii y peanizaiii, HAHOLIbII ePEKTUBHUHN 31 3BUUAHUMU

MPSIMOKYTHUMHU CITKaMHU.
Henomiku: oOMexxeHuit 1J1st 3a71a4, OB’ I3aHUX 13 MEKaMH CKJIagHOo1 (hopMHu.

2. Metoa ckinueHHux ejeMeHTiB (Finite Element Method, FEM) -
pO30MBa€E MPOCTIp HA HEBEJIMKI 3B’ s13aH1 €JIEMEHTH, Y AKUX (PYHKIIIT cTaHy

HaOJIMKEHO OINCYIOTHCA HpOCTiH_II/IMI/I 3aJICKHOCTIMMU.

JlocuTh aKTUBHO BUKOPUCTOBYETHCS JUISl JUCKPETU3AIlIT OyIb-SIKHX

nudepeHIlialbHUX PIBHIHb YACTUHHUX MOX1THUX.

[lepeBaru: THy4YKUd y MOJIETTIOBaHHI CKJIaAHUX (POpM, 100Ope mparroe 13 3a1a4aMu
31 CKIIQIHUMH OOJIACTSIMHU YU MEKaMHU.

Henoumiku: mae BUCOKI OOUYHCITIOBAIBLHI BUTPATH.

3. Metoa ckinueHHux 06’emiB (Finite Volume Method, FVM) - po3ainse
BECh JIOMEH Ha HEBEJWKI KOHTPOJIbHI TOMH Ta OOMIHIOE ITOTOKH Yepe3

CIIOJIYYHI TpaHi.

Bin € HaliBiOMINIIUM METOAOM 1 BUKOPUCTOBYETHCS Y KapJIUHAIBHO PI3HUX

HaIpsIMKaXx.

[lepeBaru: Mae TOYHUI PO3paXyHOK MOTOKIB, MIAXOIUTh ISl MOJICTIOBAHHS
BEITUKUX TIOTOKIB PIIMHM, B3a€MOJIIE€ 3 HECTPYKTYPOBAHUMHU CITKaMHU Ta
CKJIAJTHIMH T€OPMETPISIMH.

Henoniku: € MmeHm eexTUBHUM 7151 APIOHUX JeTajeil Ta TypOyIeHTHHX MOTOKIB.

4. Metoa boaumana Ha pewiTui (Lattice Boltzmann Method, LBM) - ¢
aJBTEPHATHBOIO TPATUIINHUM CITKOBUM MeTonaM. LBM mozentoe nuHamiky
PLAUH, IPEACTABISIOUH iX SIK HAO1p YaCTUHOK, 10 B3a€EMOJIIOTh MK CO00I0

3a JOTIOMOTOIO BIZPI3KIB MMPOCTOPY Ta Yacy.
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Le#t meTox € 1Ie qyXKe «MOJIOAUM», OIHAK BIH 4aCTO NEPEBEPIIYE TPATULINHI

MCTOOH.

[lepeBaru: Mmae BUCOKY €(DEKTUBHICTD ISl MOJICIIIOBAaHHS CKJIaJHUX MOTOKIB 1
BUIbHUX MOBEPXOHB; MIAXOAUTH JJIs1 0aratboX pisHUX YMOB, BKIIIOUAIOUH CKJIAJIHI
reoMeTpii Ta 6araTOKOMIIOHEHTHI PIAMHU, MOKE TOBTOPHO BUKOPUCTOBYBATH BXKE

ycTajeH1 i71e1 CITKOBUX METO/1B.

Henoniku: Mae 0OMexeHHS 1010 PO3MIPY PEIITKA Ta HEOOX1AHICTh

BUKOPHUCTAHHSI CIEI1ali30BaHUX 00YUCITIOBATIBHUX PECYPCIB.

OT)KC, CITKOBI MCTOAU 33663HC‘IYIOTB BHUCOKY YHCCIIbHY TO‘IHiCTB, OJHAaK 4aCTO

CTpakJIal0Th BiJl BTPATH MACH 1 9aCcTO € OBUILHIIIUMHU.

1.2.2. YactunkoBi metoau (Mesh-Free, Particle-Based Methods)

YactuHKOBI MeTOM 0a3yIOThCS Ha JIarpaH)KeBOMY OITHCI, Ji¢ KOJKHA YaCTHHKA
pyXa€eThes BIAMOBIIHO 70 3aKOHIB (P13MKHU, a B3a€EMOJI1T MOJICITFOIOTHCS 32
JIOTIOMOTOF0 3TVIaJKYBaJbHUX (DYHKIIIH a00 yncenbHUX nudepeHititoBanb. [{o

TAKUX METOIIB HAJIEKATh:

1. Meton 3rnamxennx 4acTuHok (Smoothed Particle Hydrodynamics,
SPH) - onucye piguHy y BUIIISAII HAOOPY YaCTHHOK, KOXKHA 3 SIKUX
pPyXa€eTbcs Ha OCHOBI CBOET MIBUAKOCTI. L[i YaCTHHKHM B3aEMOIFOTH MIXK

c00010 depe3 (HyHKIIIIO 311 KyBaHHS.

Lle#t meTon my*e aKTHBHO BUKOPHUCTOBYETHCA Ta € MEPIIUM 1 OCHOBHUM Y

TUMaMIYHUX T4 PYXOMHUX ITOTOKAX.

[lepeBaru: edeKTUBHUI IJI1 MOIETIOBAHHSI CKJIQIHUX PIIUHHUX MOTOKIB, 100pe

MIIXOAUTH JUISI CAMYJISIINA 3 BUTBHOIO TTOBEPXHEIO, Ma€ TapasieibHy 00poOKY.
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Henoniku: MeHI epexkTUBHUN y 3a71a4ax, sIKI MOXKHA 3MOZEINIOBATH 3a 10IIOMOIOI0
CITKH, Yuepe3 JOPOTHM MpolieC MOIIYKY CYCiIHIX YACTUHOK, , BAKKO C(hopMyntoBaTH

I[GSIKi MOMCHTHU MAaTCMaTU4HO.

2. Metoa (Moving Particle Simulation, MPS) - niuTh 065actTh piluHu Ha
YaCTUHKH, IKUM HaJa0ThCs BIACTUBOCTI MIBUAKOCTI, Macu 1 TUCKY. [Ipu

OHOBJICHH1 BIIACTUBOCTEH pO3B’SA3yEThCS PIBHSAHHS ISl KOXKHOI 3 YACTUHOK.

[lepeBaru: rHy4YKHil y MOJICIFOBaHH1 PIIMHHUX MOTOKIB 3 BUIbHUMHU ITOBEPXHSIMH,
Ma€ BUCOKY TOYHICTB IIPH JACTATbHUX CUMYJISALIISX.

Henoniku: morpedye BeIUKOT KUTBKOCTI YaCTUHOK JJIsI JOCSTHEHHS BUCOKOT
TOYHOCTI, Ma€ BUCOK1 OOUMCIIIOBAJIbHI BUTPATH JIJIS BEJIMKUX CUCTEM Ta TOYHOTO

(ikcyBaHHS TOBEIIHKU MOTOKY.

Otxe, MOJEIIFOBaHHS HAa OCHOBI YaCTHHOK 3a3BHUYaii HabaraTo MIBUIIII, aje¢ BOHU

BUTJISAIAI0Th 3HAYHO TipIiie, HIXK CITKOBI.

1.2.3. I'iOpuani MeToan

Cy4vacHi CUMYJIAIIT piAUH YaCTO BUKOPUCTOBYIOTh TIOE€THAHHS CITKOBUX Ta

YaCTUHKOBUX METOJIIB, IO JIO3BOJISE OTPUMATH OUTBII PEATICTUYHY MTOBEIIHKY
piauH.
OnHuM 13 HAUTOMYJISAPHININX TAKKUX METOJIB €:
1. Meton HesiBuuX yacTuHOK (Fluid-Implicit Particle, FLIP) -
BUKOPUCTOBY€E YACTHUHKH JJISI MOJICITIOBAHHS PIIMHM Ta IHTETPYE iX pyX y
CITKOB1 TOYKH JJI OMTUCY 3MiH MOTOKIB. Lle# MeTon moeaHye TeXHIKU

YACTHHOK 1 CITKH, 1110 3HIDKYE €HEPTeTHYHI BTPATH MPU BEITUKHUX

nedopMalrisx, TaKux sIK XBHII Ta OpHU3KH.

[lepeBaru: Mae BUCOKY TOUHICTb 1 XOpouTy 0OpoOKy ckiaagHux aedopmaiiii 1 3MiH

dbopm 00’ €KTiB.
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Henoniku: cknanuuii y peamizanii AJid MeBHUX 3a/1a4, OTpeOye onTUMIZaLil s

3MEHIIIEHHS 00YNCITIOBAJILHUX BUTpaAr.

Sk BUCHOBOK, MOXKHA CKa3aTH, 1110 CITKOB1 METO/IU JJal0Th BUCOKY TOYHICTh, MAlOYU
0OMEXXEHHS y THYYKOCT1, Ha BIIMIHY BiH YaCTUHKOBHX METOJIB, 10 YYy/I0BO
MOJIETIIOIOTh BUIBHI TOBEPXHI Ta CKIAAHI (OPMHU, ajie MOCTYNAIOThCS Y TOUHOCTI

e(PeKTUBHOCTI CBOiX OOYUCIICHB.

1.3. Ommsia cydacHUX aarOpUTMIB MOJETIOBAHHS PITUH

Cy4acHi MEeTOIM MOJICTIOBAHHS PIUH MOCTINHO BIOCKOHAIIOIOTHCS,
30CEPEKYIOYUCH Ha IMiIBUIIICHHI TOYHOCTI1, TPOAYKTUBHOCTI Ta €(DEKTUBHOCTI

oOunciieHb. OCHOBHI HAIPSIMU PO3BUTKY BKJIIOYAIOTh:

1. TiopuaHi MeTOaM - TOETHYIOThH CITKOB1 Ta YaCTUHKOBI MIJIXOH JIJIs
OTpUMAaHHS OUTBIN peaicCTUYHUX pe3yabTaTiB. Hanpukman, meton FLIP
(Fluid-Implicit Particle), sikuii B>xxe OyB onuvcaHuii paHiiie

2. GPU-onTumizoBaHi aa1ropuT™MHu - BAKOPUCTOBYIOTh TpadiduHi mporecopu,
110 3HAYHO MPUCKOPIOE PO3PAXYHKH, T03BOJISIOYN BUKOHYBATH CUMYJISIIT
piavH y peanbHOMY 4aci. 3aBasku Macosiid nmapanenbHocti SPH (Smoothed
Particle Hydrodynamics) Ta MPS (Moving Particle Simulation) edextuBHO

peami3yeThCs B IIbOMY BUIAJIKY.

3. I'mnGoke HABYAHHS TAa HelipoMepe:Ki - 3aCTOCOBYIOTHCS /ISl TeHEpallii
MIBUAKOCTEH PIAUH y CUMYIIALISIX. BOHM MarOTh BUCOKY TOYHICTb,
3[IaiCHIOIOTH peaJibHe YaCOBE OHOBJICHHS, IHTEPIIONAIIIIO Ta MAaCIITa0yBaHHS
naHuXx. Takoxk, CTUCKAIOTh JaHi, 0 poOUTh CUMYIIAIIT HabaraTo

edexruHiMMEU. Hanmpuxian, NeuralSPH ta DeepFluids.

