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This work is focused on investigating the efficiency of parallel computing in

modeling complex physical phenomena, such as fluid dynamics described by the
Navier-Stokes equations. The main goal is to compare the performance of two
implementations: based on a sequential (CPU) architecture, and on a parallel
(GPU) one. The comparative analysis demonstrated that the GPU-based solver
for incompressible inviscid fluid performs significantly better. These results
highlight the advantages of GPUs in handling computationally intensive tasks and
simulating fluid dynamics in real-time.

MopentoBaHHsl CKJIaJHUX (PI3MUHHUX TPOIECIB, 30KpeMa TUHAMIKUA PIiJIUH,
BHUMAarae 3HaAYHUX OOUYMCIIOBAIBHUX pecypciB. TpaauiliiiHe po3B’si3aHHS TaKUX
3amay Ha neHTpaibHoMy mporecopi (CPU) wacto € HemocTaTHRO €(PEeKTUBHUM,
0COOJIMBO KOJIM MAETHCSI MOBA MPO BEJIMKY OOUUCTIOBAIBHY 00J1aCTh 200 BUMOTH
0 CUMYJAIii B peanbHOMY Yaci. HaTromicTe BHKOpHCTAaHHS mMapaieibHOI
apxitektypu Ttpadiuaux mpomecopiB (GPU) mo3Bosisie BUKOHYBaTH THCSUI
obuncnens omgHouacHo (GPGPU), 3abe3neuyroun OaratokpaTHe 301IBIICHHS
MPOJTYKTUBHOCTI.

B OCHOBI JOCHiIKEHHS JIGKUTh MaTeMaTHYHA MOJEIb HEB S3KO01
HECTHUCJIMBOI PIIMHU, IO OMHUCYEThCS cucTeMoro piBHAHb Haw’e-Crokca. s
PO3B'sI3aHHS 111€1 CUCTEMH 3aCTOCOBAHO METOJ| «CTiMKuX piauH» (stable fluids),
sanpornoxoBanuii 1. CTeMoM, SIKMil rapaHTye cTaGilbHICTh YMCEIBHOI CXeMu
HE3aJIeKHO BIJ BEIUYMHM KpOKy IiHTerpauii mno wyacy [l1]. OOGuucieHHs
3MIMCHIOIOTBCS Ha OCHOBI TpejcraBiieHHs Elnmepa, mo go0pe miaXxoauTh IS
JTUCKpeTH3allii o0uncoBaabHOi 00acTti. J{ims 1boro BukopructoByeTbest MAC-
citka (marker-and-cell), sika 3a0e3neuye BUCOKY TOUHICTh 3aBISKH PO3MIIICHHIO
CKaIIIpHUX 3MIHHMX y IIEHTpaX KOMIPOK, a BEKTOpHUX — Ha pebOpax. Kpok
MOJICITIOBAHHS CKJIAJIA€ThCS 3 HACTYIMHUX KIFOUOBUX €TAIiB: aJBEKIlis (METO.
niceBpo-Jlarpanka), 3acTOCyBaHHS 30BHINIHIX CHJI, JUCHIALIS, TPOEKITS (IS
BUKOHAHHSI YMOBHM HECTUCJIMBOCTI 32 T€OPEMOIO [ 'enbMrosiblia) Ta BiTHOBICHHS
BUXODPIB [2].

JIJist eKkcrepruMEeHTaIbHOTO0 TOPIBHSHHS PO3POOJIEHO ABI BEPCii aJropuTMy
MOBOIO JavaScript, 110 BHUKOHYIOTbCS y Opay3zepHoMmy cepenoBuiii. [lepiia
peamizaris, o 0a3yeTbes Ha mochigoBHIM apxitektypi (CPU), BukopucroBye
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Canvas API. [Ipyra peaiizaitis, po3paxoBaHa Ha ImapajieiabHy apxitekrypy (GPU),
nobOynoBaHa 3 BukopuctanusMm cydacHoro WebGPU API. WebGPU 3a6e3neuye
HU3bKOPIBHEBUH JOCTYN 10 rpadiuHOro mporecopa Ta iAeaqbHO BiANOBITAE
KOHIICTI{Ii MaCUBHO-TIapajiesibHO1 Mojieli nmporpamyBanus (MPPM) [3].

Okpemoi yBaru 3aciiyroBye€ ajanTallisi YHCEIbHUX aJITOPUTMIB IIiJT
apxitektypy SIMD, Ha sikiii 0a3ylOThCSl Cy4yacHi BiJI€ONPUCKOPIOBayl. 30KpemMa,
eTan MpOoEKIIii, 1o 3abe3meuye YMOBY HECTHUCIMBOCTI PIUHU, PeaTi3oBaHO IO-
pI3HOMY 3alie)KHO BiJ amapatHoi miatrdopmu. Skmo y mnocninoBHin CPU-
peamizari piBHsHHA [IyaccoHa i1 THCKY OOUYHCTIOETHCS 1TEPATUBHUM METOI0OM
["aycca-3eiinensa, To i mapanenbHoi GPU-peamizamii 3acToCOBaHO MeETO
SAxo06i. Takuii miaxif igeanbHO Y3TOHKY€EThCS 3 MACUBHO-TIAPAJICIIBHOIO MOICIUTIO
nporpamyBadds (MPPM), ockinbku 103BOJISIE YHUKHYTH CTaHy TOHUTBU (race
conditions) 1 He3aJe)XHO OOYHMCIIOBATH HOBI 3HAYECHHS THCKY JUIS KOXKHOI
KOMIPKH PETYJISIPHOI CITKH B OKPEMHX MOTOKAaX poO0U0i IpyIu,.

ExcriepumeHTH TPOBOIUIINCS HA ABOX PI3HUX MPHUCTPOSX 31 3MIHOIO PO3MIPY
oOumnciroBanbHO1 cITkM Big 128x128 npo 2048x1024. Amamiz pe3yibTaTiB
NIATBEPAUB CYTTEBY IME€peBary IMapaiesibHOi apXITeKTypu: Ha IOCIHIJIOBHIM
apxitektypi (CPU) mnpupicT HaBaHTaXEHHs TMPU3BOJUB JO CTPIMKOIO
30UIBIIICHHS TPUBAJIOCTI KaJipy (Hampukiaz, 6au3sko 80 mc st citku 512x512),
0 poOUTH CUMYIIAIII B pealibHOMYy dYaci HeMoxuuBow. Hatomicte GPU-
peamizallis TpPOJEMOHCTPyBajla BHUCOKY CTAaOUIbHICTh — MPU BUKOPUCTAHHI
Bimeokaptu piBHA NVIDIA GeForce RTX 4070 SUPER cepenniii uac
oOumncieHHs Kaapy HaBiTh Ha ciTii 2048x1024 3anumiaBcs Ha piBHI MIKPOCEKYH/
(= 0.007 mc).

OTXxe, BHWKOPHCTAaHHS METOJIB TMapaJelbHUX OOYUCICHh Ha 0asi
BimeonpuckoproBadiB (GPU) € gomiibHUM 1 BUCOKOS(DEKTUBHUM IHCTPYMEHTOM
JUIsS PO3B'I3aHHS PIBHSAHb MaTeMaTU4HOI (Ppi3uku. Takuil miaxia 3HAYHO 3HUKYE
4ac pO3paxyHKIB 1 € KPUTUYHO BAXKIUBUM JUIsl KOMI'IOTEpHOI rpadiku Ta
HAYKOBOT'O MOJICTIOBAHHSI.
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