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PE®EPAT/ABSTRACT

[TosicHroBanbHa 3amucka 10 KBamidikaiidHoi podotu: 58 c., 23 puc., 45
TDKEpelo.

UNITY, C#, IIEMJIEPU, OBUMCJIEHHS HA GPU, SPH, ITPOCTOPOBE
XEIIYBAHHA, CUMVYJALIA  PIAUH, OB’€KTHO-OPIEHTOBAHE
ITPOIT'PAMYBAHHAL.

O6’exTOoM poOOTH € cUcTeMa CUMYJISLITL YACTUHOK Y CePEAOBHUILI PLANHHU.

MeTtoro poOoTH € po3poOKa 3aCTOCYHKY JJIsi MOJACIIOBAHHS Ta Bi3yasizarlii
MOBEJIHKM PIJMHA HA OCHOBI METOAY 3IJIQKEHOI T1IPOAMHAMIKKA YaCTHHOK 3
BUKOpHCTaHHAM pytrist Unity sik TOTOBOT T1aTopMu peHICPUHTY.

Y mpomeci peainizamii 3acTOCOBAaHO YHCJIOBI METOAU MOJCITIOBAHHS
(GI3MYHUX TPOLECIB, AJITOPUTMHU MPOCTOPOBOrO XEUIYBaHHS JUIsl ONTHUMI3AIlii
MOIIYKY CyciniB, a Takox oouncieHHs Ha GPU 3a momomororo compute shaders.
Oxpemy yBary MpUAIIEHO ONTHMI3allii COPTYBaHHS YaCTHHOK Yy MPOCTOpi 3a
nornomoroto anroputMiB GPU Count Sort 1 mapanensHoro ckanyBaHHs (prefix
sum). Jlns BigoOpakeHHs pe3yJbTaTiB CUMYJALIl  peani3oBaHO LIEHIepH
Bi3yautizalii yacTuHoK y 2D-npocTtopi.

Y pesynbrari poOOTH CTBOPEHO €(QEKTHUBHY CHCTEMY MOJICIIOBaHHS
JUHAMIKH PIAMHU B peaIbHOMY Yaci 3 Bi3yaji3alli€l0 YaCTUHOK, siIKka MOXe OyTu
BUKOPHCTaHA JIUIT HAYKOBUX, OCBITHIX 00 IEMOHCTPAIIHUX ITiJICH.

UNITY, C#, SHADERS, GPU COMPUTING, SPH, SPATIAL HASHING,
FLUID SIMULATION, OBJECT-ORIENTED PROGRAMMING.

The object of this work is a particle-based fluid simulation system.

The goal of the work is to develop an application for simulating and
visualizing fluid behavior using the Smoothed Particle Hydrodynamics method,
implemented within the Unity engine as a ready-made rendering platform.

The project employs numerical methods for modeling physical processes,
spatial hashing algorithms to accelerate neighbor searches, and GPU compute
shaders to perform real-time computations. Special attention was given to
optimizing particle sorting through GPU-based Count Sort and parallel prefix sum
(scan) algorithms. The visualization of simulation results is achieved through
custom 2D particle shaders.

As a result, an efficient real-time fluid simulation system was developed,
capable of visualizing dynamic particle behavior and suitable for scientific,
educational, or demonstrative purposes.
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HEPEJIIK YMOBHUMX TIO3HAYEHb, CUMBOJIIB, OJUHHALD,
CKOPOYEHDb I TEPMIHIB

SPH — Smoothed Particle Hydrodynamics

GPU — Graphics Processing Unit

efinepu — nporpamu, 1o BUKOHYIOThCS HAa GPU m1st 06poOku rpadiku

FPS — Frames Per Second

Buffer — o6macte mam’4Ti, 110 BUKOPUCTOBYETHCS ISl 30€piraHHsl JaHUX,
axi GPU BUKOpUCTOBYE M1/l Yac PEHIEPUHTY

[HCTaHCIHT — TeXHIKa pPEeHAEPUHTY KUIBKOX KOMid OJHOro o00'ekTa 3
MEHIIIMMU BUTPATaAMH PECypciB

HLSL — wmoBa mporpamyBaHHsI JJii HalMCaHHS IIeiaepiB, sKka
BUKOPHUCTOBYEThCS B eKocucTeMi Microsoft

URP — yHiBepcanpHuii rpadiuauii peHupepunr-naimiaitd y Unity,
ONTUMI30BaHUH JJIsl MIMPOKOTO CIIEKTpa MPUCTPOiB

HDRP — maiimutaitn Bucokoi sikocti rpadiku y Unity, opieHTOBaHMI Ha

MOTYXKH1 MpUCTPOi Ta poTopearizm



BCTYII

MopentoBaHHsl (I3UYHUX SBHIL Y PEXKHUMI PEaTbHOTO 4Yacy € BaKJIMBHUM
HaIpsIMOM Cy4YacHO1 KOMIT'IOTepHOI Tpadiku Ta OOUYMCIIOBANIBHOI IHXKEHEpIi.
OnuuM 13 HaAWOLIBIN IIKABUX 1 CKJIAJHUX NPUKIAIIB TaKUX SIBUIL € CUMYIISIIS
piAMH, sIKa Mae€ IIMPOKE 3aCTOCYBaHHS Yy BiJeoirpax, Bi3yani3alii, HayKOBHX
JOCJTIJPKEHHSIX Ta OCBITI.

l'otoBi pymrii, 30kpema Unity, 3a0e3meuyioTh 3pydHE CEpPEAOBHIIE IS
CTBOPEHHS IHTEPAKTUBHHUX 3aCTOCYHKIB 3 BHKOPHUCTAaHHSM  PO3IIUPEHUX
MOXJIMBOCTEN pEeHACPUHTY Ta oOuucieHb. 3aBasku miarpumili C# Ta mieiaepis,
Unity 1103BOJISIE  MOEAHYBAaTH 00 €KTHO-OPIEHTOBAHE IpOrpaMyBaHHS 3
edextuBHUMU GPU-00uncneHHsmu.

Merton 3rmimamkeHoi rigpoauHaMmikd  4acTUHOK  (Smoothed  Particle
Hydrodynamics, SPH) € ogHuM 3 HaWTOMMPEHIMMX METOMIB CUMYJIAILIT PIIUH,
AKUW JT03BOJISIE MOJIEIIOBATH PyX Ta B3a€MOJII0 YAaCTUHOK 3 ypaxyBaHHSIM CHII
TUCKY Ta B’s3kocTi. OpmHak, uisi 3a0e3MedeHHsS BHUCOKOi MPOAYKTHUBHOCTI Ta
MacITaboOBaHOCTI HEOOXITHO 3aCTOCOBYBAaTH JIOJATKOBI ONTHUMI3allii, 30KpeMa
IPOCTOPOBE XENIyBaHHs Ta copTyBaHHd Ha GPU.

AKTYyalpHICTB IIi€l pOOOTH TONATaE B pO3poOIll €HEKTUBHOTO 3aCTOCYHKY
JUIL CUMYJIAIl Ta Bi3yami3aimii MOBEIIHKHA PIIMHAM Ha OCHOBI YAacCTHHOK i3
BukopucTtanHsaM pyurist Unity. Takuii 3aCTOCYHOK TIO€HYE B 001 cydacHi (i3udH1
MOJIei, OOYHMCITIOBAJIBHI IIEWAepH Ta METOAW Bi3yalizallii, M0 Ja€ 3MOTy

CTBOPUTH HAOYHY Ta JUHAMIYHY JEMOHCTPAIlil0 (iI3UIHUX MPOIECIB.



1 CYYACHIMETOJAU CUMYJISALII TA PEHJIEPUHIY PIJUHUA

1.1  ®i3uyHi MOAENI A1 CUMYJIAIIT pIAUHU

MopentoBaHHsl piIMHU — L€ CKJagHa (i3MKo-MaTeMaTuyHa 3ajada, sKa
notpeOye BpaxyBaHHS HHM3KH HEIIHIMHUX TMPOIECIB: THUCKY, B’A3KOCTi, CHJI
MOBEPXHEBOI'0 HATATY Ta rpaBiTallli. 3ajJekHO B LUIEH CUMYIISAIIi, 0OUpPaAIOThCs
pi3H1 (i3UYHI MOJENI, 1[0 MalOTh CBOI MepeBaru ta oomexeHHs. Ha BiaMiHy Bij
CTPOr0 HAyKOBUX CUMYJISILIHN, € MPIOPUTETOM € MaKCUMallbHa (Di3MYHA TOUYHICTH,
y peajpHOMY Yaci OCHOBHA yBara MpUIUISETHCS MPOJYKTUBHOCTI Ta Bi3yasbHIN
paB0MNO110HOCTI.

Opniero 3 HAWMOMIMPEHIMIUX MOJENEeH Yy Cy4yaCHHUX CHUMYJSILIAX € METOJ
3raapKeHol riapoauHaMiku gacTuHOK (Smoothed Particle Hydrodynamics, SPH).
Bin 6yB pospobsienuit y 1977 poui aias actpodisMuHMX 3a7ad, OJHAK 3r0JI0M
aJanToOBAaHUM JO Bi3yamizalii piauH y koMmm torepHid rpadimi [1]. SPH moaemroe
piAMHY sIK HaOip YAaCTHHOK, KOKHA 3 SIKHUX MAa€ Macy, MOJOKEHHs, IIBHIKICTh Ta
iHII1 napameTpu. OCHOBHA i/1esl TIONIATAE B TOMY, 110 (Pi3WYHI BENTUYMHU, TaKi SIK
TUCK YM TYCTHHA, OOUYMCIIOIOTHCS HUISIXOM 3IJIAJKEHOTO YCEpEIHEHHS 3Ha4yeHb

CYCIIHIX YaCTHHOK 3a JIONTIOMOTOI0 spoBoi GpyHKIil (puc. 1.1).

- -
Pucynok 1.1 — ImtocTpaliist BIUIMBY 3rJ1a/KyBaJIbHOIO siipa HA O0YUCIICHHS

napametpis y SPH



SPH noGpe minxoauTth il MOJENIOBAHHS JepopMadeNnbHUX CEepelOBUIL,
MDK(pa3HUX TpaHULb Ta pPoO30pU3KyBaHHA. BoaHouyac MeTOn YyTIMBHHA [0
napameTpiB CUMYIIALII: PO3MIPY Yacy KpOKY, pajlyCy BIUIMBY, KO€(ILI€EHTIB TUCKY
1 B’A3KOCTl. /{151 YHUKHEHHS YMCIOBUX HECTAaOUIBHOCTEN YacTO 3aCTOCOBYETHCS
MTy4YHa B’SA3KICTH a00 JO0JaTKOBE 3riajpkyBaHHsA THUCKy. Lli  MexaHizmu
JI03BOJISFOTh YHUKATH HAJMIPHOTO CTHCHEHHS 200 XaOTUYHOTO PyXy YaCTHHOK, IO
MOXYTb BUHUKHYTH MPU HEKOPPEKTHOMY OajaHCl CHIL

AnwsrepHaruBoro 10 SPH e meron dmin-uactunok (FLIP) ta #ioro Bapiaris
PIC (Particle-in-Cell), siki mo€eHyIOTh YaCTUHKOBI Ta CITKOBI Migxoau. BoHu vacto
BUKOPUCTOBYIOTBbCSI B KIHOIHIYCTPli JJIs  CKJIQAHINIMX CUMYJISIINA, OJHAK
noTpeOyIOTh 3HAYHO OUIbIIEe MaM’ATI Ta CKIAJHIIIKUX OOYHCICHb. Y pealbHOMY
gaci SPH 3anmumaerbcss OUTbIN MPUAATHUM, OCKUIBKM MOTO peaii3alliio Jieriie
ontumizyBatu Ha GPU, a Takoxx macimraOyBaTu il pi3HY KUIbKICTh YaCTUHOK 0€3

CKJIAJTHUX PEKOHCTPYKIIiK ciTku (puc. 1.2).

Pucynok 1.2 — [opiBusinas pe3ynbTaTiB cumyismii: SPH vs FLIP

Y  nBoBumipHomy mpoctopi (2D) dizmuna wmomens SPH crae e
e(eKTHBHIIIOW, a/Ke 3MEHIIYEThCA KUIBKICTh CYCIMIB 1 CHPOIIYIOTHCS
obuncnenns. Lle no3Bomsie 3amyckaTu CUMYISALIL 3 TUCSYaAMH YACTHUHOK HaBITh Ha

cepenHboMy piBHI TpadiuHoro obmagHaHHs. [IpoTe BaXXIMBO pO3yMiTH, IO
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CIPOUIEHHS! PO3MIPHOCTI TSATHE 332 COOOI0 1 BTpaTy AESKUX 00’ €MHUX €(EKTIB, SKi
MPUPOAHO BUHUKAIOTH JIMIIE B TPUBUMIPHOMY CEPEIOBUIILIL.

Jlns mobynoBu (izMdyHO OOIPYHTOBaHOI, ane MBUAKOI cumyisiii SPH,
3a3BUYail BUKOPUCTOBYIOTHCS TaKi CKIJIAJIOBI: PIBHSHHS CTaHy JUIsi OOYHUCIIECHHS
TUCKY, MOJI€JIb B A3KOCTI1, Ta 3IJ1aJ)KyBalbHI Spa 3 KOMIIAKTHOIO MIATPUMKOIO, K1
3a0e31euyoTh 0OMEXEHHs 00J1acTl BIUIMBY KOKHOI YACTUHKH.

TakuMm 4rHOM, (P13UYHI MOJIEN], IO 3aCTOCOBYIOTHCSA Yy CUMYJIALIT PIAUMHU, €
0ajaHCOM MDK TOYHICTIO OIKCY MPOIECIB 1 MBHUAKOAIEID OOUHCIEHb. Y MeXax
OO TPOEKTy BUKOpucTaHo MeTon SPH sk 6a3oBy mozenb, mo 3abesneuye
HEOOX1IHY peaNiCTUUHICTh MPU BUCOKIA €(PEeKTUBHOCTI, OCOOIMBO NpH peasizailii

Ha TpadIYHOMY MPOIIEeCopl.

1.2 Meron 3raampkeHol rapoAnHaAMIKH YaCTHHOK

Merton 3rmajpkeHoi  TiapoauHaMmikd  4yacTUHOK  (Smoothed  Particle
Hydrodynamics, SPH) € uricenbHUM METOJOM, IO IIUPOKO BHKOPHUCTOBYETHCS Y
KOMIT FOTepHiN Tpadirti, oOuncatoBaIbHI (Bi3UIll Ta 1HXCHEPHOMY MOJCITIOBaHHI
UL OMHCY AMHAMIKH KOHTHHYYMIB, 30KpeMa piiHH Ta rasis. Moro KIHO4oBOIO
0COOJUBICTIO € OEe3CITKOBHH MiaXidg A0 PpO3B’S3aHHSA PIBHSIHB TiAPOIWHAMIKH:
3aMICTh BUKOPUCTaHHS (DIKCOBAHOI CITKM MPOCTIP MUCKPETU3YETHCS MHOXHHOIO
JACTHUHOK, KOXKHA 3 SKUX MMEPEHOCUTH 13 CO00r0 (Pi3MUHI BIACTHBOCTI CEPEAOBHIIA,
Taki K Maca, IMOJ0XKECHHS, MBHJKICTh, TYCTHHA, TUCK TOIIO. Taki YAaCTHMHKU € HE
MaTepialbHUMHU 00’ €KTaMH, a pajllle YMCeTbHUMH HOCIsIMU iH(OpMaIllii mpo cTaH
PIAVMHU B MIEBHIM JIOKAJBbHIN 00J1aCTi IPOCTOPY.