4. Po3nonisieHi 004YMcJIeHHS - BUKOPUCTOBYIOTHCS JIJIsl MOJICIFOBAHHS BEIUKHUX
1 IeTaTbHUX NMOTOKIB piauH. [lapanenbHi aropuT™Mu 103BOJISIIOTH

PO3MOAUISITH CUMYJIALIIO0 MK KIJTbKOMA MTPoLiecopaMu abo KiacTepamu,
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3aBJISKU YOMY 3a0€3eUyI0Th IIBUJKY Ta €(PEKTUBHY OOPOOKY BEIUKUX

o0csariB nanux. Hanpuknan, OpenFOAM rta Houdini FX.

5. AJIropuT™MH agjanTHBHOIO yTo4HeHHH ciTku (Adaptive Mesh
Refinement, AMR) - 3acTOCOBYIOTbCS JIJIsl TIIBUILIEHHS] TOYHOCTI B 30HAX
CKJIQAHUX TeYii, HaNpuKIaa, TypOyIeHTHUX NOTOKIB a00 B3a€MOIT pi/IUH 13
TBEPAUMHM TiIaMU. BOHU JUHAMIYHO 3MIHIOIOTH PO3JLIBHY 31aTHICT CITKH

3aJIEKHO B1J1 0COOIMBOCTEN MOTOKY, ONTUMI3YIOUM BUTPATH PECYPCIB.

VY KOHTEKCT1 IHTEPAKTUBHOTO MOJICTIOBAHHS PIUH 0c0o0aMBe 3HaueHHs 1151 Unity
matoTh GPU-onTuMi3oBaH1 aropuT™Mu, OCKUIBKH BOHH JIOCUTH €(DEKTUBHO
BUKOPHUCTOBYIOTh NapasesibHy apXITeKTypy rpadiuHuX MporecopiB. 3aBasIKu
PI3HOMAaHITHUM IIeHIepaM Ta 00UUCIIOBaILHUM Oydepam 111 aarOpUTMHU YCIIITHO

peanizyroThcs B Unity.
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Pozmin 2

AHaJIi3 MeTOiB MOJACJIIOBAHHS PiAMH

2.1. Anani3 Ta BinOip MeToaiB jyist BUkopucTanHs B Unity B peaJlbHOMY Yaci

JI71st 06’ €EKTUBHOTO MOPIBHAHHS METO/1B MOJIETIOBAHHS PIJUH 5 CKJIaja TabJIUIII0

(Tabm. 1) 3 KIIIOYOBUMH KPUTEPISIMHU.

Kpurepiit FDM FEM FVM | SPH MPS FLIP LBM
Ieuakonis B | Huzeka | Jlyxxe | Husbka | Bucoka | Cepen | Cepen | Bucox
peasbHOMY HU3bKa HsI Hs a
qaci
CKJIaIHICTh Cepenns | dyxe Bucoka | Cepen | Bucoka | Bucoka | Cepen
IMILUIEMeHTAIT BHCOKa HA HA
Macmra6oBani | Huzpka | Husbka | Cepen | Xopomn | Cepen | Cepen | Bigmi
ctb Ha GPU HA a HA HSA HHa
O6uucmoBans | Bucoki | [lyxe | Bucoki | Cepen | Bucoki | Hocuts | Cepen
Hi BUMOTH BHUCOKI Hi BHUCOK1 | HI
SAxicte Biyany | Cepennst | lyxe | Bucoka | Xopom | Xopom | Bucoxka | Xopo
BHCOKA a a ma
3acrocoBHicTh | MoxuuB | Oomex | O6mex | Xopomr | Cepen | Cepenn | Xopo
y peaibHOMY a eHa eHa a Hs s ma
qaci
CriliKicTh 10 [Ipo6ne | [Ipo6n | Ilpo6n | Bimmin | Bimmin | Xopom | Cepen
3MiH TOTIOJIOTii | MHA eMHa eMHa Ha Ha a Hs
Tabx. 2.1

[TpuanHOIO BHOOPY CaMe TaKuX KPUTEPIiB CTAJIO T€, IO BOHU OXOILTIOIOTH SIK

TEXHIYHI1 aCTIeKTH, TaK 1 SKiCHI xapaktepuctuku. [IIBuakomis B peaqsHOMY Yaci €

KJIFOUOBUM (PAKTOPOM JIJIsl IHTEPAKTUBHUX 3aCTOCYHKIB. CKIaqHICTD

IMILJIEMEHTAIlli BU3HAYa€ BUTPATH PECYpPCIB HA PO3POOKY Ta IHTETPALIil0 METOY.

Macmra6oBanicte Ha GPU cTae Bce BaXXIMBIIIONI 3 OIISIAY Ha TEHCHIIIIO 10
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BUKOPHUCTAHHS TpadiyHUX MPOLECOPIB AJIs MMapajelbHUX 00UHCIEHb Y Cy4YacHUX
irpax. O04KCIIIOBaIbHI BUMOTH 0€3M0CEPEIHBO BIUIMBAIOTH HA IPOAYKTUBHICTh
rpu. SIKICTh Bi3yajly € BaXJIMBUM aCIEKTOM JJIsi CTBOPEHHS MEPEKOHINBUX
Bi3yaJbHUX €(EeKTIB. 3aCTOCOBHICTh y peajJbHOMY Yacl BiioOpakae, HACKUIbKU
METOJI MPUJATHUM JIsl JUHAMIYHUX IHTEPAKTUBHUX ClieH. CTIHKICTh 0 3MiH

TOIOJIOT1i € 0COOJIMBO BaXJIMBOIO JJI1 MOJICTIOBAHHS TUHAMIYHUX P1/IUH.

Taka cuctema OLIHIOBaHHS JO3BOJISI€E KOMILIEKCHO MTPOaHaJI3yBaTH METO/IH Ta

BU3HAYMTH HAOUIbII NEPCIIEKTUBHI JUIsl MPakTUYHO1 peanizalii B Unity.

OTtxe, 3a pe3ynbraramMu aHajizy BusiBieHo, mo meronu SPH, FLIP ta LBM
JIEMOHCTPYIOTh HalKpallle CIiBBIIHOIICHHS MBUIKOCT1, peaTiICTUYHOCTI T4 BUMOT

1o peamnizaiii came B Unity.

Metox MPS, xoua 1 3a06e3neuye BUCOKY peatiCTUUHICTh, IPOTE MA€ MIBUIICH]

BUMOTH JI0 OOYMCIIIOBAILHUX pecypciB nmopiBHsHO 3 SPH.

A ot citkoBi Metonu FDM, FEM Tta FVM, nomnpu BUCOKY TOUYHICTh MOJICITIFOBAaHHS,
BUJIAOTh 3HAYHO HIKYY POAYKTUBHICTD, 110 POOUTH 1X MEHIII MPUIATHUMHU JIJIsI

IHTEPAKTUBHUX 3aCTOCYBaHb.

2.2. TexHiuHi 3acO00M MOJICTIOBAHHS PIAUH JIJI1 BHOpAaHUX METOJIIB
2.2.1. Exocuctema Unity Ta 6a30Bi IHCTpYMEHTH JIJIsi MOJICTTIOBAaHHS PiTUH

Unity, HacTipaB/ii, HAJA€ BEJIUKE PI3SHOMAITTS IHCTPYMEHTIB JIJI MOJICITIOBAHHS
¢bi13uKu pinuH, X0ua OUTBIIICTh BAXKYUX, HIXK MTPOCTI, CUMYIIAIIN BKe MOTPEOYIOThH

CTOPOHHIX PillIcHb 00 BIIACHUX BUHAXO/IIB.
OcHOBHMMU BOYIOBAaHUMU IHCTPYMEHTAMU €:

1. Particle System — 11e 6a30Ba cucTemMa 4aCTUHOK, SKa JI03BOJISIE CTBOPIOBATH
CIPOILIeH] CUMYJIsLII piiuH. L5 cuctema miATpUMy€e HaIAITyBaHHS

eMITepiB, KOMi31i 3 00’ €KTaMH CIIEHU Ta rpaBITallilo0, ajie IPU LIbOMY Ma€
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OOMEKEeHHS B MOJCIIIOBAaHHI B3a€EMO1l MK YaCTHHKAMH, IIIO €
HaWBXKJIMBIIIUM B PEATICTUUHIN MOBEAIHIII P1IHH.

2. Visual Effect Graph (VFG) — e cnienianizoBaHuil iHCTPYMEHT, KU
3abe3reuye HOMOBUM 1HTEepdeic Ajist pOOOTH 3 BEIUKOIO KITBKICTIO
yacTuHOK. VFG BukopucroBye GPU-npuckopeHHs, 1110 3Ha4HO MIABUIILYE
OPOAYKTUBHICTh IPU CTBOPEHHI Bi3yaJbHUX €(EKTIB PIIUHU, X04a il He
3a0e3neuye MOBHOLIHHOI (DI3UYHOT CUMYJISALIT X TOBEAIHKHY.

3. Uleiinepu - B Unity BUKOPUCTOBYIOTHCS PI3HI TUIH WIEHAEPIB IS
MOJICIIIOBAHHS PIJUH:

- Surface Shaders - a1 peadicTUHUHOTO BiJOOpaKEeHHSI ONTUYHUX
BJIIACTUBOCTEH piIuH

- Compute Shaders - nns GPU-npuckopenux o04uciieHb pu
3acTocyBaHH1 (PI3UYHUX MOJENeH

- Geometry Shaders - my1s [uHAMIYHOT TeHEpaIlii reoMeTpii MOBEPXHi
plauHU

4. Render Pipelines - cydacHi cuctemu peraepunry, Taki sk: URP (Universal
Render Pipeline, yHiBepcansuuii kouBeep penaepunry) ra HDRP (High
Definition Render Pipeline, koHBeep peHAEpUHTY BUCOKOT YITKOCTI),
HAJAI0Th PO3IIUPEH] MOXKIMBOCTI JIJIS1 PEaliCTUYHOTO BiTOOpaKCHHS

BIIOWTTS, 3JJOMJICHHS, MTIIMTOBEPXHEBOTO PO3CIFOBAHHS.
Taxox, Unity 1ae MOXKITUBICTh BHKOPHUCTOBYBAaTH CTOPOHHI PIIIICHHS.

Asset Store mpononye ToTOBI arinu Ha ocHoBl SPH metony, Hanmpukiaz, Fluvio,
iHcTpyMenTu Flow mist ctBopennst Bomaux nosepxonb, Obi Fluid ans migTpumku

0araTonoTOYHOCTI.

Unity no3Bossie imnoptyBatu mpodeciiini cumymsiii piguH 3apasku Houdini

Engine, a Takox mepeHOCUTH CUMYIIAIIIT 3 IHIIUX MporpaM, Hanpukiaa, Blender.

Hepinko po3poOHUKY BUKOPUCTOBYIOTh BJIACHI pealiizallli Ta CKpUIITH, HalliCaHl Ha

MOBI nporpamyBaHHsi C#. A Koiu 111 peanizauii NoegHYI0ThCs 3 BOyTOBaHUMU
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THCTPYMEHTaMHU, TO BUXOJUTH XOPOIlIa KOMOIHAIIS JUIsl pe3yJibTara,

30aJ1aHCOBAHOTO 32 PEATICTUYHICTIO, TPOAYKTUBHICTIO Ta CKJIAIHICTIO.

2.2.2. CneuianizoBaHi IHCTPYMEHTH ISl peallizallii pi3HUX METO/1B MOJIEIIOBAaHHS

piauH

Ha ocHOBI aHani3y 1OCTYyNHUX JHKEpe Ta TOCTYMHUX MPAKTUYHUX PIIIEHb MOXKHA

BUJIUTUTH KJIFOUOBI TEXHIUH1 3ac00M JIJIsl peanizalli TpboX 0OpaHuX METO/IB

MOJIeIIIOBaHHS PiuH y cepeaopuii Unity.

