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Abstract
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Method and Software for Real-Time Fluid Simulation
This paper is focused on modern methods for Real-Time Fluid Simulation. Latest
methods were analyzed to find potential points for enhancement. Based on them
modification was suggested. Modification is improving real-time fluid simulation
methods by adding conditionally activated density correction layer.

Beryn

Boxe mioHaliMeHIIe MBCTONITTS aKTUBHO TPUBAE PO3BUTOK CHMYJISIIiT
peanbHUX OO0’€KTIB Yy BIpTyalbHOMY cepenoBuili. OJHi€l0 3 HANOUIbIN
aKTyaJIbHUX Ta CKJIAIHUX 3a7a4 y 1M raay3i € CUMyJIsiis piguH. TexHomorii miei
rajiy3i 3HaXOJsITh 3aCTOCYBaHHS y PI3HOMaHITHUX cepax. 30KpemMa, IHTyCTPIIX
KIHO Ta aHiMarlii, irpoBiii 1HAYCTpii, Ta GI3UYHI CUMYJSIT I HAYKH Ta
NPaKTUYHUX 3aj1ad iHxeHepii. OcoOIMBO akTyaldbHOIO TIpobiiemMa craja 3
NOIIMPEHHAM BuUKopucTaHHd VFX B i1HAycTpii po3Bar, 30Kpema B KIHO Ta
BiJleoirpax. AJjie MOBHUN PO3pPaXxyHOK MOBEIIHKHU MOTOKIB PITUHU B 3aralbHOMY
BUIIQ/IKY BUMarae po3B’si3aHHs cuctemu piBHsHL Ha’e-Croxkca [1], mio € omHi€e0
3 BIAKPUTHUX TPOOJIEM TUCAIOPIUYSs, a OT’)KE CTAHOM Ha ChOTOJIHI HE MA€ €IMHOTO
PO3B’S3Ky Ta HaBITh HE JOBEACHO MOTO ICHYBaHHA. TOMY SIKICHI allpOKCUMALIi €
HAJ3BUYAIHO BAXJIMBUMHU Ta Hapasl 3aJMINAIOTHCS €IUMHUM MPAKTUYHUM
3ac000M CUMYJIAIIIT PiAUH.

Hapas3i, HaliOU1b11I TOMIMPEHUMHU METOJIaMU allpoKcuMallii piBHsAHb HaB’e-
Crokca mnsi cuMyJisiiii piTuH B pealibHOMY dYaci € meroau Jlarpamxka a6o
riopuani Merogu. Cepea HUX OUIBII PEATICTUYHUX PE3YJIbTaTIB JOCITalOTh
riOpHIHI METOIH.

IHocTanoBka 3aaa4i

Mertoro maHoi poOOTH € MiABUIIECHHS €(PEKTUBHOCTI CHUMYJIALII PIAUH B
peaNbHOMY 4Yacl LUISIXOM TMO€JHAHHS ICHYIOUMX CyYacHMX MeTOmiB. Jlns
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JIOCSITHEHHSI TOCTaBJIEHOT MEeTU OyJI0 BUOKPEMJICHO Ta BUPIIICHO TaKl 3aBJaHHS:
aHaJi3 ICHYIOUHMX METOMIB CUMYJIALII piiuH, BUOIp MeTOAy I MoaudiKallii,
BUCYHYTO 17et0 Moaudikamii, oOpaHO I1HCTPYMEHTH JUIsi PO3pOOJEHHS
MporpamMHOi peamizaimii MeTomy, IMIUIEMEHTOBAHO MPOTPaMHYy peajTi3ailiio
METOJy, IPOTECTOBAHO pPOOOTY BHUCYHYTOI Moaudikallii, ITpoaHaII30BaHO
NEPBUHHI PE3YIbTATH.

AHaJII3 HASBHUX METOIIB TA aJIrOPUTMIB

He3Baxaroun Ha Bapiallil0 KOHKPETHUX METOJIB Ta CIOCOOIB CUMYJIALIL
PIAMH, Y 3arajJbHOMY BHUITQJIKYy iX MOXKJIMBO 3TPYIYyBAaTH Y YOTUPH KaTeropii.