B ocHOBI MeTOmy JICKHTH ampoKCHMAaIlis HEIepepBHUX IMOJIB (TyCTHHH,
IIBUJIKOCTI, THCKY TOIIO) IIISXOM 3TJaKEHOTO CEePeIHBOr0 3HAYCHb CYCITHIX
YaCTMHOK y MEKaX IMEeBHOro paiaiyca BIuBY h. JIs 1bOro BHKOPHCTOBYETHCS
3rTaJKyBaibHa QyHKISA, ado sapo (kernel function), ska Bu3Hadae CTyIiHB

BHECKY KOXKHOI YaCTMHKM B OOYMCIIEHHS (PI3MYHMX BEJIMYMH B OKOJI1 IHIION
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yacTUHKHA. HaifuacTilmme BUKOPHUCTOBYIOTBCS fAApa, SKi MarOTh KOMIIAKTHY
HOiATPUMKY, TOOTO iX 3HAUEHHS € HEHYJIbOBUMHU JIUIIE B MeXaX OOMEKEHOTO
paaiyca. lle m03BoJisi€ 3MEHUIMTH OOYMCIIOBAJIbBHI BUTpaTH, 30€epiraloud mpu

oMY (PI3UYHY KOPEKTHICTH [2].

Pi = ij] : W(Ti — Tj, h), (11)

¢ pi — TYCTHHA YaCTHHKH ]
m; — Maca YaCTUHKH J;
71, ; — TIOJIOYKEHHS YaCTHUHOK | Ta |;
W — 3riamxyBanbHa QyHKIIS (SApO);
h — paxiyc BriuBy.

TakuM 4MHOM, KO’KHA YaCTHHKA B3a€EMOJIIE JIMIIE 3 OOMEKEHOK KUIBKICTIO
CycifiB, MO0 ICTOTHO 3HMXKY€E CKIAIHICTh po3paxyHkiB (puc. 1.3). Ilicns
OOYHUCIICHHS] TYCTUHU BU3HAYA€THCS THCK, 3a3BUYall yepe3 pIBHSHHS CTaHy, SIKe
BCTAHOBJIIOE 3aJIEXKHICTh TUCKY Bl rycTuHHu [2]. Haltmpocrimoio hopmoro Takoro

PIBHSIHHS € JIHIAHE

pi =k - (i — po), (1.2)

1€ Pi — THCK YaCTHUHKH ]
K — KOHCTaHTa CTUCIUBOCTI;
po — TIOYaTKOBA (pedepeHTHa) TyCTHHA.
dopmynu ais CWI, [0 JMAIFOTh HAa YacTUHKY, BHUBOIATHCA 3 PIBHIHB
Hap’e—Crokca B marpamkeBuid ¢gopmi. 30kpeMa, cuja THUCKY HA YacTHHKY |,

CIPUYMHECHA YaCTHHKOIO |.

Di—Dj
fpressure,ij =m; - ( ijl) VW (r - T, h). (1.3)
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OxkpiM THCKy, Ha YaCTHMHKM [ll€ TaKOXK CHJIa B’S3KOCTI, SIKa MOJIEIIOE

BHYTPIILLIHE TEPTS PIAUHU

(vj—vy) 2
fviscosity,ij =p-m;- ( p; ) VW (r; — T, h), (1.4)
1e ( — KOe(ILUIEHT B’ A3KOCTI.
BHECOK cyciga
O6uncnosaHa . Cyclama YacTuHKa o
YaCTUHKa min W dyHkuin max

Pucynok 1.3 — CxeMa BIUTUBY CYCIIHIX YACTUHOK Y 3TJIa/[)KyBaJIbHOMY SIAPi

Pe3ynbpTyroue mpuCKOpEeHHS YaCTUHKH BH3HAYAETHCSA SK CyMa BCIX CHII, IO
JIIOTH Ha HEl, MOUIEHA Ha 11 TYCTUHY, 3 YPaXyBaHHSIM JOJATKOBUX 30BHIIIHIX CHII

(puc. 1.4), Takux sk rpaBitaiis [2]
1
a; = (p_l) ) Zj(fpressure,ij+fviscosity,ij) + 9, (1-5)

Ha ocHOBI mprcKOpeHHSI BUKOHYETHCSI OHOBJICHHSI IIBHIKOCTI T MTOJIOKEHHS
YACTHHOK, 3a3BHYal i3 BUKOPHCTAHHSIM TPOCTOTO METOJY YHCEIBHOI 1HTerparlii,

Takoro sk meroj Einepa:
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Ui(t + At) = 'Uit + a; - At, (16)

1i(t + At) = rit + v;(t + At) - At, (1.7)

1ie g — CUJia TSOKIHHS;

At — Kpok yacy.

Pucynok 1.4 — Yacosa eBodto1rist yactuHok y SPH-momeni

Y HasgBHUX pIMIEHHSIX, IO 0a3yrOThCSI HA METOJI 3TIAJKCHHX YaCTHHOK
(SPH), obGuucnioBasibHi sigpa 4acTo BUHOCSATHCS B okpemi GPU-meiiaepu (puc.
1.5), mo mo3Boisie eeKTHBHO BUKOHYBATH PO3PaxyHKH T'yCTHHH, TUCKY Ta CHII
B3aEMOJII y TapajeinbHOMY pEeXUMI. TakoX TOIIMPEHUM € BUKOPHUCTAHHS
MIPOCTOPOBOTO XENIYBAHHS I TMPUIIBUAIICHHS TOIIYKY CYCIIiB, IO CIPHUSE

3MEHIIICHHIO YaCOBO1 CKIAAHOCTI CUMYJISIIIT TP BEJIMKIN KUTHKOCT1 YACTHHOK.

poyasray

M DR R}
P AT

Pucynok 1.5 — Bizyanizauisa pe3ynbrariB cumyssiii SPH 3 pisnumu napamerpamu
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[Mukn oOunciIeHb MOBTOPIOETHCS AJII KOXKHOTO KPOKY Yacy, YTBOPIOIOUH
aHIMAaIl0 MOTOKY PIIMHU B pealbHOMY 200 HaOIMKEHOMY J10 PEaJIbHOTO Yaci.

Metronq SPH wmae nHusky BaxiauBux mnepesar. [lo-mepiie, BiH g00pe
NPUCTOCOBAHMN I CKIAQAHUX TEOMETpPi, OCKUIbKM HE BUMAarae SBHOTO
BU3HA4eHHs CiTKU. [lo-mpyre, BIH IHTYITUBHO 3pO3yMUIAN Ta JIETKO PO3IIMPIOETHCS
Ha OararodasHi cepelloBUINlAa, TBEPIO-PIAWHHI B3a€EMOJIil, TTOBEPXHEBY HAIPYTY
tomo. Ilo-tpere, SPH wuyynoBo wmacmTaOyeThcsi B yMOBax HapajeiabHOrO
OOYHCIICHHS, OCKUTPKA KOXXHA YAaCTHMHKAa MOKE OHOBJIIOBATHCS HE3aNEKHO, IO
poOUTH METO/I MPUAATHUM JJI peaiizalii Ha CydacHUX rpadiuHUX MpoLecopax.

Bomnowac Merom Mae i cBoi BHKJIMKH. Hampukiana, CKIaJHICTh TOMIYKY
CyciiB y HaiBHOMY BHUIJIS[I Ma€ KBaJpaTUYHY 3aJIeKHICTh BiJl KIUIBKOCT1
qacTUHOK. J{Jis1 po3B’si3aHHS I1i€l MPOoOIeMH 3a3BUYall 3aCTOCOBYIOTHCS POCTOPOBI
CTPYKTYpU JdaHUX, 30KpeMa CiTku, J1epeBa abo xemr-tabnuii. Kpim Toro,
CTaOUTBHICTh Ta TOYHICTh CUMYJISIIT 3HAYHOIO MIpOI0 3aJIe)KaTh BiJ MPAaBUIBHOTO

BUOOPY sapoBuX GyHKIIH (puc. 1.5), mapameTpiB Mojieii Ta METOAY IHTETPYyBaHHS.

Viscosity

==K ernel
=== (Gradient
=== [aplacian

Pucynok 1.5 — I'padix ssgpoBux ¢ynkiiit Poly6, Spiky ta Viscosity

3aranom, SPH € moTyXHUM IHCTPYMEHTOM MJIS MOJIEIIOBAHHS TOBEIIHKHU
pinuHN, AKUH ToeaHye (I3WYHy JOCTOBIPHICTh, THYYKICTh Ta €(OEKTHUBHICTS.
3aBASKM IIUM BJIACTHUBOCTSIM BIH HaOyB IIMPOKOrO 3aCTOCYBaHHS B IrpOBIH
IHAYCTpii, BIPTyaldbHId pealbHOCTI, Bi3yami3amii (i3MUHUX TOpoueciB 1

HaBYaJILHOMY MOJIENIIOBaHHI1 [3].
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1.3 ®Di3u4H1 MOJIeN JIJIs1 CUMYJISLIT PITUHUA

VY cumynsnigx Ha OCHOBI YacTHMHOK, Takux Ak SPH, mpoayKTuUBHICTH
3HAYHOIO MIPOI0 3aJIEKUTh BiJ] €(PEKTUBHOCTI MOIIYKY CycCiliB. OCKUIbBKM CHIIU
B3a€EMOJI1i OOYMCIIIOIOTHCS JIMIIIC JJI YACTHHOK, 1[0 3HAXOAATHCS B MEKaX IIEBHOTO
pazaiycy, HEOOX1JHO MaTU METO/I, SIKU T03BOJISE MIBUAKO 3HAXOIUTH HAHOIMKUNX
CyCifliB cepell TUCSY a00 JECATKIB THCAY YacTUHOK. [lepeBipka KOKHOT YaCTHHKH 3
yciMa IHIIMMM Ma€ 4acoBy cKaamHicth O0(n?), MmO € HeNpUHHATHUM s
peanpHOr0 4Yacy. Jlns BupimieHHs i€l mpoOiieMH BHUKOPHUCTOBYIOTHCS METOIU
OpOCTOPOBOI onTUMIizalii — mnepenyciMm piBHoMmipHa citka (Uniform Grid) Ta
npoctopoBe xemryBaHHs (Spatial Hashing). PiBHomipna citka mnepenbauae
PO3OUTTS MPOCTOPY HA PETYISIPHY CITKY 3 (DiKCOBaHUM po3MipoM Komipku. KoxkHa
YaCTUHKA TIPHUITHCYETHCS IO OJIHIET 3 KOMIpPOK Ha OCHOBiI CBOiX KoopauHaT. [l
3HAXO/KEHHS CYCIIIB YACTUHKH TOTPIOHO MEPEBIPUTH JIMIIE Ti YACTUHKH, IO
pPO3MillleH] B TOTOYHIN Ta CyMIXHUX KOMipkaX. Lle cyTTeBO 3MeHITye KITbKICTh
NEePEBIPOK 1 T03BOJISIE HAOIU3UTHUCA 110 cKi1agHOCTI O(n).

BusHnadeHHs iHIEKCY KOMIPKH Y IBOBUMIPHOMY IIPOCTOPI MOXKHA MOJATH SIK
celllndexy = %V, cellindex, = %V, (1.8)

ne h — po3mip KoMipku;

[IpocTopoBe XelryBaHHS € ONTHMI30BAaHUM BapiaHTOM PIBHOMIPHOI CITKH
(puc. 1.6), saxuit He moTpeOye cTtBOpeHHs siBHOT 2D-abo 3D-tabnuii. 3amicTh
IIOTO BHUKOPUCTOBYETHCS XemI-(QDYHKIIS, SKa I KOKHOI YaCTHMHKU OOYHCITIOE

OJTHOBUMIPHUH 1HIEKC KOMIPKH

hash(x,y) = (x - p1 @ y - pz)modN, (1.9)

1€ p1, p2 — MPOCTI1 YKCIIA, 110 3MEHIITYIOTh KIJIBKICTh KOJI131i;

N — po3Mmip xeri-Taduiri;



16
@ — nobGirora omeparris XOR.

1.967.880 Checks: 404.283

Pucynok 1.6 — Bizyauizaiis po30UTTs MPOCTOPY HA CITKY Ta MPUKJIAJ] XEITyBaHHS

KOMIPOK

OnHiero 3 mepeBar MpPOCTOPOBOTO XEIIYBaHHS € BiJICYTHICTh HEOOXITHOCTI
30epiraTd OKpeMi MacHUBH ISl KOXHOI KOMIPKH: YaCTHMHKHA PO3MIIIYIOTHCS B
OJIHOMY CHUIbHOMY MAaCHBI, BIJCOPTOBAaHOMY 3a XemnIl-kiatouamu. [[ns 1poro
3a3Buyail BUkopuctoByroThcsi GPU-anroputmu coptyBanss, 30kpema Count Sort,
AKui e()EeKTUBHO BUKOHYE COPTYBaHHS YAaCTHHOK 3a KIIOYaMU KOMIPOK Ha
rpagigHoMy mporiecopi [4].

[Ticns copTyBaHHsSI TeHepyeThcs Tak 3BaHui offset buffer, sxuit MicTUTH
MOYaTKOBI 1HJEKCHM YAaCTUHOK y KOXHIM xemoBaHuii xowmipmi. Ile mgo3Bosse
IIBUJIKO 3HAXOJWTH BCl YaCTHMHKM Y 3aJIaHIM KOMIpI, a OTKe — W e(EKTUBHO
3MIACHIOBATH TOMIYK cyciaiB aiis SPH-po3paxyHKiB.