N

Jns SPH meTony:

CPU-peanizaiii, mo 6a3yroTbcs Ha cTaHAApTHUX komnoHeHTax Unity 1
ONTUMI3YIOThCS Yepe3 IPOCTOPOBE PO3OUTTS JJist €(PEKTUBHOTO IMOITYKY
CYCIIHIX YaCTUHOK

GPU-npuckopeHi pillieHHs] BAKOPUCTOBYIOTh OOUMCITIOBAJIBHI IISHACpH IS
napajenbHoT 0OpOOKH BEIMKOT KUTBKOCTI YaCTHHOK, IO CYTTEBO ITiJIBUIIYE
IPOAYKTUBHICTb;

CrnemianizoBani riariau sk Fluvio Ta Obi Fluid HagaroTs rotoBi pimeHHS 3

OIITUMI30BaHUMU aJI'OpUTMaMHU Ta Bi3yaHLHHMH KOMIIOHCHTaMH.

. Jlnsa FLIP metony:

[MOpunHi CTPYKTYpH JaHUX I 30€piraHHs K CITKH (IS OOUHMCIICHHS
TUCKY), TaK 1 YaCTUHOK (I IEPEHECEHHSI BIACTUBOCTEH)
OO6uucnroBanpHI Meiaepy 11 e(heKTUBHOT peatizairii onepartii
IPOEKTYBaHHS MIBUIKOCTEH Ha CITKY Ta OHOBIICHHS YaCTUHOK;
CriemianizoBaHi CHCTEMH Bi3yatizallii Jyisi CTBOPEHHS MTOBEPXHI PITUHU HA
OCHOBI1 PO3MONUTY YaCTUHOK;

KirouoBi mapameTpu HajamTyBaHHs: po3Mip koMmipku citku (cell size) Ta

KUIbKICTh YaCTHHOK Ha KOMIPKY (particles per cell);
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- Komepiiini pimenss, Taki sk Fluidity Ta RealFlow, HagatoTs onTuMizoBaHi

peanizaiii 3 pi3HUMH HaJdalllTyBaHHSIMU.

3. lns LBM wmerony:

- 3D TeKkcTypH Ta peHaep-TeKCTYpH sl 30epiranHs QyHKIiH po3noaily Ta
TIOJI1B IIBHUIKOCTI;

- bararonpoxigHi oOuMcIOBaNbHI MIEHAEPH AJIs peaiizallii eTamniB Koui3ii Ta
NOLIUPEHHS;

- Cucrem# Bi3yasizallii BEKTOPHUX TOJIIB ISl BITOOpaKeHHS MOTOKIB Ta
B3a€EMOJIIT 3 TIEPEIIKOaMU;

- Tunm pemritok: y Unity peanizamisgx Hal4yacTilie BAKOPUCTOBYIOTbCS MO
D2Q9 nnst neoBuMipHux Ta D3Q19 a1t TpUBUMIpHUX CUMYITSIITIN (11€
BILUIMBAE HAa TOUHICTb);

- JlocrynHi iHcTpyMeHTH BKItoyaroTh FlowX Ta aganTariii BIAKpUTHX

610110TEK, Takux 5K Palabos.

2.2.3. Texniuni oOMexeHHst neuryna Unity

[Tpu Bukopucranni Unity st MoaentoBaHHS (HI3UKU PIAMH BaXKIMBO BPaxOBYBaTH
TEeXHIYH1 0OMEXKCHHS PYIIIis, K1 BIUIMBAIOTh HA BUOIP METOY Ta AKICTh peasizarlii.

Ocb, 1110 51 0 BUALINAIIA:

1. OOMexeHHs TPOAYKTUBHOCTI. Unity Ma€e CyTTeB1 0OMEKEHHS
POAYKTUBHOCTI MPU POOOTI 31 CKIIAJHUMU CIIEHAMU Ta BEIUKOIO KUTBKICTIO
00'ekTiB. Ile 0cOOIMBO KPUTHUIHO TSI MOJICITIOBAHHS PIAVH, /1€ YaCTO
noTpiOHa B3aeMomist 6araThox eneMmeHTiB. [lopiBHSIHO 31 crieriani3oBaHUMU
nporpaMamu st MonentoBanHs, Unity okaszye HIKYY MPOIYKTUBHICTD MTPU
BHCOKOZICTATI30BaHUX CIICHAX.

2. OOmexeHHs cucteMu peHaepuHry. Unity Mae 0OMEXEHHs y CTBOPEHHI

dboTopeanicTUUHUX €(DEKTIB, K1 BAXKJIMBI JJI MPaBAOTOI10HOTO
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BIATBOpPEHHs piquH. CTaHIapTHI IHCTPYMEHTH PEHIECPUHTY HE 3aBXKAU
3a0€3Meuy0Th TOUYHE BiIOOpaKEHHS ONTUYHUX BIACTUBOCTEH BOJIU Ta

IHIIUX PIIWH, TAKUX K BIIOUTTS, 3aJJIOMJICHHS Ta IPO30PICTh.

3. IInardopmui oOMesxenHs. Unity Mae 3Ha4H1 BIAMIHHOCTI Y IPOXYKTUBHOCTI

Ta MOXKJIMBOCTSIX Ha p13HUX Iuiardopmax. Hanpuknaz, pimenHs, ki 1o06pe
IPALOIOTh HA HACTUIBHUX KOMII'FOTEpPaX, MOXKYTh MaTl CeprHO3HI
oOMeXeHHS! Ha MOOUTbHUX MPUCTPOSIX a00 Y BeO-BepcCisix

4. Tlpobnemu 3 pizuynum pymriem. Crangaptauid Gpizuynuil pymiit Unity
(PhysX) mae oOMexxeHHs Tpu poOOTI 3 BETUKOIO KUIBKICTIO 00'€KTIB, 1110
B3a€MOII0Th. Le cTae nmpobaeMoro Mpu YaCTUHKOBUX METOAAX
MOJICIIIOBAHHS PIJIMH, JIe KUIbKICTh B3a€EMOJIIH MOXKe OyTH Jy>K€ BUCOKOIO.

5. OOmexeHHs IMIIOPTY Ta iHTerpalii. JlocuTh 4acTO BUHUKAIOTh TEXHIUHI
CKJIQJTHOIII TIPY IMITOPT1 CKIIQTHUX MOJIeNIeH 3 THIIMX CIIeI[iaai30BaHUuX
nporpam. Lle oOMexye MOKIMBOCTI BUKOPUCTAHHS TOTOBUX CUM YIS

PIIWH, CTBOPEHUX Y CHEIiaji30BaHOMY MTPOTPaMHOMY 3a0€3MeUeHHI.

Po3yminHs oOMexeHb Ta mpobiieM, 110 MOXKYTh BUHUKHYTH, € KpUTHYHO

BAYXJIMBUM JIJIS TTOAQNIBINOT po3poOku. He3paxkaroun Ha BUSBICHI OOMEKEHHSI,

Unity Bce % 3aJUIIAEThCS MOTYKHUM IHCTPYMEHTOM 13 IIUPOKUMH MOMJIMBOCTIMHU

JUTS peasizallii pi3HOMaHITHUX METOIIB MOZEIIOBaHHS PiIMH, TOMY BC1 BUCHOBKH

OynyTh O€3MoCcepeTHhO 3aCTOCOBAH1 Y IPAKTUYHIM YaCTHHI.
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Po3nin 3
IIpakTHyHa peanizauiss Mmoge0BaHHs piagud y Unity
3.1. IlinroroBka cepenopuina Unity asis poOoTH 3 (QI3UKOI0 PIIUH

Ha pucynky 1 300paxeno ronosuuii intepgdeiic Unity y crannapTHii KoH]iryparii

MICTIS CTBOPEHHSI HOBOTO MPOEKTY (B IbOMY BUMAAKY 3D-poeKTy).

Puc. 3.1
OCHOBHI €JIEMEHTH CEPEIOBHUIIIA:
1) Hierarchy. TyT BimoOpakaroThCsi BC1 00’ €KTH, K1 € Ha CIIEHI. Y IbOMY BHIAJIKY:
- Main Camera - ronoBHa KaMepa, sika BU3HauYae, 1110 MOOAYNTh TPaBellb;
- Directional Light - mxepeno cBitia, 1o iMiTy€e COHSIYHE OCBITICHHS;

- Global Volume - 06’ekT 1151 17100 IBHUX ITOCTOOPOOOK (MOXKE

BUKOPHCTOBYBATHUCH, 30KpeMa, 1Sl €()EKTiB BOJHU, TAKUX SIK 3aJIOMJICHHS).

2) Scene View. Lle ocHOBHE BIKHO, JI¢ MO>KHA OQuWTH, ITEPEMIIIIATH Ta 3MIHIOBATH
00’extu B ipocTopi. Ha crieni 3apa3 BUHO IKOHKH KaMepH, JDKEpesia CBiTia Ta

1HIII1 EJIEMEHTH.
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3) Toolbar. TyT po3milieH1 IHCTPYMEHTH MEepeMillleHHs, 00epTaHHS Ta
MacmTadyBaHHS 00’ €KTIB, a TAKOXK KHOTIKM NIEpEeMHUKaHHS MK pexxumamu (2D/3D,

Gizmos, OCBITJICHHS TOIIIO).

4) Inspector. Llst mane s BUKOPUCTOBYETHCS ISl IEPETISAY Ta pearyBaHHs
BJIACTUBOCTEH BUOpaHOTO 00’ €KTa Ha CIIEHI. 3apa3 BOHA MOPOXKHS, OO JKOJICH

00’€exT He oOpaHo.

5) Project. Y ubomy po3aini 30epiratoTbes BCl Gailiiv Ta pecypcu MpoeKTy

(ckpuntu, MOzEIN, MaTepialid, CIIEHH TOIIIO).

6) Console. Tyt 3’ SIBISITOTBCSI TOBIAOMIIEHHS PO MOMUJIKH, TIOTIEPEIKEHHS a00

BUBIJI 13 CKPUMTIB.

7) Assets. Lle manku, ne 36epiraroThCsi BC1 IMIOPTOBaH1 a00 cTBOpeH1 hanau ass

CIICHHU.

Ha npomy etari cepemoBuilie BKe TOTOBE JUIs Ao aBaHHs (D I3MIHUX KOMITOHEHTIB 1

CKPHIITIB, SIKi OyAyTh BIJMIOBIIaTH 32 MOJICITIOBAHHS PITUHHU.