1. Mertonu Jlarpanxa, abo METOJIM Ha OCHOBI YaCTUHOK.

2. Metonm Eitnepa, abo MeTo M Ha OCHOBI CITKH.

3. T'iOpuaHi MeToIH.

4. Metoau 3 BUKOPHUCTAHHSM IITYYHOTO IHTEICKTY .
[Tpu 11boMy, mepii TP 3 HUX € TICHO OB’ I3aHUMH MK CO00I0, TOJII SIK YeTBEpTa
chopmyBanach MOPiBHIHO HEIIOJIABHO, KOJIM y CBITI BUHUK TPEHJ Ha PO3BUTOK
MITYYHOTO 1HTEJIEKTY.

[Tepuri Metoau mpocTi B peaiizailii Ta JIETKO MIIJIAIITOBYIOTHCS i
CKJIaJHI TIOBEPXHI, aje I PETiCTHYHOTO PE3yNbTaTy MOTpeOyroTh Oarato
pecypcis [2].

Hpyri € rapHUM pIlIEHHSAM JUIsl BEIMKUX OO €MIB PIAMHU, a HAa MaJHX
BTPAYaroTh JeTall, a00 MoTPeOyOTh 3HAYHUX PECypCiB s oOouuncieHns [3].

I'6puani MeTou, cTabUTI3yI0Th YACTUHKH 32 BHACIIIJIOK OTepalliid Ha CITIi
Ta 30epiraroTh /IeTaji 3a paxXyHOK 4YaCTHHOK. /[ogaTkoBa CKIQAHICTh peami3alii
0JIATA€E B MOCTIHHOMY IEePEXO/i, IPOTe OUIBII SKICHUIN pe3yabTat [4].

YerBepTi MeTOAM Hapa3l HOBI Ta HeCTaOUIbHI. ABTOHOMHI MOJENl
BUKOPUCTOBYIOTh Yy OOMEXEHIH KUIBKOCTI Taidy3eil 1 BOHM HENpHUAATHI IS
CUMYJISIIIN 32 BOKIIMBOI TOUYHOCTI.

Cepen BuaUleHHX Tpyn TiOpUAHI METONM Hapa3l € HaWOUIbII
30a71aHCOBaHMMH MIX IIBHKICTIO Ta sAKicTIO [3], TOMy came iX Oyj10 0OpaHo s
cpoOu MoJaNbIIoro TOKpamieHHs. Lls rpyma MeToiB MOenHye NPUHITUATIN
Eiinepa ta Jlarpan»a 1 Ha KOXKHIN iTepallii 0JHOYACHO MPAIIIOE SIK 3 CITKOIO, TaK
1 3 YacTMHKaMu. 3a 3arajJlbHUM NPUHIMIIOM BCl OOYMCIIEHHS KIHEMaTUKHU
MIPOBOAATHCS HA YaCTHMHKAX, a IMHaMiKa — Ha citii. OTpuMaHi 1aHi Ha KOXKHOMY
KpOIIi MepeIatoThCs MK HUMHU.