Taki MeTomM JO3BOJIAIOTH 3MEHIIUTH OOYMCIIOBAIIbHY  CKIIQJIHICTh
cumyisnii 1o O(n) 1 3a0e3meunT BUCOKY MPOAYKTUBHICTH HABITH 332 BEJIHMKOI
KiTbKOCTI 4acTUHOK. [IpocTopoBe XemryBaHHS pO3TISAAETHCS SK OIUH 13
KIIFOYOBUX TIAXOJIB JIO ONTHUMI3aIii CHMYJISAIIA YaCTHHOK 13 MOXKIJIMBICTIO
MaciiTa0yBaHHS Ta pO3MIUPEHHS GIBUYHUX Mojenel 0e3 CyTTeBOi BTpaTH

IIBUOKOMII.
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1.4 T'padiuni meiaepu Ta ix 3aCTOCYBAHHS B PEHIECPUHTY YACTUHOK

I'padiuni melinepu € BaXKIUBOIO CKJIAJOBOI0 CYYaCHOI KOMIT IOTEPHOI
rpadiky, JO3BOJIAIOYM peanizoByBaTH BizyasbHl epexktu Ha GPU 3 BHCOKOIO
MPOJYKTUBHICTIO. Y KOHTEKCTI CUMYJISLII PIAMHU HIeaepu BiIIrPAIOTh KIIOUYOBY
pOJIb Ha eTarll Bi3yaizailii — caMe BOHH BIJIIOBIIaI0OTh 32 BiJOOPaKEHHS YaCTUHOK,
ixHI0O (opMy, KOJip, MPO30PICTh Ta MOBEIIHKY B IPOCTOpi. 3aBIAKH Lieiiaepam
MOXHa B peajbHOMY 4Yacl CTBOPUTH NpHUBAOIUBY, (PI3UYHO OOIPYHTOBAHY
KapTUHKY, 110 BiI0Opa)kae TMHAMIKY PiJIUHH.

3aBIIKM BUKOPUCTAHHIO MICHIEPiB MOKIIMBO B peaTbHOMY Yaci CTBOPIOBATH
npuBabauBY, (I3UYHO OOIPYHTOBAaHY Bi3yadi3allilo, IO TOYHO BiJOOpa)kae
nuHaMmiky piguHd. s gocsrHeHHs edekTy 0e3nmepepBHOIO CepeloBHUIIA, MOIMPH
JIUCKPETHY MPUPOJY MOJAEIIOBAHHS, 3a3BUYall 3aCTOCOBYIOTBHCSI TEKCTYpH, alb(a-
3MIITYBaHHS, M’SIKI KpaeBl IEpeXoaW Ta Tpaji€eHTHE 3a0apBiIEHHS YaCTHHOK
BIJIMTOBIJTHO JI0 iX MapaMeTpiB — TAKUX K T'YCTHHA a00 MBUIKICTH [5].

i Bi3yasibHI PUHOMHU JTO3BOJISIIOTH MOKPAIUTH CIPUUHATTS CUMYJIALIT Ta

3poOuUTH ii O1IBIIT HAOYHOIO IS KOpHcTyBaya (puc. 1.7).

¥ Debug

R:255

splat

random
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Pucynok 1.7 — [Ipuknaz Bizyanizaiii 4aCTUHOK PIAMHU 3 BUKOPUCTAHHAM custom-

menaepa

OCHOBHI €Tany peHICPUHTY YACTHHOK Y IIEHIepi BKIFOYAIOTh:

- noOy/0By reomMeTpii YacTMHKM — 3a3BMYail 1€ TOouyKa, sKa y
BIPTYaJIbHOMY IPOCTOPI1 PO3TATYETHCSA O Kpyra ado enirnca;

— OOUYHCIIEHHSI KOJIbOPY 3aJeXHO Bix (I3MUYHUX BIACTUBOCTEH —
I'YCTUHH, TUCKY a00 IIBUAKOCTI (TiepeatoThbes uepe3 0ydepu abo sk TEKCTYpH);

- anb(a-azmimyBanHsa (alpha blending) 1ns  cTBOopeHHA edekTy
IPO30POCTI Ta BI3yaJdbHOTO 00’ €IHAHHS YACTUHOK;

- 3aCTOCYBaHHS JOJAaTKOBUX €(eKTIiB — Takux sk rioy, edge-blur abo
KOJIbOPOBE KOJTYBaHHSI,

- oTpuMaHHs no3uii yactuaku 3 GPU-Oydepa.

Jns 2D-Bizyanizaiiiii 4acTo BUKOPUCTOBYEThCS TpadiuHui pipeline Tumy
Vertex/Fragment, skuii noOpe MIAXOAUTH Ui PEHIASCPUHTY BEJIHUKOI KIUIBKOCTI
00’€KTIB y pealbHOMY 4Yaci. Y TMOMIOHUX CHUMYJSIIAX YaCTHHKUA 3a3BHYAM
BiToOpakaroThes sk billboard-06’ ekt — TOOTO Taki, 110 3aBXKIU OpPIEHTOBaHI B 01K
KaMepH, HaBiTh y 2D-cuenax. IxHiil po3mip Moke MacmTabyBaTHCS JWHAMIYHO,
HAIIPUKJIIAJ, 3aJIe)KHO BiJ 3HaUeHb y Oydepi, 110 A03BOISE Bi3yalizyBaTu (i3HdHI
XapaKTEPUCTUKU YACTUHOK, TaKi K TUCK a00 HIUTBHICTD (puc. 1.8).

Jlist mepeadi 1aHuX 3 CUMYJIAIIL 10 rpadiyHOTO mIekaepa 3aCTOCOBYIOThCS
ctpykrypoBadi GPU-O6ydepu (StructuredBuffer), siki MicTATh 1mMo3uIlii YaCTHHOK, a
TaKOXK JOJIaTKOBI aTpuOyTH, Taki sk THUCK abo maca. Lli Oydepu mepemarorbcs
menaepy 3a JOIMOMOT00 PEHACPEPY YACTUHOK, SIKMH BIJMOBiTA€ 3a IMiIKITFOYCHHS
pecypciB, OHOBIICHHSI MaTepiajliB Ta BUKJIMK KOMaHJ peHICPUHTY [5].

VY BUMAAKy BETUKOI KITBKOCTI YaCTUHOK (THCSYi i OLIbIINE) A1 3MECHIIICHHS
HABaHTAXXEHHSA Ha TpadiyHUN Mpolecop AOUUIFHO BUKOPHUCTOBYBATH IHCTAHCIHT
(GPU instancing) — TEXHOJIOTiI0, fKa JO03BOJISIE PEHIECPUTU BEIUKY KUIBKICTh
onHakoBux 00’ekTiB 3a oaHy GPU-komanpay. Lle ocoOGmuBo edexTuBHO ist

MPOCTUX F€OMETPUYHUX POPM, TAKUX SIK TOUKH 200 Kparuil piiuHH.
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3aBasikn MM MeTojaM rpadiyHi IIeiaepu He JUIIE CTBOPIOIOTH
pUBa0JIMBY BI3yallbHY KapTHHY, a i Jal0OTh 3MOT'Y B peaJIbHOMY 4aci BigoOpaxaTu
JUHAMIYH1 XapaKTepUCTUKU (Pi3uyHOI Mozeni. BoHn BUCTynaroTh 3aBeplIaibHUM
eTanoM OOYHMCIIOBAJIBHOIO KOHBEEpA, TPAaHC(HOPMYIOUM UYUCETbHI PO3PAaXYHKH Yy

BI3yaJIbHO 3pO3yMUTY CIICHY.

A

!

IE:LHAIJ P . ' L W

Pucynok 1.8 — Illleiinepue po3dapOyBaHHS 4aCTUHOK 32 TUCKOM (BiJl KPACHOTO J0

o111010)

1.5  Ornsn nonynaspHUX miaaTdopM Juis peatizaliii CUMYIISIIini
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Peanizaniss Gp13M4HUX CUMYJISIINA BUMAarae o€ HaHHs BUCOKOIPOIYKTUBHHUX
0o0YHCIIeHb Ta THYYKUX 3ac001B Bizyanizauii. CydacHi nporpaMHi miatopmu, Taki
ak Unity, Unreal Engine, Godot Ta OpenGL, HagatoTh po3poOHUKaM pi3HI MIIXOIU
Ta I1HCTPYMEHTH JMJi1 CTBOPEHHS IHTEPAKTUBHUX CHUMYJSLIA, BKIIOYAIOUH
CUMYJISIIIIO PIIMH, YAaCTUHOK Ta IHMMX (I3UYHUX SBUIL. Y I[OMY PO3ALTI
PO3IJIIHYTO KJIFOYOB1 OCOOJIMBOCTI KOYKHOT 3 MIIATHOPM.

Unity — oauH i3 HaWMOMyNSPHIMIUX ITPOBUX PYIIiiB, OpI€EHTOBAHUN Ha
kpocriathopMHy — po3pobKy. Joro TONOBHOIO TIEpeBAarol0 €  3PYHHICTh
BUKOpHUCTaHHS, miaTpuMka C#, a TakoX MOTyXHa cucTteMa 0O0poOku rpadiku Ta
¢i3uku. Unity nigrpumye o6uucienus Ha GPU uepe3 Compute Shaders (HLSL),
10 POOUTH MOTO MPHUAATHUM IS CKIATHUX CUMYJISIIINA Y peKUMi PealbHOTO Yacy.
Icaye takox miatpumka URP ta HDRP mns ckmagnoi Bi3yamizamii. ¥V mexax
npoekTy peanizaiis SPH-cumynsmii Oyna 3aiicnena came B Unity, 3 aKTUBHUM
BUKOpUCTaHHSIM compute shaders, cTpykrypoBanux OydepiB 1 KacTOMHHUX
rpadidYHUX IIeHAepiB.

Unreal Engine — mnoTryxHuii pylri 3 BHCOKOSAKICHOIO Tpadikoo Ta
BOynoBaHoto ¢izukor (PhysX/Chaos). Bin 6a3yerscs Ha C++ Ta Blueprints, 110
JI03BOJISIE CTBOPIOBAaTH SIK HU3BKOPIBHEBI, TaK 1 Bi3yaJbHO 3alporpaMoBaHi
cumyssnii. Unreal mae HaTuBHY miaTpuMKy Niagara — CUCTEMH YaCTHHOK HOBOTO
MIOKOJIIHHS, sIKa J03BOJISE CTBOpIOBAaTH ckiaaHi cumydsiii 3 GPU-o06po6koio Ta
IHTEeTpaIiel0 3 IHIMHUMH KOMIOHeHTamMu pymris. [lmatdopma migxoauts s
BHUCOKOSIKICHOT Tpa)iki Ta BENUKHUX MPOEKTIB, OJHAK MA€ BHIIUNA TMOPIT BXOAY Y
nopiBasiHHI 3 Unity. Takox Unreal Engine Ta Unity MaTh CXOXHUN TPUHIIHT

moOyoBu creHu (puc. 1.9).



Pucynok 1.9 — [lopiBusinua iHTepdericiB Unity Ta Godot

Godot Engine — HesanexHuW pymIiil 3 BiIKPUTUM BHXIJIHUM KOJOM, IO
aKTUBHO PO3BUBAETHCS Ta Ma€ Bce mmpiry criibHOTY. Godot migTpumye GDScript,
C#, C++, Ta mae BOynoBany ¢i3uky, npote Horo moxiauBocti GPU-oGuuncneHb
obmexxeH1 B mopiBHsAHHI 3 Unity abo Unreal. ¥ Godot 4.x 3’sBunacs miaTpuMKa
Compute Shaders (BuxopuctoBytouun Vulkan), mo BiIKpHBa€ HOBI MOMJIMBOCTI
JUISL peaitizaiii 4YaCTMHKOBUX CHMYJAIii. [IpoTe Ha MOMEHT HamucaHHS JaHOT
poboTH 151 (YHKIIIOHAIBHICTh BCE II[€ BBAXKAETHCS EKCIEPUMEHTAJIBLHOI 1 Mae
0OMeXeHHS 100 MPOAYKTUBHOCTI Ta IHCTPYMEHTAP1I0 HAJIar o IXKCHHS.

OpenGL — Hu3bkopiBHeBa TpadiyHa Oi0mioTeKa, IO HaIa€ TTOBHHI
KOHTPOJb HaJl MPOLIECOM peHIIepuHTy Ta obuncnenusmMu Ha GPU. Bona no3Bosse
peanizoByBaTu compute shaders, VBO, FBO Ta inm1i Mmexai3Mu, 1110 Jai0Th 3MOTY
CTBOPUTH KaCTOMHY cuUMYyIIsIito 3 Hys. OcHoBHa nepeBara OpenGL — 1ie moBHa
THYYKICTh 1 HE3aJICKHICTh BiJl PYIIiiB, OJIHAK BOHA BHMarae TJIMOOKOTO 3HAHHS
rpadiunoro naimaitHy (puc. 1.10) Ta 06pobku Oydepi Bpyuny. Bubip OpenGL
JOUUIBHUAN Y JOCHITHUIBKUX a00 aKaJAeMIYHUX TPOEKTaX, Ji€ TMOTPiOHO
EKCIIEPUMEHTYBAaTH 3 HETUIIOBUMHU aJTOPUTMaMH a00 JOCATATH MaKCUMAaTbHOI

onTuMizari.
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Pucynok 1.10 — ApxitekTypa oGuucitoBaibHOro naimiainy B OpenGL

Takum urHOM, BUOIp TIaTGOpPMHU ISl CUMYIIALIT 3aJI€KUTh BiJ MPIOPUTETIB
NPOEKTY: TPOAYKTUBHOCTI, CKJIQAHOCTI peaiizauii, rpadidyHoi [KOCTi, pIBHA
noctyny a0 GPU Ta rayukocTi koxy. OnHi€0 3 MOMyJIIpHUX Iuiatdopm, Mo
HNO€AHYE TOCTYIHICTb, NOTYXH1 1HCTpyMeHTH GPU-mporpamyBaHHS, MIATPUMKY
compute shaders, a TakoX Ma€ aKTUBHY CIIUIBHOTY 3 BEJIHMKOI KUIBKICTIO

IpUKIaiB 1 JokyMeHTailii, € Unity.

1.6 [TocranoBka 3amaui

Cumyrmsniss Gi3MYHUX TPOIECIB, 30KpeMa MOBEHIHKU PIIUHU, Y PEKUMI
peagpHOTO Yacy MOTpeOye MOETHAHHS TOYHUX UYHMCEIBHUX METOJIB, €(PEKTHBHUX
ANITOPUTMIB ONTUMI3AIII] Ta BUCOKOTPOAYKTHUBHOT rpadiku. 3 OrjsiAy Ha aKTUBHUM
PO3BUTOK BI3yalbHUX TEXHOJOTIH, TMOTpeda y HAOYHOMY MOJEIIOBaHHI
JACTHHKOBUX CEPEOBUII 3pOCTaE HE JHUIIe y chepl KOMIT IOTEPHUX irop, a Ml y
HAyKOBUX, OCBITHIX Ta JOCTITHUIILKUX 3aCTOCYBaHHSX.

VY Mexax pobdoTH po3MISIIAEThCS PO3POOKa €PEKTUBHOTO IHCTPYMEHTY ISt
MOJIETIOBAHHS Ta Bi3yasi3allii piIMHU B pPeaJbHOMY 4aci, 10 0a3yeThCs HA METO/1

3riapkeHol  rigpoauHaMmiku  yactTuHOK (SPH). Peamizamis BHKOHYETBCS Y
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cepenoBuili Unity 3 BUKOPUCTAHHIM OOYUCITIOBAIBHUX MOXKIUBOCTEN rpad1uHOrOo
nportecopa (GPU).