3.2. Peamizaris BUOpaHUX METOIB MOJICTIOBAHHS

3.2.1. Peanizamis merony SPH

Jliist 3a6e3meYeHHs] KOHTPOIIO HAJl CUMYIISIIIEI0 OYyJI0 CTBOPEHO CIICIIIAIbHHM Ki1ac
Config, skl MICTUTH yC1 HEOOX1JHI KOHCTAHTH Ta MapaMeTPH.

public class Config : MonoBehaviour

{
public static int N = 20;
public static float SIM W = 0.5f;
public static float BOTTOM = -2f;
public static float DAM = -0.3f;
public static int DAM BREAK = 200;
public static float DT = 20f;
public static float WALL POS = 0.08f;
public static float G = 0.02f * 0.25f;
public static float SPACING = 0.08f
public static float K = SPACING / 1000.0f
public static float K NEAR = K * 10f;
public static float REST DENSITY = 3.0f;
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public static float R = SPACING * 1.25f;
public static float SIGMA = 0.2f;

public static float MAX VEL = 0.25f;
public static float WALL DAMP = 0.2f;
public static float VEL DAMP = 0.5f;

}

[TpyHIMIY BU3HAYEHHS TApaMETPiB CUM YIS
1. IIpocTopoBi NapaMeTpy BU3HAUAIOTH (PI3UYHI MEXK1 CUMYIISLIII:

- N =20 - KUIbKICTh YACTHHOK

- SIM_W = 0.5f - mupuHa npocTopy CUMYsIIi

- BOTTOM = -2f rta DAM = -0.3f - HuxkHS Mexka Ta MO3UIIis BIPTyaabHOI
namou

2. YacoBi mapaMeTpu BIUIMBAIOTh HAa CTAOLIBHICTh CUMYJISIIIT:

- DT = 20f - yacoBuit kpok (OUIBLINHI - MIBUAIIA CUMYJISLIS, MEHILIUN - BUIIIA
TOYHICTb)

3. ®i3uyH1 NapaMeTpH BU3HAYAIOTh BIACTUBOCTI PIAUHHU:

- G =0.02f * 0.25f - npuckopeHHs BUTLHOTO T IIHHS

- SPACING = 0.08f - moyaTkoBa BiACTaHb MK YaCTUHKAMU
- Krta K NEAR - koedimieHTr a1 po3paxyHKy CHJI TUCKY
- REST DENSITY = 3.0f - ryctuna pisiuau

- R =SPACING * 1.25f - pagiyc B3aemo/1ii 4aCTHHOK

- SIGMA = 0.2f - xoediIieHT B'I3KOCTI

4. ITapameTpu ctabinizarii 3a6e31meuyoTh HaJIHHICTD:

- MAX VEL = 0.25f - o6mMexeHHsS MaKCUMaJIbHOT IBUIKOCTI
- WALL DAMP = 0.2f ta WALL POS = 0.08f - B3aemonuis 31 cTiHaMu
- VEL DAMP = 0.5f - 3aryxaHHs MBUIKOCTI JJI1 YHUKHEHHS HECTaO1TbHOCTI

[Tin6ip nux mapameTpiB 3ade3neuye OasaHc MK PEaTiCTUIHICTIO TTOBETIHKU
PIAMHU Ta OOYHCITIOBATIBHOI €()EeKTUBHICTIO.

HactymHauwMm 1, He MeHIIT BayKIMBUM, KiiacoM € Particle. BiH € IeHTpaJIbHUM
€JICMEHTOM CHUMYJIAIIIT 1 BIIITOBIIa€ 32 MOJICITIOBAHHS IMOBEIIHKHA OKPEMHX
JaCTUHOK PITUHH.

public class Particle : MonoBehaviour

{
public vector2 pos;
public vectorZ2 previous pos;
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public vector2 visual pos;

public float rho = 0.0f;

public float rho near = 0.0f;

public float press = 0.0f;

public float press near = 0.0f;

public list neighbours = new list();

public vector2 vel = vector2.zero;

public vector2 force = new vector2(0f, -G);
public float velocity = 0.0f;

public int grid x;
public int grid y;

void Start ()
{

pos = transform.position;
previous pos = poOsS;
visual pos = pos;

}

public void UpdateState()
{
previous pos = posS;
po3paxyHOK mBHAKOCTI 3a popmynoro Eiinepa [3.1]:
vel += force * Time.deltaTime * DT;
po3paxyHOK mo3uirii 3a popmynoro Eitnepa[3.2]:
pos += vel * Time.deltaTime * DT;

visual pos = pos;
transform.position = visual pos;
force = new vector2 (0, -G);
PO3paxyHOK MepepaxyHKy MBHAKOCTI 3a popmyroro [3.3]:
vel = (pos - previous pos) / Time.deltaTime / DT;
velocity = vel.magnitude;

if (velocity > MAX VEL)
{

vel = vel.normalized * MAX VEL;
}

rho = 0.0f;
rho near = 0.0f;
neighbours = new list{();

if (pos.y < BOTTOM)
{
if (name != "Base Particle")
{
Destroy (gameObject) ;
}



public void CalculatePressure ()
{
PO3paxyHOK THCKY 3a (popmymoro [3.4]:

press = K * (rho - REST DENSITY) ;
press near = K NEAR * rho near;

void OnCollisionStay2D(Collision2D collision)

{
vector?2 normal = collision.contacts[0].normal;
float vel normal = Vector2.Dot (vel, normal);
if (vel normal > 0)

{

return;

}

vectorZ2 vel tangent = vel - normal * vel normal;
po3paxyHOK BiiOUTTs 3a popmymoro [3.5]:

vel = vel tangent - normal * vel normal * WALL DAMP;
pos = collision.contacts[0].point + normal * WALL POS;

}
Merton Start BcranoBmoe mouatkoBi no3uilii. UpdateState oHomtoe ¢GizuuHi

BJIACTUBOCTI YaCTUHKHU Ha KO)KHOMY Kpoili cumyssarii. CalculatePressure
ob6uucroe Tuck Ha ocHOBI rycTHU. OnCollisionStay2D 3a6e3neuye peadicTHIHY
B3a€MO/IIF0 YACTHHOK 31 CTIHAMH.

Let#i kirac peanizye OCHOBHI IPUHIIUITK METOY, JIe KOXKHA YaCTHHKA 30epirae cBii
ctaH (MO3HUIIiI0, MIBUJIKICTh, TYCTHHY, TUCK) Ta B3a€MOJII€ 3 THITUMHU YaCTHHKAMU
4yepe3 CHIIM TUCKY Ta B'SI3KOCTI.

Oco0nuBICTIO peaizallii € cucteMa MpocTopoBoro po3outts (grid_x, grid y), gaxa
ONTUMI3YE TOIIYK CYyCIIHIX YaCTHHOK, 110 € KPUTHIHUM JJISI TPOYKTUBHOCTI
merony SPH.

PeanizoBani MaremaTu4Hi GOpMYIH Y KOIi:

[3.1]v(t + 4t) = v(t) + a(t) - At, me a(t) =~ mpum = 1

[3.2] r(t + At) = r(t) + v(t) - At

Ar
At

[3.4] p = k(p — po)

[3.3]v

Pnear = KnearPnear
[3.5]v' = v; — v, - n - d, 1€ V,- TaHTEHIlialIbHA CKJIa0Ba MBUIKOCTI, V), -
HOpMaJlbHa CKJIAJI0Ba, N - HOPMaJb, d - KOS(IIIEHT 3aTyXaHHS.
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Jlj1st CTBOpEHHS TOTOKY YaCTUHOK PIAMHM OyJo peanizoBaHo Kiac Shower, sskuii
BIJIMOB1/Ia€ 3a FeHEpaIlil0 HOBUX YaCTHUHOK 13 3aJIaHOI0 MIBUAKICTIO Ta
NEPIOIUYHICTIO.

public class Shower : MonoBehaviour
{
public GameObject Simulation;
public GameObject Base Particle;
public Vector2 init speed = new Vector2(l.0f, 0.0f);
public float spawn rate = 1f;
private float time;

void Start ()
{
Simulation = GameObject.Find ("Simulation");
Base Particle = GameObject.Find("Base Particle");

void Update ()
{
if (Simulation.transform.childCount < 1000)
{
time += Time.deltaTime;
if (time < 1.0f / spawn rate)
{
return;
}
GameObject new particle = Instantiate(Base Particle,
transform.position, Quaternion.identity);

new particle.GetComponent<Particle>() .pos =
transform.position;

new particle.GetComponent<Particle> () .previous pos =
transform.position;

new particle.GetComponent<Particle>() .visual pos =

transform.position;
new particle.GetComponent<Particle>() .vel =
init speed;

new particle.transform.parent =
Simulation.transform;
time = 0.0f;

}
Ie# xmac Mae 2 OCHOBHI MeTOAH: MeTo Start 3HaAXOIUTh HEOOX1THI 00'€KTH B

creni, a Update cTBOproe HOBI YaCTHHKH PIAMHY 3 33JIaHOIO MEPIOANIHICTIO.

B pesynbrari kinac Shower 3a0e3neuye nocTiiHe HAAXOKEHHS HOBUX YaCTUHOK y
CUMYJIALIIIO, IMITYIOUHU JiKepeso pigunu. [lapamerpu init_speed Ta spawn_rate
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J03BOJISIFOTh KOHTPOJIIOBATH MOYATKOBY IIBUAKICTH Ta IHTEHCUBHICTh OTOKY, IO
7A€ MOXJIMBICTh MOZEIIOBATH PI3H1 TUIH JIKEPEIT PLAVHHU.

Jlis 3an00iraHHsl HAAMIPHOMY HaBaHTaKEHHIO HA CUCTEMY PEajli30BaHO
0OMeXEeHHSI MaKCUMaJIbHO1 KUTbKOCTI 4yacTUHOK (1000), 1o 3a0e3neuye cTabuIbHY
MPOAYKTUBHICTh CUMYJISILII.

JlJist CTBOPEHHS AUHAMIYHUX MEPENIKO/, 110 B3aEMOJIIIOThH 3 PIIMHOIO, PeaTi30BaHO
kiac Wall.

public class Wall : MonoBehaviour

{
void Update ()

{
if (Input.GetMouseButton (0))

{

Vector3 mousePos =
Camera.main.ScreenToWorldPoint (Input.mousePosition);

mousePos.z = 0;

if (GetComponent<Collider2D> () ==
Physics2D.0OverlapPoint (mousePos))

{

transform.position = mousePos;

}
Lleit kimac Bimirpae BaXXJIUBY POJIb ISl IHTEPAKTUBHOTO TECTYBaHHSI MIOBEIIHKU
PIAWHYU MPU B3a€MOI1 3 MepenkoaamMu. BiH 103Bossie KOpHUCTyBady MepeMillyBaTu
CTIHU B peaJIbHOMY Yaci ITiJ1 4ac poOOTH CUMYIISITII.

[ Ha ocTaHOK, IIEHTpAJIbHUN KOMIIOHEHT peadizaiii merony SPH - knac Simulation,
SAKUHN KEPy€ B3AEMOMISIMU MK YaCTUHKAMU Ta 3arajJbHUM CTAaHOM CUMYJISIIi{
piAVHMU.

public class Simulation : MonoBehaviour

{
public list particles = new list();
public GameObject Base Particle;

public int grid size x = 60;
public int grid size y = 30;

public list[,] grid;
public float x min = 1.8f, x max = 6.4f;
public float y min = -1.4f, y max = 0.61f;
void Start()
{
Base Particle = GameObject.Find("Base Particle");
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grid = new list[grid size x, grid size y];
for (int 1 = 0; 1 < grid size x; 1i++)
{
for (int j = 0; J < grid size y; J++)
{
grid[i, J] = new list{();

}

private float density, density near, dist, distance,
normal distance, relative distance;

private float total pressure, velocity difference, time;

private vectorZ pressure force, particule to neighbor,
pressure vector, normal p to n, viscosity force;

}

public void calculate density(list particles)
{
foreach (Particle p in particles)
{
density = 0.0f;
density near = 0.0f;
for (int 1 = p.grid x - 1; 1 <= p.grid x + 1; 1i++)
{
for (int j = p.grid y - 1; J <= p.grid y + 1; J++)
{
if (1 >= 0 && 1 < grid size x && j >= 0 && j <
grid size vy)
{
foreach (Particle n in gridf[i, 3j])

{

dist = Vector2.Distance(p.pos, n.pos);

if (dist < R)
{
Po3paxyHok ryctunu 3a popmyrnoro [3.6]:
normal distance = 1 - dist / R;
p.rho += normal distance *
normal distance;
p.rho near += normal distance *
normal distance * normal distance;
n.rho += normal distance *
normal distance;
n.rho near += normal distance *
normal distance * normal distance;

p.neighbours.Add (n) ;
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}
p.rho += density;
p.rho near += density near;

Merton Start iHimiani3ye IpoOCTOPOBY CITKY, sIka BUKOPUCTOBYETHCS ISt
ONTHUMI3alli MOIIYKY CYyC1IHIX YACTHHOK.

Merton Calculate density peasnizoBye 00UMCIIC€HHs TYCTUHHU JIJIs1 KO)KHOT YaCTUHKU
Ha OCHOBI1 PO3MOAUTY CYCITHIX YaCTUHOK.

public void create pressure (list particles)
{

foreach (Particle p in particles)

{

pressure force = vector2.zero;

foreach (Particle n in p.neighbours)

{
particule to neighbor = n.pos - p.pos;
distance = Vector2.Distance (p.pos, n.pos);

Pospaxynok cunu Tucky 3a popmysoro [3.7]:

normal distance = 1 - distance / R;

total pressure = (p.press + n.press) *
normal distance * normal distance +

(p.press near + n.press near) *

normal distance * normal distance * normal distance;

pressure vector = total pressure *
particule to neighbor.normalized;

n.force += pressure_vector;
pressure_force += pressure_vector;
}

p.force -= pressure force;

public void calculate viscosity(list particles)
{
foreach (Particle p in particles)
{
foreach (Particle n in p.neighbours)
{
particule to neighbor = n.pos - p.pos;
distance = Vector2.Distance (p.pos, n.pos);
normal p to n =
particule to neighbor.normalized;
relative distance = distance / R;
velocity difference = Vector2.Dot(p.vel - n.vel,
normal p to n);
3acToCcyBaHHS CUJIM B'I3KOCTI 3a opmyroro [3.8]:
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if (velocity difference > 0)
{
viscosity force = (1 - relative distance) *
velocity difference * SIGMA * normal p to n;
p.vel -= viscosity force * 0.5f;
n.vel += viscosity force * 0.5f;

}

Merton Create pressure 00UHCITIOE CHJIM BIAIITOBXYBAaHHS MK YaCTUHKAMH Ha
OCHOBI 1X THCKY.

Merton Calculate viscosity monemntoe B'SI3KICTh PiIMHY, 3aCTOCOBYIOUH CHILY, 1110
BUPIBHIOE IIIBUJIKOCT1 YaCTUHOK.

void Update ()
{
particles.Clear () ;
foreach (Transform child in transform)
{
particles.Add (child.GetComponent<Particle>());
}

for (int i = 0; 1 < grid size x; i++)
{
for (int j = 0; j < grid size y; J++)
{
grid[i, Jj].Clear();
}
}

foreach (Particle p in particles)

{

p.grid x = (int) ((p.pos.x - x min) / (x max - x min)

* grid size x);

p.grid y = (int) ((p.pos.y - y min) / (y max - y min)

* grid size y);

if (p.grid x >= 0 && p.grid x < grid size x &&
p.grid y >= 0 && p.grid y < grid size y)
{
grid[p.grid x, p.grid y].Add(p);
}
}
foreach (Particle p in particles) { p.UpdateState(); }
calculate density(particles);
foreach (Particle p in particles) {
p.CalculatePressure(); }
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create pressure (particles);
calculate viscosity(particles);

Meton Update € ToJIOBHUM ITUKJIOM CUMYIISAIII, SKUH KOOPJAUHYE BCI 1HII METOIH.
BiH BUKOHYE TaKi KPOKHU:

- OHOBJIEHHS CNHCKY YaCTHHOK 3 1€papxii 00'€KTIB
- OuuuieHHs Ta OHOBJIEHHS MTPOCTOPOBOI CITKU
- OHOBJIEHHS CTaHy KOXKHOI YaCTUHKHU
- Po3paxyHOK T'yCTUHU Ta TUCKY
- 3acTtocyBaHHS CUJI THCKY Ta B'SI3KOCTI1
PeanizoBani MareMaTr4Hi GOpPMYIH Y KOJII:
[3.6] p; = Z;W (r3j, h)
[3.7] FPressure — —5.(P; 4+ P;)VW (rij, h)
[3.8] FViscosity= 5. (v; — v;)V?w(1ry, h)

OTtxe, meton SPH Oyiio peanizoBaHo BIaCHOPYY Yepe3 HAMCaHHS Koay 0e3
BUKOPHCTAHHS TOTOBUX PIillIeHb YM IUIAriHiB. L{e 7103BOMMIIO TTOBHICTIO
KOHTPOJIIOBATH BC1 aCMIEKTH CUMYJISII Ta Kpalie 3po3yMiTd (i3ndHi mporec, 1o
JIeXKaTh B OCHOB1 MeTOy. Takuil mijXia MOBHICTIO BUMPABIAHUHN, OCKUIBKHU TS
SPH yacTo mpakTUKY€eThCS CaMe HaIlTMCaHHS BIACHOTO KOAY 3aBISKH BITHOCHIM
MIPOCTOTI AJITOPUTMY Ta MOXKJTMBOCTI TOHKOTO HaJIAIITYBaHHS MapaMeTpiB.

Ha pucynky 3.2 moxHa mo6auyuT piHATBHUN PE3yNbTaT.

Puc. 3.2
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Buxkopucranns metony SPH s MoaentoBaHHS BOJIU 3 KpaHy € OOIPYHTOBAHUM
BUOOPOM, OCKUIBKHU LIEH CLEHapiil i1eanbHO JEMOHCTPYE CHIIbHI CTOPOHU
YaCTHUHKOBOT'O MIAXOY: NpUpOAHE (POpMYBaHHS BUIBHOI TOBEPXHI PIANHH,
JUHAMIYHE YTBOPEHHS Kparelb Ta OpU30K, a TAaKOXK PEeaICTUYHY B3aEMOIIO 3
nepemkonamu. [Ipu ipomy He MoTpedye HAAMIPHOI KUIBKOCT1 YACTHHOK, 1110
JT03BOJISIE JOCSTTH IPOAYKTUBHOCTI B peajibHOMY 4aci HaBiTh 0€3 3HAYHUX
ONTHUMI3aIIH.

3.2.2. Peanizauis metony FLIP

Ha Bigminy BiJ mornepeaHbLoro MeTony, sIkuii Oyso peanaizoBaHO BIACHOPYY, JJIs
metony FLIP Gyno BukopucTano HaOip crieniaii30BaHUX KOMIIOHEHTIB:

1. O6uucmoBanpHi meiaepu (Compute Shaders) - crenianizoBani mporpamu, 1o
BUKOHYIOThCS Ha GPU 111 MacMBHUX MmapajieibHIUX 00YMCIICHb:

- ParticleAdvectionCS.compute - BimoBigae 3a pyx YaCTUHOK Y MOTOIII
piauHu

- ParticleInitCS.compute - iHiIiani3y€e YaCTUHKHU 3 MTOYaTKOBUMHU
napaMeTpaMu

- ParticleToGridCS.compute - nepeHOCUTS (Di3UUHI BIACTHBOCTI 3 YaCTHHOK
Ha BY3JIU CITKH

- PressureProjectionCS.compute - 004HCIIOE 1MOJIE€ TUCKY HAa CITII Ta
3a0e31euye HECTUCTUBICT PIIMHU

- RenderingCS.compute - Bi3yainizye pe3yiabTaTd CUMYISIIi
2. JlonoMi>KH1 CTPYKTYPH JTaHUX:

- Cucrema copryBanns yactuHok (GridSortHelperCS.compute), sxa
ONTUMI3Y€ MONIYK CYCIAHIX YaCTUHOK

- I'panmuni ymoBu (BoundaryCondition.hlsl), 110 Bu3HauaroTh MoBeAiHKY
PIAVHY TpU 31ITKHEHHI 3 MIepenTKogaMu

- Xem-¢ynkiii (Hash.hlsl) qyis edextuBHOTO MTPOCTOPOBOTO PO3MOALTY
JaCTHHOK

3. OrrruMmiszamiiHi KOMIIOHEHTH

- Ilapanensni anroputmu coptyBanns (RadixSort.compute)
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- Onmepanii npedikcHoro ckanyBanHs (PrefixScanCS.compute) qis
e(exTuBHOTI 0OPOOKHU BETUKUX MAaCUBIB JaHUX

- Yrtunitu ana podoru 3 oypepamu GPU (GPUUtil.cs)
4. BizyanizaliiiiHi eJIeMEHTH:
- Ileitnepu ans penaepunry nosepxHi pinuau (SimulationArea.shadergraph)

- I'papientHi marepianu s peadiCTUYHOTO BiJOOpaXeHHs PiIUHU
(CircularGradient.shadergraph)

A takox knac FLIPSimulation, sxuii € HairoJOBHIIIUM KOMIIOHEHTOM peatizalii
1 BIZITIOB1/1a€ 3a KOOPAMHAIIIIO BCIX €TarliB CUMYJIAILIT pinuHu. Bin peanizye
iHTepdeiic IDisposable 1151 KOPEKTHOTO 3BIILHEHHS pecypciB rpadiqHoro
nporecopa.

public class FLIPSimulation : MonoBehaviour, IDisposable

{

private struct Particle
{
public uint ID;
public float3 Position;
public float3 Velocity;
}
[SerializeField] private float flipness = 0.99f;
[SerializeField] private Vector3 gravity = Vector3.down
9.8f;
[SerializeField] private float viscosity = 0f;

*

private GPUDoubleBuffer<Particle> particleBuffer;
private GPUBuffer<float4> particleRenderingBuffer;

private GPUComputeShader particleInitCs;
private GPUComputeShader particleToGridCs;

private GridSortHelper<Particle> gridSortHelper;

private void DispatchParticleToGrid ()
{

_gridSortHelper.Sort( particleBuffer, gridParticleIDBuffer,
GridMin, GridMax, GridSize, GridSpacing):;

var cs = particleToGridCs;

var k = cs.FindKernel ("ParticleToGrid") ;

k.SetBuffer (" ParticleBufferRead", particleBuffer.Read);

k.SetBuffer (" GridVelocityBufferWrite",
_gridVelocityBuffer);

k.Dispatch (NumGrids) ;

}

private void DispatchGridToParticle ()
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var c¢cs = gridToParticleCs;
var k = cs.FindKernel ("GridToParticle") ;

cs.SetFloat (" Flipness", math.saturate( flipness));

k.SetBuffer (" ParticleBufferRW", particleBuffer.Read);
k.SetBuffer (" GridVelocityBufferRead", gridVelocityBuffer);
k.Dispatch (NumParticles) ;

Meton DispatchParticleToGrid nepenocuts iHpopmalito npo MmMBHAKICTH 3
YaCTHHOK Ha CITKY.

Merton DispatchGridToParticle mepeHocUTh OHOBIICH1 MIBUIKOCTI 3 CITKU Ha3a]
Ha YaCTUHKHU.

private void DispatchExternalForce (bool isFirstIteration)
{
var cs = _externalForceCs;
var k = cs.FindKernel ("AddExternalForce") ;
cs.SetVector (" Gravity", gravity);
if (isFirstIteration)
{

var mouseRay =
Camera.main.ScreenPointToRay (Input.mousePosition);

cs.SetVector (" MouseForceParameter", new
float4 (_mouseForce, mouseForceRange, 0, 0));

}
k.SetBuffer (" GridVelocityBufferRW", gridVelocityBuffer);
k.Dispatch (NumGrids) ;

}

private void DispatchPressureProjection ()

{
var cs = _pressureProjectionCs;
var k = cs.FindKernel ("CalcDivergence");
k.SetBuffer (" GridVelocityBufferRead", gridVelocityBuffer);

k.SetBuffer (" GridDivergenceBufferWrite",
_gridDivergenceBuffer);
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k.Dispatch (NumGrids) ;
k = cs.FindKernel ("Project");

for (uint 1 = 0; 1 < pressureProjectionJacobilteration;
i++)

k.SetBuffer (" GridPressureBufferWrite",
_gridPressureBuffer.Write);

k.Dispatch (NumGrids) ;

_gridPressureBuffer.Swap () ;

}

Merton DispatchExternalForce nonae 30BHIIIHI CHIIH 10 OIS IIBUIKOCTI,
BKJIFOUAIOUU TPaBITAIlIIO Ta B3AEMOJIIIO 3 KOPUCTYBAUYEM.