OcHOBHa yBara NpUAUISIETBCS AJITOPUTMAM 1 TEXHOJIOTIAM, SIKi JO3BOJSIOThH
3a0€3MeUnTH PeaTiCTUUHY MOBEAIHKY Ta 300pa)K€HHS YaCTHMHOK y JIBOBUMIPHOMY
MPOCTOPI..

JUist MOCATHEHHSI MOCTaBJIEHOI METH HEOOXIHO peali3yBaTH TaKi OCHOBHI
3aBJIaHHS:

— noOynoBa ¢i3uuHoi Mojaeni Ha ocHoBi SPH, anmantoBanoi st
JBOBUMIPHOTO TIPOCTOPY;

— peastizallis IpoCTOPOBOI ONMTHUMI3AIlli 3a JOMOMOIOK XellyBaHHs (spatial
hashing) nns epexTUBHOrO MOIIYKY CYCi/liB;

— BHUKOPHUCTaHHs compute shaders /it BUKOHaAHHS OCHOBHUX OOYHMCIICHb Ha
GPU (po3paxyHOK I'yCTUHH, TUCKY, CHJI, OHOBJICHHS TTOJIO’KEHHSI YaCTUHOK);

— peanizauis GPU-copTyBaHHS YacTHHOK y KOMIpKax 3a JOTOMOTIOIO
anroputMmiB Count Sort Ta prefix sum (scan);

— CTBOPEHHS KacTOMHOTO TpadidyHOro Ieiaepa s Bizyaiizalii piguHy Ha
OCHOBI aTpUOYTiB YaCTHHOK;

— 3a0e3nedyeHHsT THYYKOI  apXiTeKTypd  IPOEKTY 3  MOXKIJIHMBICTIO
MacimTaObyBaHHS Ta MOAAIBIIOTO PO3IIUPEHHS.

VY mexax 1iei poOOTH yBary 30cepekeHO Ha JOCSITHEHH1 OanaHCcy MIXK
(G13UYHOI0 JOCTOBIPHICTIO CHUMYJSAIIl Ta i1 TPOAYKTUBHICTIO HA CY4acHOMY
CIOKMBUOMY oOOJamaHaHHi. PesynpTatm MawTh OyTH NpUAATHUMH IS
BUKOPUCTAaHHS B IHTEPAKTHUBHUX 3aCTOCYHKaX, JEMOHCTpAIisSX a00 OCBITHHOMY

KOHTEKCTI.
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2 MPOEKTYBAHHSA 3ACTOCYHKY JIJISI CUMYJISIIIL TA

BI3YAJIIBAIIII PIITMHA

2.1  Bubip cepenoBuiia po3poOKH Ta peHAEPUHIOBOTO PYIIis

VYcminiHa peanizallis CUMYJISIIT PIAMHU B PEXKUMI pealibHOTO Yacy norpedye
BUOOPY BIAMOBITHOTO CEPEIOBHINA PO3POOKH, sIKe 3a0e3nedye He JUIIe 3pYydHYy
apxITEeKTypy, a ¥ JAOCTyn 10 HHU3BKOPIBHEBHX PECYpCIB IpadiyHOro Mpolecopa.
OcHOBHUMH KpuTepisiMU BHOOPY miaaTGOpMH Jii JAHOTO TMPOEKTY CTaH:
niaTpuMka obOunciednb Ha GPU, TrHyukicTh y HaJllalITyBaHHI MaWIJialHiB,
HasIBHICTh 3ac001B JJig poOOTH 3 IIeiepamMu, MIMPOKEe KOM IOHITI Ta HasBHICTb
JIOKyMEHTAIII1.

Ha ocHOBI MOpiBHAUIBHOTO aHATI3Y cydacHUX miatdopm O0yno oopano Unity
K OCHOBHUUW PEHIIEPUHTOBHI pyiii 1 cepenoBuie po3podku. Unity moeanye B
cob1 maATpUMKY 00’ €KTHO-Opi€eHTOBaHOrO mporpamyBaHHs Ha C#, BOymoBaHI
3acobu 2D Ta 3D-rpadiku, m0ocTynm 10 OOYHMCIIOBAIBHHX IednepiB (compute
shaders), a Takok Ma€e pO3BUHEHY 1HPPACTPYKTYPY I TOOYI0BH MacIITaOOBaHUX
IHTepaKTUBHUX JOJIaTKIB.

Opniero 3 xmoyoBux mnepeBar Unity € MOXIUBICTH Oe3mocepeHboi
iarerpamii GPU-oOuncnenp y Burisai .compute-daiiiniB, mo mae 3MOTyY
peanizoByBaTH CKIaaHi anroputMu (Hampukiaa, SPH abo copTyBaHHS 4aCTHHOK)
HAa HU3BKOMY pIiBHI MPOAYKTUBHOCTI. BcCi OCHOBHI KOMIIOHEHTH CHUMYIISIIIT
(pizuuna mMoaenb, COPTYBaHHA, XEUTyBaHHS, BiIoOpakeHHs) peanizoBaHi B Unity
3a TonoMoror ckpuntiB C# y moeaHaHHi 3 MeiaepaMu.

Posropranus npoekty B Unity 103BOIMTH TaKOK CKOPUCTATHCS TEepeBaraMu
MOJYJBHOI CTPYKTYPH: CHUMYJIAIIHA YaCTWHA, PEHJCPUHT 1 JOTOMDKHI yTHIIITH
Oynu 4ITKO PO3IJIEHI Ha MNpocTOpoBl Moxayhi (mamku Simulation, Helpers,

Display), o noseriye po3mypeHHsi CACTEMHU Ta MOJAIbIIe 00CIyTOBYBaHHS.
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Kpim Toro, Unity Mae po3BuHEHY cucTeMy NpoQUIOBaHHS Ta Bizyaizamii
MPOAYKTUBHOCTI (puc. 2.1), 110 103BOJISIE BIACTEKYBATH YaC BUKOHAHHS IICHAEPIB,
HaBaHTaxxeHHsd Ha GPU Tta edextuBHicTh nepenaui ganux mbk CPU 1 GPU — ne

0COOJIMBO KPUTUYHO JJISl CUMYJISIIN 3 BEJTUKOI KUTBKICTIO YaCTHHOK.

|
w;ﬁfﬁ]‘il’.l v
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Pucynok 2.1 — Iatpedeiic Unity mpu npodiiroBaHH1

Takum umnoMm, BuOip Unity sIK OCHOBHOTO IHCTPYMEHTY Uil peaizarlii
JAHOTO TIPOEKTY 3a0e3reduye ONTUMAlbHE TMOEAHAHHS 3pPYYHOCTI PO3POOKH,
0GUMCITIOBANIBHOI MOTYXKHOCTI Ta Bi3yaldbHOI THyYKOCTi. MOro BHKOPHCTaHHS
JI03BOJISIE TIOBHICTIO peali3yBaTH IIUIl TMPOEKTYy Ta 3a0e3MeuuTd CTalbiuIbHY,

MacmTaboBaHy CUMYJISIIIO B PEaIbHOMY 4aci.

2.2  ApxiTeKTypa MpOEKTY: OCHOBHI MOJYJIi Ta CTPYKTypa

ApXITEeKTypa NpOeKTY NMOOYyJ0BaHA TaKUM YMHOM, 1100 3a0€3MEYUTH UITKE

PO3IUICHHS BIANOBIAAIBHOCTEN MK OOYMCIIOBAILHUMH, Bi3yasi3allliHUMHU Ta
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JOTIOMDKHUMU KOMIOHEHTaMH. Takui MiaxiAg JO03BOJIAE HE JMILE CIPOCTUTH
po3poOKy, a ¥ 3a0e3NeuuTd MOXKJIUBICTh MOAAIBIIOrO MaciITaOyBaHHS,
TECTYyBaHHSl Ta MOBTOPHOI'O BUKOPUCTaHHS OKPEMHUX YAaCTHH cUCTeMH (puc.2.2).
[IpoekT peanizoBano B cepenoBuii Unity 3 BUKOPUCTAHHSM MOBH MPOrpaMyBaHHS

C# Ta weiinepis.

Pucynok 2.2 — CxeMa apXiTeKTypy CUMYJISIT: KOMIIOHEHTH CUMYJIALIIT,

XCITyBaHHA, COPTYBAHHA

®di3uyHa CUMYJIAILIS piAUHU Ha OcHOBI Metony SPH BuHecena B okpemy
CTPYKTYpY KaTajoriB Ta CKPHIITIB, JIOTIYHO MOAUICHUX 3a (YHKI[IOHAIBHICTIO.
OcHOBHI MOyl MOKHA KJIacM(1KyBaTH HACTYITHUM YHHOM:

Moayns Simulation. Ile#i Momyib MICTUTh OCHOBHY JIOTIKY CHUMYJISIIII,
BKJIIOUAI0OYM OHOBJICHHS CTaHIB YAaCTUHOK, KEPYBAHHS IKUTTEBUM IIHKJIOM
CUMYIJIAIII, 3aIyCK Ta CHHXpOHI3aIito oounciens Ha GPU.

J1o ckiaay BXOJSATh TaKi KIIFOYOB1 KOMITOHCHTH:

— Simulation.cs kepye BCiM MpOIECOM CUMYJISIIII: 1HIiamizamiss Oydepis,
BUKJIUKU OOYMCITIOBATILHUX WU IEPiB, OHOBIICHHS MOJIOKEHb YACTHHOK;

— Spawner.cs BiINoOBia€ 3a TEHEPAII0 HOBHUX YACTHHOK Ta TOYATKOBI
YMOBH CUMYJIAIIIT,

— nanka Compute MICTUTb JIpa CUMYJISIIII:

— FluidSimulation.compute € ocHoBHuUMHU simpamu cumydisiuii SPH: cunm,

HIIIBHICTB, B’ SI3KICTh, XCIITyBaHHS, 31ITKHEHHSI, OHOBJICHHSI;
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— FluidMaths2D.hlsl mictuth 3rinamxysanbHi siapa Poly6 1 Spiky Tta ix

NOX1JH1 Juist o0unciennsd cun 'y SPH-cumynsnisx;

— SpatialHash.hlsl € ¢pyHkuissmMu 17151 IpOCTOPOBOTO XEIIyBaHHS YaCTUHOK:
OOYHUCIIEHHS CITKOBUX KOMIPOK, T'€Hepallisi XeIiB 1 KJI0YiB JUIsl IBUAKOTO MOUTYKY
CyCiaiB.

Monyns Helpers. JJomoMixHi yTHTITH Ta alrOpUTMH HU3BKOTO piBHs. Horo
KOMIOHeHTH  peani3ytorb GPU-copryBanHs, mnoOyqoBy  Xem-tabiuii Ta
niarotoBky offset-OydepiB Ay mouryky cyciais:

— ComputeHelper.cs € 3pyunum iHTepdeiicoMm s poOOoTH 3 compute
shaders: 3anyck, nepegaya napaMeTpiB, 3UNTyBaHHS Oydepis;

— GPUCountSort.cs, Scan.cs € peanizaifi€o COpTyBaHHA Ta HpediKCHOT
cymu Ha GPU;

SpatialHash.cs, SpatialOffsetCalculator.cs s oOuncieHHS XemI-KI4YiB 1
3CYBIB JJIsl IPUCKOPEHOTO MOIIYKY.

Monyns Display. Binmosinae 3a Bi3yaizaiiito 4aCTUHOK y CIICHI.

3okpema:

— ParticleRenderer.cs orpuMmye Oydepr dUYacTHHOK Ta mepemae ix
rpadigHOMY HIeHIEpY;

— Particle2D.shader € kacroMHuUM mIelepoOM IS BHBOJY YaCTHHOK 3
edeKTaMHu MPO30POCTi Ta TPAIEHTIB.

[Tamka Scenes. Mictuth creHy MainScene.unity, y sikiii po3TamoBaHi BCi
00’€KTH, HEOOXITHI JUIsl 3alyCKy CHUMYIISAIi: Kamepu, peHIEpepd, KOHTPOJIEPH
qacy, iHTepQeiic KopucTyBaya TOIIO.

3arajgoM apxiTeKTypa peajizoBaHa TaKUM YHHOM, 110 KOKEH MOJIYJIb 130JIF0€
BJIACHY BIJITOBIMAJIBHICTh, a B3a€EMOJIII MDK HHUMH 3IIHCHIOETBCS 4Yepe3 UITKO
Bu3HaueHi iHTepdeiicu (puc. 2.3). Komynikamis mix CPU ta GPU opranizoBana
yepe3 ComputeBuffers, a morika oHOBIEHHS Ta Bizyanizailii BAKOHYETHCS B PAMKax
uukiny Update abo LateUpdate Unity.

Takuit miaxi7 J03BOJISE TOCATTH BUCOKOI MPOIYKTHBHOCTI, 30€pIralouu mpu

[IbOMY MOJYJIBHICTH 1 3pYYHICTh PO3POOKH. YCi1 KIIOUOB1 €Tanmu CUMYIISAIIT — Bij
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CTBOPEHHSI YaCTHMHOK JI0 iX BIHOOpa)X€HHS Ha €KpaHi — peajli30BaHl y BUIJISAIL

OKpPEMHX, ITIOBTOPHO BUKOPHUCTOBYBAHUX KOMITOHECHTIB.

» == Solution 'diploma-simulation’ (1 of 1 project)
4 = = Assembly-CSharp
P &#& References
4 [ Assets
4 [ Scripts
4 [ Helpers
4 [@® GPU Sort
4 @@ CountSort
4 [@ Resources
& @ CountSort.compute
4 [@B Scan
4 [ Resources
2 @ ScanTest.compute
C# Scan.cs
b &cC= GPUCountSort.cs
4 [gB SpatialHash
4 [@@ Offsets
4 [BB Resources
s.compute

etCalculator.cs

c# ComputeHelper.cs
4 [@ Simulation
4 [@ Compute
& @ FluidMaths2D.his|

& @ FluidSimulation.compute
& @) SpatialHash.hisl
4 [E@ Display
& @) Particle2D.shader
P ac# ParticleRenderer.cs

Simulation.cs

& C® Spawner.cs

Pucynok 2.3 — Ctpykrypa namnok npoekty B Unity

2.3 IIpoexTyBaHHS 00UYUCITIOBATBLHOTO siapa cumydsiii Ha GPU

JIns MOCATHEHHS BHCOKOI MPOIYKTHBHOCTI TPH MOJCTIOBaHHI JUHAMIKH

PIIMHN BUKOPUCTOBYETHCS OOUUCIIEHHS HAa TPaiqaHOMY MPOIIECOPi 3a TOTIOMOTOFO

compute shaders. ¥ paMkax I[b0oro mpoeKkTy OOYUCIIOBAIBHE PO PEali30BaHO Y

BUTJISIII Okpemoro .compute-daitny — FluidSimulation.compute, 1o BUKOHYy€e BCi

OCHOBH1 po3paxyHku cumyJssiuii SPH: OHOBIIEHHS TyCTHHH, THCKY, CHJI Ta

MEePEMIIIECHHS YaCTUHOK.
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OO6uncneHHs noAuIeHo Ha okpeMmi kernel—@yHk1ii, KO’KHa 3 AKUX BIANOBIAAE
3a meBHUM eran cumyssiii. Takuil moain A03Boiigs€e €()EKTUBHO KepyBaTH
pecypcamu GPU, yHukaTh HaaMipHOi KOHKYpEHILIi 3a mam’sTh 1 3a0e3nevyBaTu
MpaBUJIbHY MOCI1I0BHICTh BUKOHAHHS.