Merton DispatchPressureProjection 3a6e3nedye HECTUCIUBICTD PITUHU Yepe3
MIPOCKIIIFO TIOJISI THCKY.

private void Update ()
{

for (int 1 = 0; 1 < frameSimulationIteration; i++)

{
DispatchParticleToGrid() ;

DispatchExternalForce (i == 0);

DispatchDiffusion() ;

DispatchPressureProjection() ;

DispatchGridToParticle () ;

DispatchAdvection () ;

if ( activeDensityProjection)
DispatchDensityProjection () ;

}

RenderParticles () ;

}
Meton Update opranizoBye moCIIiIOBHICTh OTeparlii, siki 3a0e3neuyoTs Tiopuany

CUMYJISAIIIO: CTIOYATKY BIACTHBOCTI YaCTUHOK MEPEHOCSATHCS Ha CITKY, TaM
BUKOHYIOTHCSI €(DEKTHUBHI PO3paxXyHKH (PI3MUHUX B3a€EMOJIIM (30BHIIIHI CHUIIH,
B'S3KICTh, TUCK), TTOTIM OHOBJICHI IaH1 MOBEPTAIOTHCA /IO YACTHHOK 1 BiIOYyBAETHCS
iX mepeMiIneHHs.

[TapameTp _frameSimulationlteration 703BoJIsIE BAKOHYBATH KiJTbKa ITUKIIIB
CUMYJIAIIT 32 OMWH KaJIp JJIS MiBUIIEHHS TOYHOCTI IPH 30€peKeHH1 Bi3yaabHO1
MJIABHOCTI.

Bci marematnuni po3paxynku B FLIP peanizoBani B 00uncIOBaIbHUX HIEHaEpax,
Ha K1 KOJ[ JIIIIE MOCUJIAETHCS YEPE3 BUKIIUKHU.
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OTtxe, ans peanizanii metony FLIP 6yno BukopucTaHno criemiaiizoBaHui
(GpeitMBOPK 3 TOTOBUMH III€HIepaMU Ta CTPYKTYpaMH JJaHUX, IO € TUTIOBUM
MIXO0A0M JIJIsl IbOTO MeToay. Taka cTpareris UIKOM BulpaBaaHa, ockiibku FLIP €
3HAYHO CKJIAIHIIINM aJTOPUTMOM, 10 BUMarae eexruBHoi pobotu 3 GPU Ta
ONTUMI30BaHUX CTPYKTYP JaHUX JJIs IIBUAKOTO OOMIHY 1H(OPMAIII€I0 MIXK CITKOIO
Ta YaCTUHKaMHU.

Ha pucynky 3.3 MoxHa nmobauntu QpiHaIbHUM pe3yNbTar.

16.55 ms (60.41 fps)

Puc. 3.3

Buxopucranns metony FLIP nist MmonentoBaHHS KOJIMBaHHS BOJIU B C(HEepUIHOMY
KOHTEWHep1 € 0O0IPYHTOBAaHUM BUOOPOM, OCKLIBKHU LIeH ClIeHapil i1eanbHo
JIEMOHCTPY€E CUIIbHI CTOPOHU T10PUAHOTO MiXOAY: TOYHE JOTPUMAHHS IPaHUYHUX
YMOB, BUCOKY CTa0LTBHICTh IPH MOJCIIOBAaHHI 3aMKHYTHX 00'€éMIB Ta 30epeKeHHS
IpiOHUX AeTasiel TypOyIeHTHUX TOTOKIB.

3.2.3. Peanizamis metogy LBM

st metony LBM 6yB Bukopuctanuit meiiaep "Lattice Boltzmann Methods/Flow
Viz", mo Binmosinae 3a BimoOpakeHHs pe3yabsrariB cumyisiiii LBM. Bin
(hOKyCYyeThCSI caMe Ha Bi3yaJlbHOMY IPEICTABICHHI MMOTOKIB PIAMHH:

- IleperBoproe naHi Mpo MIBUIKICTH MOTOKY Y KOJIBOPOBE MPEACTaBICHHS
- Bupinse 30uu TypOyneHTHOCTI Ta 3aBUXPEHHS

- BimoGpakae po3nofia THCKY Yepe3 rPpalieHTH KOJIbOPiB

- IligTpuMye pi3Hi pekuMU Bizyasi3allii T[paHUYHUX YMOB Ta MEPEIIKOA

Leit meiiaep nmpalitoe HAIPSMY 3 PEHIAEP-TEKCTypamMu, SIKi MICTATh Pe3ylbTaTH
obunciens Metony LBM, 3a6e3mneuytoun ehekTrBHE Bi3yanabHE BiToOpaKeHHs
CKJIQHOI T1APOIUHAMIYHOT TOBEIHKH.
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s epextuBHOI peanizauii Merony LBM Oynu BUKOpHCTaH1 Taki CUCTEMHI
TEXHOJIOTi:

1. Cuctema 3amau Unity (Job System) aist mapanenbHOr0 BUKOHAHHS OOYHCIICHb:
- ComputeEquilibriumDistributionJob - po3paxyHok piBHOBa)XHUX PO3MNOJLITIB
- CollideJob - moaentoBaHHS 31ITKHEHB (peNakcallii 10 piBHOBArN)
- StreamJob - mommMpeHHs po3MOALUIIB MK By3/1aMH PEIIITKH

2. TexHnomorist peHaep-TeKCTyp A1l €(hEeKTUBHOTO 30epiraHHs Ta Bizyasizarii
JAHUX CUMYJISILIIT:

UpdateFlowTexture - Bizyasi3aiiist oJisi BUAKOCTEH

UpdateHeightTexture - Bi3yamnizaiisi po3noAily BUCOTH PIAUHU

UpdateMaskTexture - Bizyasi3allisg po3TanlyBaHHs TBEPIAUX MEPEIIKO

Taxox Oyno ctBopeHo kinac LbmDebugViz, sikuii 3a0e3neuye IHTEpaKTUBHY
Bi3yaJlizaIlio Ta B3aEMOJIII0 3 CUMYJISITIEIO.

public class LbmDebugViz : MonoBehaviour

{
[SerializeField] private RawImage flowRawImage;
[SerializeField] private RawImage maskRawImage;
[SerializeField] private LbmSimulator lbmSimulator;

private EventSystem eventSystem;
private GraphicRaycaster graphicRaycaster;
}
private void OnEnable ()
{
_eventSystem = EventSystem.current;
_graphicRaycaster = FindObjectOfType<GraphicRaycaster>();

_lbmSimulator.FlowTextureUpdated -=
LbmSimulator FlowTextureUpdated;

_lbmSimulator.FlowTextureUpdated +=
LbmSimulator FlowTextureUpdated;

_lbmSimulator.MaskTextureUpdated -=
LbmSimulator MaskTextureUpdated;
_lbmSimulator.MaskTextureUpdated +=
LbmSimulator MaskTextureUpdated;
}

private void OnDisable ()

{
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_lbmSimulator.FlowTextureUpdated -=
LbmSimulator FlowTextureUpdated;

_lbmSimulator.MaskTextureUpdated -=
LbmSimulator MaskTextureUpdated;

}

Metox OnEnable inimianizye cucreMu 0OpoOKY BBEIEHHS Ta MIANUCYEThCS HA
MO/l OHOBJIEHHS TEKCTYP BiJl CUMYIIATOPA.

Meton OnDisable ckacoBye miinucku Ha MoAll, 100 YHUKHYTH BUTOKIB MaM'sITi
MPU BIAKIIOYEHH1 KOMIIOHEHTA.

private void LbmSimulator FlowTextureUpdated(object sender,
Texture2D e)
{
_flowRawImage.texture = e;
_flowRawImage.rectTransform.sizeDelta = new Vector2(e.width,
.height);
_flowRawImage.GetComponent<AspectRatioFitter> () .aspectRatio
e.width / (float)e.height;

(0]

private void LbmSimulator MaskTextureUpdated (object sender,
Texture2D e)

{

_maskRawImage.texture = e;
_maskRawImage.rectTransform.sizeDelta = new Vector2(e.width,
e.height);

_maskRawImage.GetComponent<AspectRatioFitter> () .aspectRatio
= e.width / (float)e.height;
}

Metox LbmSimulator FlowTextureUpdated oGpo0iisie momiro OHOBICHHS
TEKCTYPH MTOTOKY PiAVHH, BCTAHOBIIOIOYM HOBY TEKCTYPY Ta HAIAIMITOBYIOUYH
PO3Mip 300paKeHHS.

Metox LbmSimulator MaskTextureUpdated 06po6sie o/1ito OHOBJICHHS
TEKCTYPH MACKH TIEPEIIKO, OHOBIIIOIOYH BIJIITOBIIHE 300payKeHHS 3 TTPaBUIILHIMHU
MIPOTIOPIIISIMHU.

private void Update ()
{
if (Input.GetKey (KeyCode.Mouse0))
{
var pointerEventData =
new PointerEventData( eventSystem)

{

position = Input.mousePosition
i
var results = new List<RaycastResult>();
_graphicRaycaster.Raycast (pointerEventData,

results);
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foreach (var result in results)
{
if (result.gameObject ==
_flowRawImage.gameObject)
{
RectTransformUtility.ScreenPointToLocalPoint
InRectangle ( flowRawlImage.rectTransform, Input.mousePosition,
null, out var localMousePositionXY):;
var localPositionXY = new
Vector2 ( flowRawImage.rectTransform.rect.x,
_flowRawImage.rectTransform.rect.y);
var uv = (localMousePositionXY -
localPositionXY) / flowRawImage.rectTransform.rect.size;
_lbmSimulator.AddSolidNodeCluster (uv) ;
break;

}
Merton Update nepeBipsic HAaTUCKaHHS J1IBO1 KHOTIKM MUIII, BU3HAYA€E, YU

HATUCKaHHS BiIOYIOCS Ha 300paKeHHI MOTOKY, 1 SIKIIO TaK, MEPETBOPIOE
KOOPJIMHATH MUIII1 B KOOPJIUHATU CUMYJISIIT Ta TOJA€ MEPEIIKOY B I[bOMY MICIII.

[lenTpanbauM KOMIIOHEHTOM peaizailii Mmetoqy LBM e xitac LbmSimulator, sxuii
BIJINTOB1/Ia€ 32 TTOBHUM IIMKJI MOJICITFOBAaHHS PITMHY HA JTBOBUMIPHIM PEIIITIII.

public class LbmSimulator : MonoBehaviour

{

private const float GravitationalForce = 9.8f;

[SerializeField] private float simulationStepTime = 0.016f;

[SerializeField] private float latticeSpacingInMeters =
0.05f;

[SerializeField] private int latticeWidth = 65;

[SerializeField] private int latticeHeight = 193;

}

[SerializeField] private float relaxationTime = 0.51f;
private NativeArray<float2> linkDirection;

private NativeArray<sbyte> 1linkOffsetX;

private NativeArray<sbyte> 1linkOffsetY;

private NativeArray<byte> solid;

private NativeArray<float2> velocity;

private NativeArray<float> height;

private NativeArray<float> lastDistribution;

private static void InitializeLinkData (
out NativeArray<float2> linkDirection,
out NativeArray<sbyte> linkOffsetX,
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out NativeArray<sbyte> 1inkOffsetY)
{

linkDirection = new NativeArray<float2> (8,
Allocator.Persistent);

var linkOffsetX = new sbyte[] { 1, 1, o, -1, -1, -1,

0, 1 3}

var 1linkOffsetY = new sbytel] { O, 1, 1, 1, O, -1, -1,
-1}

0; linkIdx < 8; linkIdx++)

for (var linkIdx
{

var angle = PiOverFour * linkIdx;

linkDirection[linkIdx] = math.normalize (new

float2 (math.cos (angle), math.sin(angle)));
if (linkIdx % 2 == 1)
{
linkDirection[linkIdx] *= math.SQRTZ2;

}

linkOffsetX[linkIdx] = 1inkOffsetX[linkIdx];

1linkOffsetY[linkIdx] _1linkOffset¥Y[linkIdx];

}
}
Merton InitializeLinkData inimianizye MacuBu st JUCKPETHUX HAMIPSIMKIB

mogeni D2Q9, o0urciitoe BEKTOPH ITUX HAMIPSMKIB 3 BHKOPUCTAHHAM
TPUTOHOMETPUIHHUX (PYHKIIIH, HOPMAITI3Ye iX JIJIs 3a0e3MeUeHHs MPaBUIbHUX
(bI3MYHUX BIACTHUBOCTEH, 1 30epirae BiIMOBIIHI 3MIIIEHHS JJISI TIOAJIBIIIOTO
BUKOPHUCTAHHS B aJITOPUTMI ITOIITHPEHHS.

Monens D2Q9 (2-BumipHa 3 9 MIBUAKOCTIMH) € CTAaHAAPTHOIO MOJEIUTIO TS
nBoBuMipHUX LBM cumymsiii, e Ko>kKeH By30JI PEIIiTKH Ma€e 8 HaIpsIMKIB PyXy
710 CYCIJTHIX BY3JIiB IUTFOC IIEHTPAJbHUM HAPSIMOK (CTaH CIIOKOIO).

public void AddSolidNodeCluster (float2 uv)
{
var colRowIdx =
math.int2 (math.round (math.saturate (uv) * new
float2 ( latticeWidth - 1, latticeHeight - 1)));
var rowldx = colRowlIdx.y;
var colldx = colRowIdx.x;

AddSolidNode (math.int2 (colIdx - 0, rowIdx - 1));
AddSolidNode (math.int2 (colIdx - 1, rowIdx + 0));
AddSolidNode (math.int2 (colIdx - 0, rowIdx + 0));
AddSolidNode (math.int2 (colIdx + 1, rowIdx + 0));
AddSolidNode (math.int2 (colIdx - 0, rowIdx + 1));

Meron AddSolidNodeCluster nepetBoptoe UV-koopaunatu (HopMasi3oBaHi
koopauHaty M 0 Ta 1) y peasnibHi 1HIEKCU PEUIITKH, a MOTIM JI01a€ MEPEIIKOAY Y
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dbopmi xpecta 3 M'aTH TBEpAUX By3JiB. L{e 703BOIsIE KOPUCTYBAaYEeB1 IHTEPAKTUBHO

J0JaBaTH MEePEIKOAN B OTIK PIIMHHU IT1J1 Yac CUMYIIALLIL, 1100 criocTepiraru 3a
3MIHOIO XapaKTepy NOTOKY B pealbHOMY yacl.

private void Update ()
{
ComputePerFrameTerms () ;
var inverseESqg = 1.0f / (e * e);
var smagorinskyConstantSg = smagorinskyConstant *
_smagorinskyConstant;

var relaxationTimeSqg = relaxationTime *
_relaxationTime;
if ( lastJobHandles != null)

{
_lastJobHandles.Value.Iteml.Complete();

_lastJobHandles.Value.Item2.Complete () ;
_lastJobHandles.Value.Item3.Complete () ;
_lastJobHandles = null;

NativeArray<float>.Copy( height, heightResult)

NativeArray<float2>.Copy( velocity,
_velocityResult);

NativeArray<byte>.Copy( solidResult, solid);

SimulationStepCompleted?.Invoke (this,
EventArgs.Empty) ;

UpdateTextures ( maxHeight, MaxSpeed);

UpdateMarkers () ;

DumpStats () ;

Meton Update nmocnigoBHO BUKOHY€E Bci eTanu anroputmy LBM:
- OHOBJICHHS TApaMETPIiB CUMYIIAIIIT
- Penakcaris 1o piBHOBaru (Komi3is) - MOJIETIOE JIOKAJIbHI 31TKHEHHSI
YaCTHHOK

- Tommpenns (streaming) - mepeMimmeHHst GYHKIIIH pO3MOALTY MIX By3JIaMH

PENITKU
- OOGuucneHHs MaKpOCKOTIIYHIX BETUYNH (BUCOTA, IIIBUIKICTD)
- 3acTocyBaHHS IPAaHMYHUX YMOB (BX1HI Ta BUXIJTHI TOTOKH)
- Po3paxyHOK HOBUX PIBHOBaKHUX PO3IOILITIB

Bci marematnuni po3paxyHku B LBM BUKOHYIOTHCS 3 BUKOPUCTAHHSIM
cTaHAapTHUX MareMaTuaanX QyHKIii Unity.

OTtxe, mis peanizauii metoqy LBM Oyno BUKOpHCTaHO CUCTEMH1 KOMIIOHEHTH
Unity Ta cremiaiaizoBaHi CTPYKTYpH JaHUX, IO JTO3BOJIUIO €(hEKTUBHO

.
4
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BUKOPHMCTOBYBATH MapajesibHi 00uucieHHs. Takuil miaxij BUMIpaBAaHUi, OCKUIbKU
MeTof] boniMaHa Ha peliTii BUMarae peryisipHUX ornepauii 3 BeJIMKUMU
MacHBaMU JJaHUX, aji€ IPH [IbOMY Ma€ BUCOKUN CTYI1Hb JIOKAJIbBHOCTI OOYHCIICHD,
10 pOOUTH HOTO 17icalIbHUM JIJIs TapaliesIbHOi 00pOOKH Ha OararosiiepHUX
nporecopax. Bukopucrtanus cuctemu 3aaad Unity (Job System) Ta
ONTHUMI30BaHUM JAOCTYN /0 MaM'ATi Yepe3 HATUBHI MACUBH 3a0€3MEUNIH BUCOKY
MPOAYKTUBHICTh CUMYJISILIIT B peaJIbHOMY Yacl.

Pe3ynbrar MoxHa mo00aunTH Ha PUCYHKY 3.4.

Puc. 3.4

Buxopucranns merony LBM 11 MozentoBaHHS MOTOKY PiAMHN HABKOJIO
MIePENTKOI € OOTPYHTOBAHUM BHOOPOM, OCKUIBKH I1eH ClIeHapii ieanbHO
JIEMOHCTPY€E CUIIbHI CTOPOHU Miaxony boniiMana Ha penriTiii: MogeItoOBaHHS
o0TikaHHS 00'€KTIB CKJIaIHOT hopMuU Ta TpuponHe popmyBaHHs TypOYICHTHUX 30H
3a MepenIkogamu.

3.3. Anamni3 pe3ynbpTariB MOACIIOBAHHS

Ha ocHOBI pe3ynbTaTiB MpakTUYHOI peatizailii MoKHa TPOBECTH MOPIBHSUIBHUM
aHaJli3 METOAIB 3a KIIFOUOBUMHM XapaKTEPUCTHKAMH, SIKi € BUBHAYAILHUMM JIJIS

PO3pOOKH Ta OUYEBH/IHI TPU IEPBUHHOMY OI[IHIOBAaHHI, MPEACTABICHUIN B TaOIUIT

3.1.
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BaxxnmBoto CKI1a0BOIO OPIBHSUIBHOTO aHAJI3y € TAKOX OIlIHKA MPOTYKTUBHOCTI

METO/IIB TTPH Pi3HIN KUTBKOCTI €JI€MEHTIB CUMYJISAILIII.

Xapaxkrepuctuka | SPH FLIP LBM
bazoswuii miaxig | YacTuHKOBUI ['iOpuaHMii PemriTkoBuii
OcHoOBHI CPU (C# GPU CPU
00YMCITIOBAJIBHI | CKPUTIIN) (o0uncnroBalbHI (cuctemHi
KOMITOHEHTH menaepu) KOMIIOHEHTH )
Maremarnyna SBH1 hpopmynu B | [HKancymsis 3 Po3noninena
peanizaiis KOl nienaepin MDK
CUCTCMHUMU
KOMITOHEHTaMHU
IMigxig mo besnocepenne CremnianizoBaHi Pennep-
Bi3yaJsizarii BiTOOpaKeHHsI menaepu TEKCTYpHU
YaCTHHOK
3monenpoBanuii | IloTik Bogu 3 Konupanus Boguy | OOTikaHHS
crieHapiu KpaHy cepi MIePEITKOIU
MOTOKOM
CuibHi ctoponu | [Ipocra 1 EdexTuBHe EdexTuBHICT
3po3ymina BUKOPUCTAHHS CUCTEMU
peamizanis, npsme | GPU, menm KOMITOHEHTIB
KepyBaHHS MOMITHA
napameTpaMu «BEPHUCTICTH
YaCTHHOK
Tabx. 3.1

Jyist BUMiprOBaHHS MIPOAYKTUBHOCTI Oyno Bukopuctano Unity Profiler, skuii

JI03BOJISIE BIJICTEKYBATH TaKi METPHUKH siK yacTora kajpiB (FPS), uac 06pobxu

Kajzipy, BukopuctanHs uenrpaibaoro (CPU) ta rpadiunoro (GPU) npouecopis, a

TaKOXk O0OCSIT BUKOPUCTAHOT MaM'sATi.
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Puc. 3.5

Ha ocnosi nanux 13 Profiler (puc. 3.5) nna merony FLIP MoxkHa 3poOuTH HacTyIH1

BHUCHOBKH:
Buxopucranns CPU (CPU Usage):

- I'padik nmokazye cTabuIbHY MPOIYKTUBHICTH 3 HACTOTOIO KaJIpiB OJIM3BKO
250-1000 FPS;

- CnocrepiratoTbcs okpeMi Mmiku HaBaHTaxeHHs Ha CPU, ane 3aranbHuii
piBEHb BUKOPUCTAHHS Mpoliecopa 3aJUIIa€TbCs HU3bKUM

- Cuns obnacth rpadika nokasye, 1mo OUIbIIICTh ONEepaIlii CKPUMITIB
BUKOHYIOTBCS AyXe €(DEKTUBHO, OCKIJIbKH OCHOBHI OOYMCIICHHS ITEPEHECEeH1
Ha GPU

- CrabinbHicth poboTu CPU Bkaszye Ha 100pe ONTUMI30BaHY apXITEKTypy

KOZlYy

Bukopucranns GPU (GPU Usage):

- TlomapanueBa oGmacth nokaszye 3Haune Bukopuctanus GPU

- BwuaHo 4iTKi BUCOKI ITIKH, SIKl BIAIOBIAAI0OTh MOMEHTAM IHTEHCUBHUX
oO4YrCIIeHb Ha MIeHaepax;

- 3aranpawuii piBenb Bukopuctanus GPU 3nauyno Bumuii 3a CPU, 1o
MIITBEPIKYE, 110 MIATBEPAXKYE €PEKTUBHE MEPEHECEHHS 00UHCIICHb Ha

rpadpiyHuil porecop
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[Tam'ste (Memory):

- I'padik mam'saTi feMOHCTpyYe cTaOLIbHE BUKOPUCTaHHS pecypciB 0e3
CYTTEBUX KOJMBaHb
- BiacyTHiCTh MOMITHOTO 3pOCTaHHSA BUKOPUCTAHHS MaM'Ti 3 4aCOM CBIAYMTD

po eeKTUBHE YNPaBIiHHA PECYpPCAMHU Ta BIICYTHICTh BUTOKIB MaM'sITi

i naHi miaATBEpAXKYIOTH, 110 MeTo FLIP 3a0e3neuye HalBUIIy MPOAYKTUBHICTh

cepell JOCIIKYBAaHUX METO/IB 3aBAsSKU epeKkTuBHOMY BuKopucTaHHi0o GPU yepe3

00YMCITIOBAJIbHI HIEHEPH.