[lepmuit kpok — OOYMCIIEHHS TYCTHUHM KOHOT YaCTMHKM HAa OCHOBI ii

otoueHHs. ['ycTuHA BU3HAYa€ThCs (GOPMYIIOIO:

Pi = Z]m] : W(Ti — 7"]', h), (21)

ne W — srnapkyBanbHa ¢yHkiis (Spiky ado Poly6);
h — paxiyc BriuBy.

OTtpumani 3HaYEHHS TYCTUHU NIEPENAIOTHCS Y PYHKI[IF0 OOUHCIECHHS TUCKY:

pi =k - (pi — Do), (2.2)

Ileti eranm peanizoBano B kernel-¢ynkmii DensityPressureKernel, ska
napajesbHO 00poOJisie BCl YaCTUHKH, BUKOpucTOBYyrounm Spatial Hashing mis
0OMe)XEeHHS KoJia MepeBipOK JINIe HAMOIMKIYUMH KoMmipkamu [1].

Jlami oOYMCHIOETBCS CyMapHa CHJIa, IO Jl€ Ha KOXHY 4acTHUHKY. OCHOBHI

KOMIIOHCHTU.
fij = k- (pi = po), (2.2)
— CHJIa TUCKY:
fpressure _ 'pi,- n @. PW (r; — 73, h), (2.3)

— cwia B SI3KOCTI:
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. . m.
fi}nscosﬂy =u- p_]f . (vj ;) - VZW(T'l- -7, h), (2.4)

Po3paxynoxk peanizoBano B ForcesKernel, sikuii 3actocoBye cunu 10 6ydepa
MIBUIAKOCTEH.
3aBepliayIbHUN €Tal CHUMYJISLII — OHOBJICHHS CTaHy KOXXHOT YaCTHHKHU

3TIHO 3 PIBHSAHHAMU PYXy
Ui(t + At) = Ul'(t) + a At, (25)
r;i(t + At) = 1;(t) + v;(t + At) - At, (2.6)

OnoBnenHst BUKOHYeThcsl y IntegrationKernel, mo BpaxoBye rpasiTarlio,
CHJIM Ta MEXI1 €KpaHy — JJIsl BITOUTTSI YaCTUHOK Bij KpaiB ciieHu [6].

Jns  30epiranHs  iHpopmalii Tpo  YACTUHKH  BHKOPHUCTOBYIOTHCS
StructuredBuffers — wmacuBM: MO3MINI, IIBHAKOCTI, THCKY, TyCTHHH, MAacCH,
IPOMIDKHUX 3HAYEHb.

Koxxna kernel-gpyHkiis mparmroe y mnapajieabHOMY IOTOIl HaJ OKPEMOIO

gactuukoro (1 thread = 1 particle), mo 103BoJs€ MOBHICTIO BHUKOPHCTATH

nepeBaru napanenbHoi apxirektypu GPU [8].

3amyck compute shaders smilicHioeThes uepe3 metoa Dispatch, skwid
BukiikaeThesi 3 CPU-ckpunty Simulation.cs, monepeaHbo 3aar0dn mapaMeTpH,
O0ydepu Ta posmip thread-rpym.

3 METOI0 JOCSTHEHHSI CTa0UTRHOT MPOAYKTUBHOCTI peajli30BaHo:

— 0OMEKEHHS 30HHM IOIIYKY 3a JonoMororo spatial hashing;

— obumcnenns y float2 (2D) 3amicTs float3;

— TMOBTOpPHE BUKOpHCTaHHS OydepiB Mixk kernel-pyHkimismu;

— YHHUKHEHHSI aTOMapHUX orepallii Ta OJIOKyIOUUX CUHXPOHI3aIlil.
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TakuMm 4MHOM, OOYMCIIOBAJIBHE SIPO CUMYIISAIII peai30oBaHO SIK TMOBHICTIO
GPU-opienToBaHe pillleHHs, IO 103BOJIsIE 0OPOOIISITH TUCAY1 YACTUHOK 3 BUCOKOIO

YacTOTOIO OHOBJIEHHS B pe€ajJbHOMY Hacl.

2.4 CTBOpEHHS CUCTEMHU IIPOCTOPOBOTO XEIIYBAHHS

OnHyuM 3 HaWBaXJMBINIUX AaCMEKTIB ONTUMI3AIlli CUMYJAIINA Ha OCHOBI
YacTMHOK € edekTuBHUM nomyk cyciaiB. Ockinbku meton SPH mnepenbauae
oOuncneHHst (i3UWYHUX BEIMYMH HAa OCHOBI B3a€MOJIli 3 YaCTUHKAMU B MeXax
MIEBHOT'O pajilycy, HEOOXiTHO OOMEXKHUTH MEPEBIPKY JIMIIIE THMHU €JIEMEHTaMHU, 110
CIIpaB/Ii MOTEHIIIHO MOXKYTh BIUTUBATH. Y I[bOMY MPOEKTI JIJIS IILOTO Peali30BaHO
cUCTeMy IpocTopoBoro xemryBanHs (Spatial Hashing) — texHiky, 1o go3BoJisie
IIBUJKO 3HAXOAWUTH CYCITHI YacTUHKHU [8], po3mOAUIAIYM iX Yy KOMIpKH
PIBHOMIPHOT CITKH.

Cytp MeToAy TOdSTaE y poO3OUTTI MPOCTOPY HA JHCKPETHI KOMIPKH
¢ikcoBaHOrO PO3MIpy (3a3BUYall TPOXH OLIBIIOrO 3a PajiyC BILIUBY YacTHHKHU ).
KoxHa dYacTMHKAa TPUIUCYETHCSA JO BIATOBIAHOT KOMIPKH, 1 BC1 OOYHCIICHHS
IPOBOJATRECS JIMIIE 3 THUMH YacCTUHKAMHM, M0 3HAXOJAThCS B TMOTOYHIA abo
CYCITHIX KOMIpKaX.

Y  IBOBHMIpHOMY TpOCTOpI  TOJIOKEHHS  YacTUHKU 17 = (X;,V;)

MIEPETBOPIOETHCS B TUCKPETHI KOOPAHMHATH KOMIPKH [7]

cx = |hxi], ¢, = |hyi], (2.7)

Jlami, 3a JOMOMOror Xemr-QyHKINi Il KOOPJAWHATH TICPETBOPIOIOTHCS Y

OJTHOBUMIPHUH 1HJIEKC [7]

hash(cx, ;) = ((cx - 1) @ (¢y - p2))modN, (2.8)
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1€ p1 1 Py — BEIUKI MPOCTI YUCJIA;
N — KUIBKICTh KOMIPOK;
@ — nobiroa XOR-omeparris.

Ile mo3Bomysie 30epiraTd JaHi y JIHIKHUX MacuBax 0€3 CTBOPEHHS
JBOBUMIPHOT TaOJIHUIII.

Jana npoueaypa 371HCHIOETbCA 32 HACTYITHOIO CXEMOIO:

Kpok 1. OOGumcnenns xem-kiuwodiB. Y meiaepi SpatialOffsets.compute
KO’KHa YaCTHHKA MapasieIbHO 00pOOISETHCS 3 METOK OOYHCICHHS XEHI-KIIIoua 3a
il MO3UITIEO.

Kpok 2. CopryBanHs 4acTHHOK. [liciis CTBOpEHHS XENI-KIIOYiB YaCTUHKH
copTytoThcss 3a kimouem 3a jgomomoroto  GPUCountSort.cs. Lle mo3Bodsie
3rpyIyBaTy BC1 YACTUHKH OJHIET KOMIPKU PA30OM.

Kpoxk 3. ®opmyBanns offset-6ydepa. Hactynumii kpok — ctBopenns offset-
tabmuirl (start indices), sika 30epira€ TMOYATKOBUM 1HJEKC y BiICOPTOBAHOMY
MacuBl JJiIi KOXKHOTO YHIKQJIBHOTO Xem-Kitoua. [[ins 1uporo peanizoBaHO
npedikcHy cymy (scan), 110 J03BOJISI€ IIBUIKO BU3HAYUTH MEXI KOXKHOI TPYyIH
YaCTHHOK.

Kpok 4. Tlomyk cyciniB. Ilig yac oO4HCICHHS TYCTHHHU, TUCKY Ta CHJI, IS
KO’KHOT YaCTUHKU BUKOHYETHCS TEPEeBipKa HE BCIX NNN YaCTHHOK, a JIUIIE THX, 10
3HAXOIATHCS B 9-THM KOMIpKax: MOTOYHIM 1 BochbMHU cyMbKHuX [4]. Lle 3menmye
KUTBbKICTh TepeBipok i3 O(n2) mo maibke O(n), 1m0 KPUTHYHO BaXKIUBO TIpU
BEJIMKUX 00’ €Max CUMYIISAILI.

Y CTpyKTypl NpOEKTY peajizailii MPOCTOPOBOrO XEIIYBaHHS OXOILTIOE
KUJTbKa KITFOYOBUX KOMIIOHEHTIB:

— SpatialHash.cs — xepyBanHs norikoro xernryBanHs Ha CPU, BHIUICHHS
Oydepis, iHimiamizamis shader-mapameTpis;

— SpatialOffsetCalculator.cs — moaynp aas oOuucnenns offset-radmmiri;

— SpatialOffsets.compute — GPU-meitnep, skwii peanizye OOYHCICHHS

XEIII1B, 3CYBIB 1 30epiraHHs JaHuX y Oydepu.
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[InanyeTbcs po3poOka e(dEeKTUBHOI CHCTEMU MPOCTOPOBOI  aapecarrii
YaCTUHOK Ha OCHOBI XEIIyBaHHS, SIKa JIO3BOJIUTh MAacCIITa0yBaTH CUMYJISIIIO /10

JECATKIB THCSY €JIEMEHTIB 0€3 1ICTOTHOI BTPATHU MPOIYKTUBHOCTI (puc.2.4).

Pucynok 2.4 — Bizyaunizalis po3noiily 4aCTUHOK Y IPOCTOPOBIi CiTIIi

2.5  IHTerpailisi peHIEpUHTY YaCTHHOK 3a JOTIOMOTOI0 IIEHIEPiB

Bizyanizaiiss 4aCTUHOK Y CUMYJISIT PITUHU € KIFOYOBUM KOMIIOHEHTOM JIJISI
JIOCSITHEHHS TIEPEKOHJIMBOI Ta iH(PopMaTuBHOI rpadiku. 3 MeTor 3a0e3MedeHHS
e(eKTHBHOTO BIAOOPaKEHHSI BEJIMKOI KUTHKOCTI YaCTUHOK 13 BpaxXyBaHHSIM iXHIX
GIBUYHUX TIapaMeTpiB — TMOJOXKEHHS, IIBUAKOCTI Ta TYCTHHH — Y TIPOEKTI
nepen0avaeThCsl BUKOPHUCTAaHHS Tpadiunmx mekdaepiB y mnoemnanni 3 GPU-
0a30BaHUM TMIX0JIOM JI0 IHCTAHCHHTY.

[TnanyeTbes cTBOpeHHs criemianizoBaHoro meiaepa Particle2D.shader, sxuii
BUKOpUCTOBYBaTUME mapametrpu, nepenani 3 CPU-ctoponm, 30kpema Oydepu

no3uttii (Positions2D), mBuakocteit (Velocities) ta ryctun (DensityData). Ili
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Oydepu OHOBIIIOBATUMYTHCSI KOXKEH KaAp 1 MepeaaBaTUMYThCs 10 Liehepa yepe3
Marepial, 10 CTBOPIOETHCS Y BIANOBIAHOMY KoMiioHeHT1 ParticleRenderer [9].

Komnonent ParticleRenderer BianoBigae 3a maroToBky MarepiaiiB, TEKCTYp
Ta OydepiB iHCTAaHCUHTY. [[1s1 BiIOOpaKEHHSI YACTUHOK BUKOPUCTOBYETHCS METO/T
Graphics.DrawMeshlnstancedIndirect, sikuii 703BOJISIE  PEHAECPUTH  BEIIUKY
KUIbKICTh 00'€KTiB 3a qonomororo ogHoro GPU-Bukiuky. lle KpUTUUHO BaKIMBO
Ui 3a0e3MeYeHHS] BHUCOKOI TPOAYKTHBHOCTI TPU CHMYISIIISX 13 THCSYaMU
YaCTUHOK.

Konbopora kapra (Gradient) BAKOPUCTOBYEThLCS JIs Bizyasizallii HIBUAKOCTI
KOXXHOT YaCTHUHKH, IO JO03BOJISIE KOPUCTYBAdy IHTYITHBHO OI[IHUTH JIHUHAMIKY
pinuHu. BoHa TEpeTBOPIOETBHCA Yy TEKCTYpPY 3a JOIMOMOTO CTATUYHOI (YHKIIil
TextureFromGradient, mo renepye 1D-TekcTypy KOIbOpiB 1 niepeae ii B meiep
[11].

VY mreiiepi 00UMCITIOETHCS OCTATOYHUHN KOJIIp YaCTHHKH, SIKHM 0a3yeThCsl Ha
il HOpMai30BaHIA IIBUIKOCTI BIAHOCHO MAaKCHUMAaJbHOTO 3HAYEHHS, 3aJlaHOTO
napamerpom velocityMax. Ile mo3Bosisie amanTyBaTh Bizyallizallilo J0 PI3HUX
MacmTabiB pyxy y cumydisiii. Takoxx BpaxoByeThcs MacmTad YaCTHHOK, SIKH

KOHTPOJTIOETHCS MapaMeTpoM scale (puc. 2.5).

Pucynok 2.5 — Bizyaizaiis 4aCTHHOK 13 pi3HAM 3HAYCHHSIM TapaMmeTpa scale

VY pe3ynbTari peanizoBaHa CUCTEMa PEHIAEPUHTY YACTHHOK J03BOJISIE THYYKO
Ta e(pEeKTUBHO BI3yali3yBaTH SK CTPYKTYpHI, TaKk 1 JWHAMI4H1 BJIACTUBOCTI
piauHHOI cuMmyisiiii (puc. 2.6), 30epiraouu Mpu IbOMY BHCOKY NMPOAYKTHUBHICTb

Ha Cy4acHUX rpadiuHux npouecopax.
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Pucynok 2.6 — Bizyanizailis 4aCTUHOK 13 KOJIbOPOBUM TPATIEHTOM IIBUIKOCTI (BI

MypPIYyPHOTO JI0 )KOBTOIO)

BignaromkeHHs ta Bizyanizallis pe3yiabTaTiB

2.6

VY mporieci po3poOKH CUMYJIALIT PIAMHN BaXKJIMBOIO CKJIAJIOBOIO € HE JIMIIE

peanizaiis Gpi3udHOI MOJIeN1, a i moOyA0Ba IHCTPYMEHTIB JJIsS BI3yallbHOT'O aHaTI3y

W BimJarojykeHHs. BpaxoByHOUM CKIIQJHICTh OOYHMCIICHB, IO BUKOHYIOTHCSA Ha

GPU,

BUABIIAIOTBCA

nebarepu

MCTOAM  HAJAroJKCHHSA  4CPE3

KJIACUYHI
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HEJOCTaTHIMHM, TOMY BEJIMKa yBara MNpUAULIacd caMme BI3yadbHINd IHCHEKIIl
pE3YINIbTATIB.

OaHuM 13 KIIOYOBUX IHCTPYMEHTIB € Bi3yanizauisi Oy(epiB YacTHUHOK Yy
peaspHOMY Yaci, SIKy ITUIaHyeTbes peanizyBaTu uepes ParticleRenderer. Konbopora
IHAUKAIlS [BUAKOCTI YaCTUHOK 32 JIOMIOMOTOI0 TPAJI€EHTHOI TEKCTYpH J03BOJIsIIA
Jerko 1neHTudiKyBaTU aHOMAalbHI 3HAYCHHS — HANpPUKIAJ, 3aHaJITO BHCOKI
MIBHJIKOCTI a00 CTaTW4YHI CKyM4YeHHs dYacTWHOK. lle mae 3Mory omepaTHBHO
BUSIBJIATH MPOOJIEMU B OOUMCICHHSIX CHIIM TUCKY, B 3KOCTI1 4M rpasitauii [12].

Jlnst 3a0e3nedeHHs KOPEKTHOI poOOTH MPOCTOPOBOI CTPYKTYPH CHUMYJISIIL
nepen0avyaeTbcsl BUKOPUCTAHHS BizyanizauidHux 1HcTpyMmeHTiB Unity, 30kpema
napamerpiB Gizmos. Ilix yac TecTyBaHHs TUIAHYETHCS peaji3yBaTH BHUBEICHHS
iHopMaIlii Ipo MPOCTOPOBE XEIIYBaHHS, BKIIOYAIOYU TpadivyHe MpeICTaBICHHA
KOMIPOK Ta IHIWKAIII0 KUIbKOCTI YAaCTMHOK Yy KOXHIiM 3 Hux. lle mo3BoNHTH
OI[IHUTH TIPABWJIBHICTh MPOCTOPOBOTO MOJUITY CIEHH Ta €(PEKTHBHICTH TMOIIYKY
CycimiB y KOHTeKCTI anroputmy SPH.

OckuTbKM  CUMYJISAIIA  0a3yeTbcsi Ha  OOUYMCITIOBAJIBHUX  IIeHzepax
(ComputeShader), s mepeBipkHM iXHBOI KOPEKTHOCTI Oyae 3acTOCOBAHO
3UUTYBaHHS TPOMDKHUX OydepiB, 30KkpeMa OydepiB T'YCTUHH Ta CHUJIU THCKY.
OtpumaHi [gaHl TUIAHYEThCS aHAJII3yBaTh 3a JIONIOMOTOI0  CTaTUCTUYHUX
XapaKTePUCTUK — TaKUX SK CEpeaHl 3HAueHHs, MIHIMaJIbHI Ta MaKCHMAaJIbHI
BIIXWJICHHS — JIJIS BUSIBJICHHSI aHOMaJTiii a00 MOMUJIOK Y PO3PaXyHKaX.

Jlist TeCTyBaHHSI TIOBEIIHKM CUMYJISIII B YMOBaX HECTAaHJAPTHUX CUTYyaIlil
nepen0avaeThCsi BUKOPUCTAHHS CIEHIATBLHOTO 1HCTPYMEHTY Spawner, SKHi
J03BOJISIE BPYUYHY JAOJaBaTH YacTUHKHU A0 cleHd. lle 3abe3nednts MOMKIMUBICTDH
MOJICITIOBaHHS CIIEHApiiB 3 KOJWMBAaHHAMH THCKY, 3ITKHCHHSIM TMOTOKIB a0o
BHUTIKaHHSIM YaCTHHOK 3a MEKi 00J1aCTi CUMYIIAILII.

TakuM YWHOM, TIO€THAHHS BI3yaJbHUX 3ac00IB HaJIaroJDKEHHS, aHali3y
OydepiB Ta pyqHOTO TECTYBaHHS CTaHE OCHOBOIO JJIsi BepuiKallii KOPEKTHOCTI Ta

CTaOLIBHOCTI CUMYJISIIIT 3a pI3HUX yMOB (puc. 2.7).
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Pucynok 2.7 — [lpuknaz Bizyanizaiii aHOMaJdbHOT T'YCTHHU YaCTUHOK Y TIPOCTOP1
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3 PEAJIIBALISI CUMYJISILIT PIIVMHMU B UNITY

3.1  CrBOpeHHS CIIEHU CUMYIISAIIIT

Cueny cumymsnii Oyno cTBOpeHO BpyuHy B cepenoBuii Unity, 0e3
BUKOPUCTaHHS CTaHAApPTHUX 1Ma0jaoHiB. OCHOBY CIIEHH CTaHOBHUTH O0'€KT
Simulation, 10 siKOTr0 IPUB’ sA3aH1 KJIIFOYOB1 KOMIIOHEHTH KEPYBaHHS CUMYJISIIIEIO:

- Simulation.cs ayst peanizailii OCHOBHOT JIOTIKU (DI3UYHUX OOYHUCIICHB
Ha GPU;

- Spawner.cs BiIIOBia€ 3a CTBOPEHHS Ta 1HII1ATI3aI[1}0 YACTUHOK;

- ParticleRenderer.cs  3abe3neuye  Bi3yamizallifd  YaCTUHOK 13
BUKOpUCTaHHAM 1ieiinepa Particle2D.shader.

O6nacte cumyisIii BuU3HA4YaeThecsa B Simulation.cs 3a  J10MOMOror0
napameTpiB, 1o 3agaroTbes uepe3 Serialized Fields. Ile mae 3mory 3amaBatu
pO3MipH CIIEHHM, KUIBKICTh YAaCTHHOK, Tapamerpu ¢Gi3M4HOI B3aeMmojii (Macy,
B’S3KICTh, pajlyC 3TJIaJKYBAHHS TOIIO) O€3 MOTPeON 3MIHIOBATH KOJ — JIOCTaTHHO
HaJaIITyBaTH BiAMOBIAHI 1MOJs y BikHI Inspector (puc.3.1). Takuii miaxia crporrye
EKCIIEPUMEHTYBAHHS 3 MTapaMeTpaMu CUMYIIALII] Ta MPUCKOPIOE HATATOIKECHHS.

Jlns 3pydHoi Bi3yamizamii MeX o0O0JacTi CHUMYJIAIII Ta HaJlaroJKeHHS
00poOKM 3ITKHEHb BHKOpUCTOBYBanucs (Gizmos. BoHM MO3BOISIM B peaakTopi
Unity moGaunTu rpaHuyHi JiHii 00JacTi, MO aJ0 3MOTY OI[IHUTH KOPEKTHICTh
pOOOTH TPAaHUYHUX YMOB Ta BIAIMITOBXYBaHHS YaCTHHOK BiJ CTiH (puc.3.2).

VY cueni Takox HasiBHa MainCamera, sika 3a¢ikcoBaHa MiJ KyTOM 3TOpH Ta
3abe3nedye cTabiTbHE MBOBHUMIpHE BimoOpakeHHs Bciei oOmacti cumydsiii. Bes
CIIeHa 30cepeKeHa B oqHoMy daiiini — MainScene.unity (puc.3.3), 110 MICTUTBCA Y

nupekTopii Scenes/Simulations/.
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v Simulation (Script)

Simulation Settings
Tim

B FluidSimulatio
B Simulation (S

Pucynoxk 3.1 — Ipukian HamamryBaHb KoMIOHeHTIB Simulation gepes Serialized

Fields y Unity

Qv 20 ©® w v B my P~

Pucynok 3.2 - [lpukimag Gizmos y TOJOBHIH ClIeH1
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P MainScene

) Main Camera
50 Simulation

Pucynok 3.3 — 3aranpHuit BUrisi cuenu cumynsiii B Unity

['enepallis 4aCTUHOK BUKOHYETHCS aBTOMAaTUYHO a0O BpPYYHY uepe3 Kiac
Spawner, 110 103BOJISi€E 3MIHIOBATH TOYaTKOBI yYMOBH, 30KpemMa KOH(QIrypario
pO3MillleHHs, 1HTEHCUBHICTH abo ¢dopmy mnortoky. lle ocobmmuBOo KOpUCHO s
NEPEeBIPKU CTaOLILHOCTI CUMYIISIT B YMOBaxX Pi3HUX CLIEHApIiB — B CTATHYHHUX
CKYMUE€Hb J0 3ITKHEHHS OTOKIB.

Jlictuar 3.1 Metoa CTBOpEHHS TOJIOKEHb Ta IIBHJIKOCTEH YaCTHHOK 3

BHUIIaIKOBUM 3MiHICHH5[MZ

public ParticleSpawnData GetSpawnData()

{
var rng = new Unity.Mathematics.Random(42);
List<float2> allPositions = new();
List<float2> allVelocities = new();

List<int> allRegionIndices = new();

for (int regionindex = 0; regionindex < spawnRegions.Length;
regionindex++)

{
var region = spawnRegions[regionindex];

float2[] basePoints = GeneratePointsinRegion(region);
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foreach (var point in basePoints)

{
float angle = (float)rng.NextDouble() * math.PI * 2f;
float2 dir = new float2(math.cos(angle), math.sin(angle));
float2 jitter = dir * jitterStr * ((float)rng.NextDouble() - 0.5f);

allPositions.Add(point + jitter);
allVelocities.Add(initialVelocity);

allRegionindices.Add(regionindex);

return new ParticleSpawnData

{
positions = allPositions. ToArray(),
velocities = allVelocities. ToArray(),

spawnlndices = allRegionIndices.ToArray(),

b

[arepdeiic kopucTyBada B CIIEHI BIJICYTHIH: ycl MapaMeTpu 3aai0ThCs
0e3MmocepeIHb0 Y BIACTHBOCTSIX KOMIIOHEHTIB 4Yepe3 iHcmekTop (puc.3.4), mo

BiZIMOBiZa€ OKYCYBAHHIO MTPOEKTY HA CUMYIIALINHY Joriky Ta GPU-o64ucnenHs.
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© Inspector 3 i 4] Spawner (Script)
@ v Simulation
X Tag Untagged Layer Default Spawn Settings

P Transform

B v simulation (Script) 3 Debug Info

Sount

Simulation Settings n v Particle Renderer (Script)

Simulation Reference

Rendering Settings

Add Component

Interaction Settings

References

Pucynok 3.4 — Ctpykrypa 06’exta Simulation y BikHI 1HCIIEKTOpa 3

Hi}lKJ’IIO‘IGHI/IMI/I CKpHUIITAMHU

3.2  Po3poOka obuncIoBaIbHUX CKPUITIB Ta compute shaders

OmHuM 13 KIIOYOBUX €TalliB PO3POOKM IILOTO MPOEKTY cTaja Mo0y/IoBa
CUCTEMH CHUMYJIIIII PIUHM, SKa BHUKOHYEThCS Ha TpadiuHOMY mporecopi 3a
JIOTIOMOTOI0  OOYHMCITIOBAIBHUX ImeiaepiB. Ha BigMiHy Big TpaguIliifHOTO
npouecopaoro BukoHaHHs, GPU go3Bomsie mapanensHO 00poOIATH THCSY1
YAaCTHHOK y PEeXHMIi peajbHOr0o 4Yacy, II0 OCOOJIMBO BAKIUBO JUIsI CTBOPCHHS
MPaBAONOAIOHOT MOBEIHKH PITUHU 3 BUCOKOIO JIETaTI3aIlIETO.

Cepuiem  miei  cucremu €  compute  shader mim  Ha3zBorwo
FluidSimulation.compute, y sskoMy MO€TamHo peaiizoBaHo (Gi3MUHY MOJEIb PyXY
gacTHHOK. KOXXHa 4acTHHKA — 11e HEBEJIMKa He3aJIe)KHA OJIMHULIA, sIKa B3a€EMOJIE 31
CBOIMH CyCiIaMH 3TiTHO 3 TPHHIMIIAMU METOAY CTJIa/DKEHOI TiapOoauHAMIKU
yactuHOK (SPH). Lleit MeTon 103BoJIsIE OOUMCITIOBATH TYCTUHY PIAUHU, TUCK, CUITY
B’SI3KOCTI Ta 1HII BJIACTHUBOCTI, III0 BUHHMKAIOTh YHACHIAOK JIOKAJIbHOI B3a€MOIi

YaCTHUHOK.



43

Ha moyaTky KOXKHOTO KpOKY CHUMYJISLIi OOYMCHIOETHCS BIUIMB 30BHIIIHIX
cui. Y Hamii peanmizaiii BpaxOBYETbCS TpaBiTallisi, a TaKOX MOXJIUBICTh
BTPYUYaHHs KOpPUCTyBada — HaINPUKIAJ, BIUIMB Kypcopa MHUIl, SKANA IMITYy€
JOKaNbHUI THUCK Ha piguHy. Jlami cuctema nporHozye MailOyTHI MOJIOKEHHS
YaCTMHOK Ha OCHOBI iXHBOI MOTOYHOI INIBHUJKOCTI, IIO JA€ 3MOTY OLIHHUTH, SK
3MIHUTBCS KOH(Irypauis CHCTEMH HalOIMKUYUM YaCOM.