Puc. 3.6

Ha ocnoBgi nanux i3 Profiler (puc. 3.6) nna merony SPH MokHa 3poO6uTH HacTymH1

BHUCHOBKH:
Buxopuctanns CPU (CPU Usage):

- I'padik mokaszye ctabinbHY 9acToTy KajapiB onu3sko 60 FPS, mo Biamosinae
CTaHJIapTHIN YacCTOT1 OHOBJICHHS JHUCILICS

- TlomiTHi perynsipHi iKM HABAaHTAXXCHHS (CHHI MIKHX), IO CBITYUTH PO
[IUKJIIYH] IHTEHCHUBHI O0OYNCIIEHHS

- 3HayHa yacTuHa 00umnciaeHb BimOyBaeTbes Ha CPU, 1m0 miaTBepIKye BUCOKE
HABaHTAXEHHS Ha IEHTPAIBHHNA MPOIECOp NMpHu BuKopuctanHi C# CKpUNTIB

- JKoBro-cuHs 3anmoBHEHa 00J1acTh rpadika BKazye Ha pIBHOMIPHUN PO3MOILT

HaBaHTAXEHHS MK CUCTEMHUMH MPOLECAMU Ta CKpUNTaMU (Pi3UKU
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Buxopucranns GPU (GPU Usage):

- UYepsona obnacth nokazye nomipue Bukopuctanusd GPU 3 nmikamu ge-iuje
- Iliku HaBanTaxkenHs Ha GPU BinoBigaloTh MOMEHTaM PEHACPUHTY KaJIpiB 3

BHUCOKOIO KUTBKICTIO YACTHUHOK
[Tam'sste (Memory):

- I'padik mam'saTi nokazye crabiibHE BUKOPUCTAHHS PECYPCIB 3 MOBUILHUM
3pOCTaHHSM, IO BIANOBIJIA€ MOCTYIIOBOMY JI0/IaBaHHIO HOBUX YaCTUHOK Y
CUMYJIAII1O

- BiaHocHO HU3BKUI piBEHb BUKOPUCTaHHS naM'siTi, ockuibku SPH 36epirae
JINIIIE HEOOXITH1 JaH1 U KOYKHOI YaCTUHKUA

- Hesenuki konuBaHHS y HIDXKHIM YacTHHI rpadika naMm'saTi cBii4aTh Ipo

eexTuBHy pobOTYy 30Upaua cMiTTs (garbage collector)

i maHi miaATBEpIKYIOTH, 1m0 MeTox SPH, xoua 1 3a0e3nedye cTabiibHy pOOOTY
IIPY TIOMIPHIM KUIBKOCTI YaCTHHOK, Ma€ 0OMEXEHHS B MPOIYKTUBHOCTI Uepe3
Bucoke HaBaHTakeHHs Ha CPU. lle 100pe y3ropKy€eThCs 3 04iKyBaHOIO

MOBEIIHKOIO aJITOPUTMY, 3acHOBaHOTO Ha C# ckpurtax 6€3 BUKOPUCTAHHS

menIepHo1 onTrMIzarlii.

Puc. 3.7

Ha ocHoBi nanux 13 Profiler (puc. 3.7) nns metony LBM MoxkHa 3p0OUTH HACTYMHI

BHUCHOBKH:

46



Buxopucranns CPU (CPU Usage):

- I'padix neMoHCTpye BUCOKY MPOTYKTUBHICTh 3 YACTOTOIO Ka/IpiB Yy Alana3oHi
250-1000 FPS

- XapakTepHOIO OCOOJIMBICTIO € HAsBHICTh OKPEMHUX BUPA3HUX MIKIB, IO
BINOBIAAIOTh MOMEHTaM NepeOynoBU PEIIiTKYA a00 3aCTOCYBaHHS
IPaHUYHUX YMOB

- Mix mikamM# ciocTepiraeThcsi crabijibHa poOOTa 3 HU3BKUM PIBHEM
HaBaHTa)XxeHHs Ha CPU

- JKosra obnacTh rpadika Bkazye Ha pIBHOMIpHUN PO3MOLT HABAHTAXKECHHS, 3

OUTBHIIIMM aKIICHTOM Ha CUCTEMHI KOMIIOHEHTH, & HE Ha CKPUIITH
Bukopucranns GPU (GPU Usage):

- IlomapanueBa obnacTs mokazye nomipae Bukopuctanus GPU

- binbmricte yacy rpadiuauii mporecop mpairoe 3 HU3bKUM HaBaHTAXKEHHSIM,
OCKUIBKH BiH BUKOPUCTOBYETHCS MIEPEBAXKHO IS Bizyasizallli pe3yJbTaTiB

- Ilixu aktuBHOCTI GPU BiANOBiIat0Th MOMEHTAM OHOBJIEHHSI TEKCTYP IS

Bi3yaJtizallii MOTOKIB Ta B3aEMO/IIT 3 TIEPEITKOIaAMH
[Tam'ste (Memory):

- JlemoHCTpY€e HaWHKUNN PIBEHb BUKOPUCTAHHS PECYPCIB CEPE YCIX TPHOX

METO/IIB

- CrabiunbHI TOPU30OHTAJBHI JIIHIT 6€3 TOMITHIX KOJMBaHb BKa3yIOTh Ha

e(heKTHBHE yIpaBIiHHS MaM'ATTIO

Li maHi mMATBEPIKYIOTH, 0 MeTox LBM 3abe3nedye 30amaHcoBaHy
MPOAYKTHBHICTH 3 €PEKTUBHUM BHUKOPUCTAHHSAM 000X TporiecopiB. OcobamBo
BAYKJIMBOIO TIEPEBATOI0 € HANHIDKYE CIIOKUBAHHSA MaM'sTi, 1o poouts LBM

HaWOLIBIT EKOHOMIYHUM METOJIOM 3 TOYKH 30py BUKOPHUCTAHHS PECYpPCIB.
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Takox, e OJHUM BaXKJIMBUM ACIEKTOM MOPIBHSHHS METOI1B MOJEIIOBAHHS PIAUH
€ X MacmTaboBaHICTh, TOOTO 3AaTHICTH 30€epiraTi NPUUHATHY IPOAYKTUBHICTh

IpH 30UIBIIEHH] KUIBKOCT1 €JIEMEHTIB CUMYJISIIII.

JI71s1 AOCHIIPKEHHS IILOTO acMEeKTy OYJI0 TPOBEACHO CEPII0 TECTIB, A€ MOCTYIOBO
30UIBIIYBaJIaCh KUIbKICTh YACTUHOK 200 BY311B PEIIITKH AJIs1 KO)KHOTO METOAY 1

BUMIpIOBaJiach yacTtoTa kajapis (FPS).

Pe3ynbraru nux TeCTIB MPEACTABICHO HA PUCYHKY 3.8.

200 A
-8~ SPH (4acTUHKOBWIA MeToa)

FLIP (ribpwaxHnin meTon)
175 - LBM {pewiTkoBuii meToa)

150

125 A

vl -
¥ 100

75 -

25

1000 5000 10000 20000 50000
KinbKicTk YacTUHOK/By3nie

Puc. 3.8

OTpumaHi 1aH1 IeMOHCTPYIOTh CYTTEBY PI3HMINIO B MAaCIITaOOBAaHOCTI

JOCIIKYBaHIUX METO/IIB, SIK BUJTHO 3 Tpadika Ha pucyHKY 3.8:

- Merton FLIP noka3ye HaiiBuIly TpOAYKTHBHICTH Ha BCIX PIBHSX JeTalizamii
Ta HaWKpaIly MacuTaboBaHICTh, 00 PH 301IBIIEHHI KUTBKOCT1 YACTHHOK 3
1000 mo 50000 FPS 3amxkyeTncs 3 192 no 95, 36epiraroun mpuiHATHY
IIIBUIKICTD

- Merton SPH nemoHCTpye HalOUIBII pi3ke MaiHHSI TPOAYKTUBHOCTI: 3 60
FPS npu 1000 yactunkax g0 kputuyHo HU3bKUX 4 FPS mipu 50000

YaCTUHKAX, 10 NIATBEPAXKYE MOr0 0OMEKEHY MacIITaAOOBaHICTh
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- Merox LBM 3aiimae npoMi>KHE MOJIOKEHHS 3 JTIHIMHUM 3HUKEHHSAM
npoayktuBHOCTI: 3 119 FPS npu 1000 By3nax no 42 FPS npu 50000 By3nax

PELIITKI

[IpoBenene npakTUYHe AOCTLIKEHHSI MIITBEPAUIIO OUIBIIICTh TEOPETUUHUX

BHCHOBKIB, 3p00JICHUX Y PO3ALIi 2.

Taxum urHOM, IpU BUOOP1 METOAY MOJIETIOBAHHSI PIIUH JJIsI KOHKPETHOTO MPOEKTY
B Unity HEOOX1JHO BpaXxOBYyBaTH HE JIMIIE Bi3yaJlbHI BAMOTH, ajle il LTbOBY
mwiargopMy Ta JOCTYMHI 00YUCTIOBaIBHI pecypceH. [licas aHani3y ycix acreKTiB
Mo>kHa ckazaru, 1o FLIP 3a0e3neuye Haiikpaiily NpoayKTUBHICTh IPU BUCOKIH
netanizaiii, mpore Bumarae cydyacHux GPU; LBM e xopouum koMrpomicom st
IIPOEKTIB, Jie BaXKJIMBA peasliCTUYHA MOBE/IIHKA MOTOKIB; a SPH migxonuts ais
IIPOEKTIB, Jie HE MOTPiOHA BUCOKA JeTaizallis abo € 00OMeXKeHHSI Ha BUKOPUCTAHHS

menaepis.
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BucHOBKH

VY X011 BUKOHaHHS KypCcOBOi poOOTH OYyI0 MPOBEAEHO AOCIII>KEHHSI METO/IIB
MOJIETIIOBaHHS peaslicTUYHOI Pi3uku piauH y cepenosuiui Unity. Ha ocHoBi
TEOPETUYHOTO aHaIi3y JJi MPaKTUYHOI peanizallii Oyiao oopano Tpu metoau: SPH,
FLIP ta LBM, siki npecTaBisitoTh pi3HI M1IXOAH 10 MOJCIIOBAHHS PiJIUH.

Taxoxx Oyna mpoBeeHa MpakTUyHa peanizauis uux metoAiB y Unity, sika
MIATBEPANIIA 1X €PEKTUBHICTD Y PI3HUX CLIEHAPISIX 3aCTOCYBaHHS.

[TopiBHsIIBPHUY aHaI3 peani30BaHUX METO/IIB MTOKA3aB, 10 KOXKEH 3 HUX MA€ BIACHI
TEXHIYHI 0COOJIMBOCTI Ta IAX0IH 10 00YMCIIEHB, 110 BIAMOBIAAOTH iX
marematuyHii npuponi. Lel anami3z miaTBepaKye TEOPETUUH1 BUCHOBKH, 3p00JICHI
B MEPILii YaCTUH1 POOOTH.

[TepcrieKTUBHUMU HaNPSIMKaMU MOAJIBIIUX JOCTKEHB € pO3p0o0Ka rOpUIHUX
M1XO/1B, IO MOEHYIOTH NMEPEeBaru Pi3HUX METOJIIB, ONITUMI3AIlisl YACTHHKOBHX
MeTofiB 3a qonomororo GPU-npuckopeHHs Ta iHTerparlis 3 TEeXHOJIOT1IMHU
MaITMHHOTO HaBYAHHS JIJIs MPOTHO3YBAHHS MOBEIHKH PiIHH.
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