Jlictunr 3.2 OyHKLiA 175 HATAIITyBaHHS TapaMeTpiB OOYMCIICHHS:

void UpdateSettings(float deltaTime)

{
compute.SetFloat(*deltaTime", deltaTime);
compute.SetFloat(* gravity", gravity);
compute.SetFloat(*'collisionDamping”, collisionDamping);
compute.SetFloat(*smoothingRadius™, smoothingRadius);
compute.SetFloat(* targetDensity", targetDensity);
compute.SetFloat("pressureMultiplier”, pressureMultiplier);
compute.SetFloat("nearPressureMultiplier”, nearPressureMultiplier);
compute.SetFloat(*'viscosityStrength", viscosityStrength);
compute.SetVector("boundsSize", boundsSize);
compute.SetVector("obstacleSize", obstacleSize);

compute.SetVector("obstacleCentre", obstacleCentre);

compute.SetFloat("Poly6ScalingFactor", 4f / (Mathf.P1l *
Mathf.Pow(smoothingRadius, 8)));
compute.SetFloat("SpikyPow3ScalingFactor”, 10f / (Mathf.PI *
Mathf.Pow(smoothingRadius, 5)));
compute.SetFloat("SpikyPow2ScalingFactor”, 6f / (Mathf.P1 *
Mathf.Pow(smoothingRadius, 4)));
compute.SetFloat("SpikyPow3DerivativeScalingFactor", 30f /
(Mathf.Pow(smoothingRadius, 5) * Mathf.Pl));
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compute.SetFloat("SpikyPow2DerivativeScalingFactor", 12f /

(Mathf.Pow(smoothingRadius, 4) * Mathf.Pl));

Vector2 mousePos =
Camera.main.ScreenToWorldPoint(Input.mousePosition);
bool isPull = Input.GetMouseButton(0);
bool isPush = Input.GetMouseButton(1);

float currStrength = (isPush || isPull) ? (isPush ? -interactionStrength :

interactionStrength) : Of;

compute.SetVector("interactionInputPoint”, mousePos);
compute.SetFloat("interactionlnputStrength”, currStrength);

compute.SetFloat("interactionlnputRadius”, interactionRadius);

[Ilo6 Bu3HAUMTH, SKI YACTUHKMA 3HAXOMSTHCS TMOPYY OJHA 3 OJHOIO,
BUKOPUCTOBYETHCA TMPOCTOPOBE XEIIyBAaHHA — METOM, AKUH JUIMTH MPOCTIp HA
KIITHHA Ta PO3IOALILE YACTUHKHU 3a IMMHU KiIiTHHaAMHU. Lle mae 3Mory oOMexuTu
KOJIO TEPEBIPOK i Yac B3a€EMO/III JUIIE A0 TUX YaCTUHOK, SIKI PEATbHO MOXYTh
BIUTMHYTH OJlHA Ha OJHY, 3HAYHO ITIIBUIYIOYM HIBUIKICTH OO4HMCIeHb. [licmus
moOyZ0OBH TMPOCTOPOBOT CITKM Ta COPTYBaHHS YACTHMHOK PO3MOYHHAETHCS
pPO3paxXyHOK TYCTHMHHM Ta OJW3bKOT TYCTHHH JUIsl KOXKHOT 3 HuX. Lli 3HaueHHS
BU3HAYAIOTHCS HA OCHOBI BIJICTaHI JI0 CYCiTIB Ta BHUKOPUCTOBYIOTHCS IS
OOYHUCIICHHS THCKY.

Cunu  THUCKY MOJCNIOIOTBCA TaK, HIOM KOXXHA 4YacCTHHKAa TMparHe
MIATPUMYBATH TIEBHY «iJlealibHY» TYCTHHY. SIKIIO BOHA OLIbIIa 3a HOPMY, TO

YTBOPIOETHCSI THUCK, SKWW HaMaraerbcsl BIJIITOBXHYTH YACTHUHKY BIJl IHIIHX.
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AHaNOTIYHO PO3PaxOBYEThCS 1 CHJIA B’SI3KOCTI, SIKa IOM AKIIyE PI3KI 3MIHU
HIBUAKOCTI MK YaCTUHKAMHU, IMITYIOYM BHYTPILIHINA OMIp PIAMHH.

[Ticns 3aBepuieHHsS BCiX (PI3MYHUX OOYHMCIEHb KOXKHA YAaCTUHKA OHOBIIIOE
CBO€ TIOJIOXKEHHSI y MPOCTOP1 BIAMOBIIHO O HOBOI MIBUAKOCTI. SIKIO YacTHUHKA
CTHUKA€EThCA 3 MeEXaMH CLeHH abo mnepemkoaow (y L[bOMY BHUNAAKY —
NPSIMOKYTHUM 00’ €KTOM), il pyX 3MIHIOETbCS 3 ypaxyBaHHSIM CHJIM BIACKOKY Ta
nemnyBaHHs, 100 YHUKHYTH HACKPI3HOTO MPOXOJIXKEHHS KP13b TBEP/I1 00'€KTH.

[lapasenbHo 3 QBBUYHMMHM ~ OOYMCICHHSMHM  Tpalioe  Meuaep
Particle2D.shader, axuii Binmosinae 3a Bizyani3alilo YaCTUHOK Ha ekpaHi. KoxHa
YaCTHHKA 300paKy€ThCS SK MaJ€HbKUHA CHOpalT — KBajparT, MOJOKEHHS SKOTO
BIJINIOB1/Ia€ OOYMCICHUM KOoopauHaTaMm. BizyanbHui e(eKT AoCsITaeThCsl 3aBASKH
TOMY, 1110 KpailoBl 00JacTl YACTUHKH € HAIBIIPO30PUMH, a KOJIP 3aJeKUTh BiJ ii
mBuAKocTi. Lle cTBoproe edeKkT AuHaMIKK Ta HAOpSIMKYy pyXy: UMM HIBUAIIE
YaCTHUHKA PYXAETHCS, TUM SICKpABIIIMH 1 HACHUSHIIIUN 11 KOJTIp.

Jlictunr 3.3 ®yHKIliS BIPIMIMHHOTO IIeiaepa s BiTOOpaKeHHS YaCTHHOK

3a IIBUIKICTIO:

v2f vert (appdata_full v, uint instancelD : SV_InstancelD)
{

float speed = length(Velocities[instancelD]);

float speedT = saturate(speed / velocityMax);

float colT = speedT;

float3 centreWorld = float3(Positions2D[instancel D], 0);

float3 worldVertPos = centreWorld + mul(unity_ObjectToWorld,
v.vertex * scale);

float3 objectVertPos = mul(unity_WorldToObject,
float4(worldVertPos.xyz, 1));

v2f o;
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0.uv = v.texcoord:;

0.pos = UnityObjectToClipPos(objectVertPos);
o.colour = ColourMap.SampleLevel(linear_clamp_sampler,
float2(colT, 0.5), 0);

return o;

JIJIst TOCATHEHHS TUTABHOTO TMEPEX0,1y PO30POCTi Bil ICHTPY YaCTUHKH JIO il
KpaiB BUKOPUCTOBYETHCS (DparMEeHTHUH MIehaep, SKHA OOYUCITIOE 3HAYCHHS
anb(a-KaHaTy 3aJIeKHO BiJl BIZCTaH1 MIKCENs A0 HeHTpy. Y dparMeHTHId QyHKIiT
CIIOYATKY BHM3HAYAETHCS 3MIIIEHHS TEKCTYpHOI KOOPJIWHATH BiIHOCHO IICHTPY
YaCTUHKHM, TICIAs 4YOoro OOYMCIIOETBCA  KBajapar BifacraHi. [Ipo3opicTh
PO3PAXOBYETHCS 3a JIOMOMOIOK0 3IUIAJKEHOT (YHKIIIT mepexoay, sika 3abe3nedye
M’sIKe 3aTyXaHHS Ha MeXaX YaCTUHKU. 3aBSKH [IbOMY YaACTHHKA CIIPUIMAETHCS 5K
M’SIKE CBITJIE KOJIO, a HE SIK )KOPCTKHM KBaJIparT.

KonbopoBe 3HaueHHs, WO TMepeNaeTbCs 3 BIPUIMHHOTO IIeizepa,
BHKOPHCTOBYETBCSL SK OCHOBHHII KOIIp KOXKHOrO IiKceds. Moro HacHYeHICTb
3QJICKATHh BIJl MIBHUAKOCTI YaCTHHKH, IO miacuwiroe edext pyxy. Iloemnanas
KOJIBOPY Ta MPO30POCTI CTBOPIOE BI3yalIbHY JIETKICTh, IO A€ 3MOTY BiJOOpakaTH
3HaYHY KUIBKICTh YACTHMHOK 0€3 TepeBaHTaKCHHsS 300pakeHHS. Takuh Miaxif
JI03BOJISIE JOCATTH SIKICHOTO BI3yaldbHOTO €(EeKTy HaBiTh MPH BHCOKIN MIUTLHOCTI
CUMYJISAILI.

Jlictunr 3.4 @parMeHTHHN meHaep s M’ SIKOTO 3racaHHs YaCTUHOK:

float4 frag (v2f i) : SV_Target

{
float2 centreOffset = (i.uv.xy - 0.5) * 2;
float sqrDst = dot(centreOffset, centreOffset);
float delta = fwidth(sqrt(sqrDst));
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float alpha = 1 - smoothstep(1 - delta, 1 + delta, sqrDst);

float3 colour = i.colour;

return float4(colour, alpha);

VY miacymMKy OOYHMCIIOBAJIBHI MICHAEpU 1 Bi3yalli3yroul 3acO0M MPaIiOOTh
pazoMm, GOpMylOUYM CKJIaJHY, aje e(EeKTHUBHY CHUCTEMY, SKa CHUMYJIO€ Ta
BigoOpaxkae piauHy B pealbHOMY daci. Bci oOuucieHHs BinOyBaroThCA
oesnocepenubo Ha GPU, 1m0 103Bossie TOCATTA BUCOKOT MPOJYKTUBHOCTI HABITh

U BEJIMKIN KUTBKOCTI YACTUHOK.

3.3  GPU-copryBaHHs Ta onTumizailisi 00YMCIICHb

Jnst eheKTUBHOT CUMYIISIIT PITUHU, KA CKJIAJIA€ThCS 3 THUCAY YACTHUHOK,
HAJ3BUYAWHO BaXKJIMBO IIBHJIKO 3HAXOJMUTH CYCINIB KOXKHOI 3 HUX y MPOCTOPL.
[Ilo6 mnpumBuUIIIMTH IIeHd 1porec, Oyno peanizoBaHo cneriaabHe GPU-
COPTYBaHHS Ha OCHOBI METOJY ITJIpaXyHKOBOIO COPTyBaHHs (counting sort),
aJlanToBaHe Ui BUKOHAHHS Ha TpadigyHOMY Ipolrecopi. Y HAIIOMY BUMAAKY IIC
JI03BOJISIE  BIICOPTYBAaTM YAaCTMHKH 3a I1X TIPOCTOPOBUMH KIFOYAMH, IO
TeHEePYIOThCS TPH MOOYI0BI MPOCTOpOBOi ciTku (spatial hash), i1, BiamoBimHoO,
3rpyIyBaTy YaCTUHKH, SIK1 (P13MUHO TIepeOyBalOTh MOPS OJHA 3 OAHOIO.

CaMm anropuT™M COpPTYBaHHS TpAIIOE B KiTbKa €TamiB, KOXEH 13 SKHUX
peamizoBanuii sk okpemuit GPU-meinep. ¥ mepmmuii MOMEHT iHIIIANI3yIOThCA
Oydepn maHux: K04l (TOOTO MPOCTOPOBI 1HAECKCH), eneMeHTH (imeHTudikatopu
YaCTHHOK), a Takoxk Oydepu nns 30epexeHHs pe3ynbTaTiB COPTYBaHHS Ta
migpaxyHkiB. KoxkeH KiTtod — 1€ 1iJie 9uciio, sSIKe BKa3ye Ha Ty 00JacTh CITKH, B
SKi} 3HAXOJIUTHCS YaCTUHKA.

Ha mnouarky 3amyckaerbcsi meiinep ClearCounts, sikuii ouumiae Oydep

MiapaxyHkiB 1 iHinianizye Oydep inaekciB. [am CalculateCounts migpaxoBye,
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CKUIBKM YacCTHHOK BIJNOBIAAIOTh KOXHOMY K04y — TOOTO CKUIBKM 3 HHX
NOTPAIUIAIOTh 70 KOXKHOI KIITHHH CiTKA. Lle BUKOHY€THCS 3 BUKOPHCTAaHHSIM
atomapHoi omepauii InterlockedAdd, sika no3BoJisie yHUKHYTH KOHQJIKTIB IpH
OJIHOYACHOMY 3aIKC1 KUIBKOX MOTOKIB y TY caMy KOMIPKY Iam’sITi.

OnHak OJTHOTO JIUIIE MIAPaXyHKy HEIOCTaTHhO, 00 BU3HAUYUTH KOHKPETHI
Mo3ullii YacTUHOK Yy (IHAJIBHOMY BIJICOPTOBAHOMY CIHHUCKY. Jlns 1mporo
BUKOPUCTOBY€ETbCA anropuT™m mnpedikcHoi cymu (prefix sum abo scan). Bin
J03BOJISIE JIJIT KOXXHOTO KIIFOYa BH3HAUMTH IMOYATKOBUHU IHIEKC, 3 SIKOTO MArOTh
3alMCyBaTHCh €JIEMEHTH B PE3yJIbTaTi COPTyBaHHs. Hampukian, sSKo B kitoya 3 —
I’SITh €JIEMEHTIB, a JI0 IOT0 KI0Y 2 MaB YOTHPH, TO E€JIEMEHTH 3 KIYeM 3
nounHaloThess 3 iHHekcy 4. IlpedikcHa cyma BHUKOHYETHCS 3a JOMOMOIOIO
okpeMoro meiaepa ScanTest.compute, sikuii peaiizye OJIOKOBY Bepcilo scan-
QITOPUTMY 3 PO3OUTTSM Ha TPYIH Ta MOSTAITHUM KOMOIHYBaHHSIM PE3YIIbTATIB.

[Ticnsa obuncnenns npedikcHOi cymu 3amyckaeThbes meiaep ScatterOutput,
SKAW PO3MIIIY€E €JIEeMEHTH B HOBOMY Oydepi B MOPSAIKY 3pOCTaHHS KIIOYiB,
BUKOPUCTOBYIOUHM 1H(MOpPMAII0 3 MigpaxyHKiB. BiH TakoX BHKOHY€E 1€ OIUH
atomapuuii 3anuc y Counts, 1mo0 OTpUMaTH TO3UIII0 3aMHCy [JIsI KOXHOTO
eneMeHTy. TakuM YMHOM, YaCTUHKH TMOTPAIUISIIOTH Y BIACOPTOBAaHUN MAaCHB
BIJIMTOBIJTHO JIO CBOIX MO3UIIIHA Y TPOCTOPI.

®dinaneuuM  kpokoMm € tmeigep CopyBack, sxuii  mpocto  Kormiroe
BiJICOPTOBaHI €JIeMEHTH Hazaj y modatkoBi Oydepwu. Ilicis mporo Bci omeparrii
3aBepIeHO, 1 JaHl TOTOBI JO HACTYMHOTO €Taly CHUMYJANii — HampuKiIa,
00YHCIIEHHS B3a€MO/I11 YaCTHHOK y MeXaX OJIHI€T KIIITHHU MTPOCTOPY.

BaxxnmBoro 0ocobmuBIcTIO 11i€1 peanizailii € Te, M0 BCl €Tany BUKOHYIOTHCS
BukiirouHo Ha GPU, mo mo3Bosisie oOpoOIsITH BeMMYE3HY KUTBKICTh YAaCTHHOK
napaensHo. KoXeH MoTiK BiMOBIa€ 3a OAHY YaCTUHKY, a 3aBASKHA PO3OUTTIO HA
0510ku Ta BUKOpHUCTaHHIO shared memory (TpymoBoi maM’STi), TOCATAETHCSI BUCOKA
€(hEeKTUBHICTb HABITh JJIsl CKJIAJTHUX OOUYMCIIIOBAIBHUX €TalliB, sIK-0T prefix sum.

Kiac GPUCountSort y C# BianoBigae 3a 30UpaHHs Ta HaJalITyBaHHS BCIX

HeoOximHux OydepiB 1 melaepiB. BiH TakoX I1HKANCYJIIOE JIOTIKY 3alyCcKy
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o0uucienb, A0a€ Mpo MOBTOPHE BUKOPUCTAHHS OydepiB 1 KOPEKTHE OYMILECHHS
nam’sTi HicHsl 3aBeplieHHs cuMysisinii. Lleil miaxia n03BoJs€ JIErKO 1HTErpyBaTu
COpPTYBaHHS B 3arajibHy apXiTEKTypy CUMYJISLII Ta MacuTadyBaTu ii sl OUIBIINX

o0cAriB JaHux 0e3 BTpaTh MPOJYKTUBHOCTI.

3.4  Pe3ynbpTaTu TECTyBAaHHS Ta aHAJII3 MPOAYKTUBHOCTI

[Ticns peanizanii ocHOBHUX airoputmiB cumyisuii ta GPU-copryBanHs
OyJ10 MPOBEJACHO HHU3KY TECTIB JIJIS OI[IHKUA MPOJAYKTHBHOCTI crucTeMH. OCHOBHOIO
METOI0 TECTYBaHHS OYyJI0 BHU3HAUYCHHS MAaCIITAa00BAHOCTI CUMYJIAILIT 3a7€KHO Bij
KUTBKOCTI YacCTMHOK, a Takoxk rmnepeBipka edextuBHocTi GPU-onTumizamiii y
nopiBHssHH1 3 CPU-peanizaiiieto (115 KOHTPOJIbHUX 3aMIpIB).

Cumymsmiss  3amyckanack 'y cepenoBuii  Unity 3 BHUKOpPHCTaHHSIM
ComputeShader-niporieciB, ae Bcs OCHOBHa 00poOka (B3aeMoOjii YaCTHHOK,
COpPTYBaHHS, OHOBJIEHHS MO3UIIiH To1o) BuKoHyBasnach Ha GPU. [l npoBeneHHs
3aMIpiB BHUKOPHUCTOBYBaduch BOymoBaHi iHCTpyMeHTH Unity Profiler, a Takox
BUMIPIOBaHHS dYacy oOOYHCIeHb Ha KOXHOMY 3 €TamiB 3a JIOIMIOMOT'OI0
System.Diagnostics.Stopwatch.

Byno mporectoBaHO cUMYJIAIIT 3 PI3HOIO KUIBKICTIO YacTHHOK — Bif 513 10
98800. ITpu manmx o6’emax vactuHOK GPU-HaBaHTa)xeHHs OyJnO HE3HAYHHM, 1
CUMYJISIISE BUKOHYBaJach 13 3amacoM NpoAykTuBHOCTI. [IpoTe i3 3pocTaHHAM
KUTBKOCTI YacTMHOK CHCTeMa T[odYaja JIEMOHCTPYBaTHU BHUCOKHHA PIBEHb
nmapajenizaiii, J¢ 4Yac OHOBJICHHsS IO3WIK 1 OOYMCICHHS B3a€EMOJIIM 3pOCTaB
MaibKe JHHIAHO JHUINe 10 IeBHOI MeEXIi, MICIs Yoro crabili3yBaBcs 3aBIsSKH
e(eKTHBHOMY COPTYBAaHHIO Ta MPOCTOPOBOMY T'PYITYBaHHIO.

VY pamkax TectyBanHs Oyna 3adikcoBaHa wactoTta kanapiB (FPS) mpu pizHii
KUTBKOCT1 YaCTHHOK y CUMYJIAIIL. SIK BUIHO 3 HaBEACHHX pe3yibTaTiB (puc.3.5),
CUMYJISIIIA IEMOHCTPY€E CTaOUIbHY MPOAYKTHBHICTH MpU 0OPOOLi 10 MPUOIM3HO

25 TUCAY YACTHHOK, MICJISI YOTO CIOCTEPIraeThes MocTynoBe 3HmkeHHs: FPS, 1o €
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HACJIIKOM 3pOCTaHHsl HaBaHTaXeHHs Ha rpadiunuii mpouecop. [Ipore HaBiTH pH
98 THCsSYaX YACTMHOK CHUMYJSLIS MPOJOBXKYE MpAIlOBATH B peajlbHOMY 4aci 3

yacToToro noHaa 50 kaapiB 3a CEKyHY.

1200
1000

800

ces

600
400

200

513 1450 3243 B351 25476 42579 98300
Fimeriers Qacrimor

Pucynok 3.5 — 3anexnicte FPS Bif KITbKOCTI YaCTHHOK y CUMYJISIITIT

AHani3yloun OTpMMaHi 3HaY€HHS, MOXHa TMOMITHTH, 10 B Mexax 110 ~30
TUCSY YaCTUHOK MPOJYKTUBHICTH 3aJUIIAETHCS MPAKTUYHO HE3MIHHOIO, 3aBIISKU
BukopuctanHio GPU-copTyBaHHS Ta MPOCTOPOBOT XEHI-CTPYKTYPH MJIsi IIBUIKOTO
nomyky cycimiB. Ilicis mporo Hacrae mepeIOMHHN MOMEHT, /¢ YaC BHUKOHAHHS
oOunclieHb, 30KpeMa COpPTYBaHHsS Ta PO3PaxyHKIB THCKY, IOYHMHAE JIHINHO
3poctatu. [Ipote 3aBasku eHeKTUBHOMY PO3MOITY HaBAHTAXKEHHS MK TTOTOKAMH
GPU cucrema 3amuiiaeTsCcsi JOCTaTHHO IIBUAKOIO HABITh MPU BEIUKHX 00’ €Max
TaHUX.

Takoxx Oylio TpoaHani30BaHO 4Yac BUKOHAHHS OKPEMHX €TariB CHMYJISIIL:
copryBadHs (GPU Count Sort), momyk cycimiB, OOYHMCIEHHS CHJI THCKY Ta
B’s3KOCTi. Byno BusBIEHO, 110 HAWOUTBITY YaCTKy 4acy 3aiiMae COPTYBAaHHS TIPH
BUCOKIM KUTBKOCTI 4acTHHOK. Came TOMY BITPOBA/KCHHS ONTHMI30BaHOi Bepcil
MapayieTbHOTO MiAPaXyHKOBOTO COPTYBaHHA 3 prefix sum CyTT€BO BIUTMHYJIO Ha

3arajibHy MPOJYKTUBHICTb.
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JUIss HAOYHOTO TMPEACTABICHHS PE3YJbTATIB Ta BIICTEXKEHHS 3MIH Y
MOBEAIHII CUMYJISLIT OyJiM peali3oBaHl eIeMEHTH KepyBaHHS yepe3 ceplayli3oBaHl
nosiga Unity. e no3Bossano 3miHIOBaTH (Di3WYHI MapaMeTpu CUMYJSLIL — Takl sIK
Maca YacTUHKH, pajalyC BIUIMBY, KOE(QIUIEHTH B’SI3KOCTI Ta CTUCHEHHI —
0e31mocepe/IHbO B PEIaKTOPI, 1110 3HAYHO MOJIETTNIIO MPOLIEC HAIATOJKEHH .

OxkpiM 1poro, JyIs Bizyamizarlii Mex 00JacTi CUMYJIAIT BUKOPHUCTOBYBAIUCS
Gizmos. lle 103BONMIO B pexuMl pelakTopa YiTKO OayuTH TpaHUYHI JIiHII, B
MeXax SKHX BIJOYBA€TbCS CHUMYJISLIS, a TaKOX IEPEBIPUTH, YU MPABUIBHO
MpaIlo€ BIAIITOBXYBAHHS YaCTUHOK BiJ MeX. Takuii miaxia 103BOJIMB OMEPATUBHO
BUSIBJISITU TOXMOKK y (Di3WYHIA MOJENl Ta TOYHINIEC HaJalITyBaTH MapaMeTpu

B1JICKOKY (puc. 3.6).

Pucynok 3.6 — Bizyauizaiis o6acti cuMyisiiii 3a gomomoroto Gizmos y

penakropi Unity

VY3araipHIOIOUN pPe3yNbTaTH, MOXHA 3pOOMTH BHCHOBOK, IO peasli3oBaHa
GPU-cuctema pemMoHCTpye Xopomry MacmTaOOBaHICTh Ta 37aTHa €(PEKTHBHO
00pOo0NIATH AECATKH THUCAY YACTHHOK y peanpHoMy uaci. [lomampmii onmrumizarii
MOXYTh OYTH CIpPsIMOBaHI Ha 3MEHIIEHHS KUIBKOCTI TJI00ambHOI mam’sTi, IO

BUKOPHUCTOBYETHCS, Ta IIE Kpally JIOKaIbHY Kemmu3arlito nanux y GPU-rpymax.
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BUCHOBKH

Po3poOka 3acTocyHKy Jj1si CUMYJISLIT Ta Bizyaiizamii piauH Ha ocHoBl Unity
cTaja MPaKTUYHOIO peaizalli€l0 Cy4aCHUX MIAXOAIB 0 MOJEIIOBaHHS (i3UYHUX
npoiieciB y nudpoBomy cepeaoBuilli. [IpoekT nmoegHaB y co0i akTyaibHI HAyKOBI
METOAM, Takli SK METOJ 3MVIa/pKeHMX dacTHHOK - Smoothed Particle
Hydrodynamics, 3 wMoxumBoctamu GPU-npuckopennss Ta Bi3yamizamii y
peanbHOMY 4aci, 1110 AaJI0 3MOTY CTBOPUTH €(EKTUBHY 1 MAacIITaOOBaHy CUCTEMY
MO/ICTFOBaHHS.

OnHier0o 3 TOJOBHMX LUIed Oylno  JOCATHEHHS  MaKCHMaJIbHOI
NPOAYKTUBHOCTI MPH BUCOKIM TOYHOCTI (i3UYHUX po3paxyHKiB. s uporo Oymno
peanizoBaHo €(EeKTHBHY NPOCTOPOBY CITKYy Ha 0a3l XellyBaHHS, IO JIO3BOJIMIIO
3HAYHO MPHUCKOPHUTH TOIIYK CYCIIHIX YaCTHHOK — KPUTUYHO BaXXJIMBY OIICPAIlifO
s SPH-anmroputmy. Peanizaris miei wactuan Ha GPU y Burmsai Compute
Shader'iB 3a0e3neunsia BUCOKY IIBHUJKOJIIO CHUMYJISI HaBITh 32 YMOB BEJIMKOIi
KUTBKOCTI YaCTHHOK.

BaxxnuBy posnb y NOCATHEHHI IIJIEH MPOEKTY BifirpaB BUOIP miaThopMu —
Unity. [le#t pymiii HamgaB TOTOBY €KOCHUCTEMY Ui IIBHUAKOTO CTBOPEHHS
BI3yaJIbHOTO 1HTEpdelicy, opraHizailii CIICHH, HAJIAro/pKeHHS, a TaKOX THYYKI
3acobu Biyamizaiii yepe3 Shader Graph a6o Bmacui meiinepu na HLSL. Ile
3HAYHO CKOPOTHJIO Yac PO3POOKH Ta JO3BONHIO CPOKYCYBATHCS HA ONTHUMI3AIIl
CUMYIJIAIII, @ He HA CTBOPEHHI HU3bKOPIBHEBOTO PEHICPUHTA.

Otpumani mim dYac TECTyBaHHS pE3yJbTaTH MPOJEMOHCTPYBAIHU, IO
peaizoBaHa CHUCTEMa € MacIITabOBAaHOKO: MPH KUIBKOCTI YaCTHHOK 10 25 THCSY
cuctema 30epirae cTabiTbHO BUCOKY YacTOTY KaJpiB , a MPH 30UIBIICHH] KUTBKOCTI
1o maibke 100 TUCSY TPOTYKTUBHICTh 3HUKYETHCS, MPOTE 3ATMINAETHCI B MEXax
peanbHOTO Yacy. Taka TOBENIHKa € OYIKyBaHOI 1 CBIIYWTH MPO TMPABHIbHY
Mo0yI0BY apXITEKTYpH OOUUCIICHbD.

Takox Oyno peaqi30BaHO CHUCTEMY 3pPYYHOIO HAJIArOJKEHHS 4Yepe3

Serialized Fields, Gizmos, a TakoX MOJYJbHY CTPYKTYpYy KOHy, fika J03BOJISIE
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JIETKO 3MIHIOBATH TMapamMeTpu CHUMYJsMIi, Bi3yanmizauii Ta joriku. lle poOuth
3aCTOCYHOK THYYKHUM JJIsi TOJAJBIIUX EKCHEPUMEHTIB SK B OCBITHIX, TaK 1
HAyKOBUX LIUIAX.

Pe3ynpraT cuUMyInLii AEMOHCTPYIOTh (PI3UYHO JIOCTOBIPHY MOBEIIHKY
PIAMHU, BKJIIOYAIOYM Taki €(peKTH, SK THUCK, B’S3KICTh, B3aEMOMIS 3 MeXaMu
o0nacTi, BIOAWITOBXYBaHHA  YaCTMHOK  Bia  mnepemkod. Lle  mo3Bossie
BUKOPUCTOBYBATH 3aCTOCYHOK HE JIMIIIE SIK JICMOHCTpAI[iIHHUI 1HCTPYMEHT, a i K
0a3y nns moOyAOBH CKIAMHIMIUX (I3UYHUX MOJIEIEeH — HAPHUKIA, MOJCIIOBAHHS
O6araroa3HuX MOTOKIB, B3a€EMOJIl PIAMHU 3 TBEPAMMHU TiNaMH, YU Bizyanii3aiii
NPUPOJTHHUX SBHII.

Taxum unHOM, peati3oBaHU 3aCTOCYHOK € BArOMHUM MPHUKJIIAJIOM YCITIIITHOTO
NOEHAHHSA KOMIT' FOTEpHOI Tpadiku, YHCEIBbHUX METOJIB Ta Cy4acHHUX
MOXJIMBOCTEH 1IrpOBOTO pYIIisS [Jii MOJACHIOBaHHS (i3uuHuX mpoleciB. Bin
niaTBepKye, 1o Unity Moke OyTH BUKOPUCTAHUN HE JIMIIE JJiIi CTBOPEHHS 1rop,
aje ¥ 1y peanizaiii BUCOKOIPOIYKTUBHUX HAYKOBHUX Ta OCBITHIX IHCTPYMEHTIB.
OTpuMaHU JTOCBI MOXKE CTaTH OCHOBOKO JUISI MaWOYTHIX MOCHIIKEHb y raiysi

U (QPOBUX CUMYJIAIIHN, TeMMAEBY Ta IHTEPAKTHUBHOI (D13UKH.
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