3anponoHoOBaHUI MeTO

OO6panuii MeTO1 HAIEXKUTh J0 TPYIH FOPUIHUX METOIB CUMYJIALIT PIAMH.
OCHOBHOIO BIMIHHICTIO 3aIIPOIIOHOBAHOTO METOJY BiJ KJIIACHYHUX METOJIIB,
takux gk FLIP ta APIC € BBemeHHs 10JaTKOBOrO MEXaHI3My KOPEKIIii, 0
0a3yeTbCsl Ha BpaxyBaHHI TYCTHUHHM YaCTHMHOK Y KOXHIM KJIITHHI CiTku. B
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3arajJbHOMY BHWITQJIKy BBAXKA€ThCS, IO PiJUHA HE CTUCKYETHCS, 1 TYCTHHA €
KOHCTaHTOI0. B pa3i piguH, SKUM TpUTaMaHHE CTUCKAHHS, BUHHUKAE
HEOOXIHICTh y JOJATKOBUX Mipax Kopekilii. Takorw Mipor MOXe CcTaTu
JIOTATKOBE OOYMCIICHHS TYCTHHHU 1 KOPEKIiSl TIOJI0KEHD Ta IIBUIAKOCTEH CITKH
3riHO OTPUMaHMX 3HAYCHb [5]. 3 METOIO0 3MEHILIEHHS 3aTPAT PECYPCIB JOLIIBLHO
BBECTH aJalTUBHUI MOpIr HEOOXIAHOCTI OOYMCIEHHA Wapy rycTuHu. Jlns
3a0e3nedeHHss poOOTH MOAIOHOT CUMYIIAINT B pealbHOMY 4aci B J1aHiid poOoTi
3aMpONOHOBAHO HACTYMHI KPOKHU.

* AJanTuBHA aKTUBAaLls KOPEKIi I'ycTUHHU. Lleil eran akTUBY€ETHTCS JIHUILE
3a HaAsABHOCTI BHCOKOHABAHTAXEHUX 00JIaCTEM 3 BHUCOKOIO IIIJIBbHICTIO
YaCTUHOK, 1110 J03BOJISIE YHUKHYTH 3aiBUX O0UNCIICHB.

* BukopucranHs napaieabHUX 0O0YUCIICHb.

Jlns  peamizamii Takoro MIAXOMy 3 CITKM pa3oM 13 IIBUIKICTIO
OOYHUCITIOETHCS Maca, 3a JIOMOMOTOI0 SIKOi BU3HAYAEThCS TYCTHHA 32 (hOPMYJIOH0:

Xom

[ToTiM oIiHIOETBCA HEOOXIMHICTh KOpekIlii ryctuHu. [lopir kopexiii
TYCTUHU OOMpAETHCS AJANTUBHO 3 YPaxyBaHHSIM 00’ €My KIITHHH, KUTBKOCTI
YaCTHHOK Y Hill Ta BITHOCHOI MOXHOKHU T'YCTUHU. 3aCTOCYBaHHS TAKOTO MOPOTY
BpPaxOBY€ JUCKPETHICTh MPEACTABICHHS PIAMHU Ta 3a0e3reuye YHUKHEHHS
3aiiBUX oOunciieHb. Ha mifgcTaBl oTpuMaHOTrO 3HAUYEHHS MPUHMAETHCS PIICHHS
1010 HEOOXI1THOCT1 PO3B’sI3aHHS PIBHAHHS KOPEKLIi I'YCTHHU. PO3B 30K Takoro
PIBHSIHHS ITYKA€ThCS YUCEIBbHUMU METO/IaMH, a TIOTIM KOPETYETHCS TIOJI0KEHHS
yacTUHOK. [liciist IbOTO MPOAOBKYETHCS KOPEKIIIS IIBUIKOCTEH YACTUHOK.

IncTpymMeHTH mporpamMHoi peaJsizanii

Jnist peanizanii cucremu 0ysio BukopuctaHo MoBy C++ ta pymnid Unreal
Engine. C++ 3abe3neuye npssmMuii KOHTPOJIb HAJI MaM'ATTIO Ta O0UHUCICHHSIMH, 1110
BKJIMBO JIJIS1 (PI3MUHUX CUMYJISIIIINA, OPIEHTOBAHUX HA pOOOTY B peaibHOMY 4aci,
toail sik Unreal Engine Hafgae po3BUHEHY €KOCUCTEMY, IHCTPYMEHTH PEHACPUHTY
Ta MIMPOKI MOXKIMBOCTI 1HTErparii 3 irpOBUMH Ta Bi3yaJlbHUMU TPOEKTaMHU.
O6Opanuii ¢Qopmar peamizamii y BUNISIAI IUIATIHY JO3BOJISE  JOCSTTH
MaKCHMaJbHOI THYYKOCTI — CHMYJISIIIO MOXXHA JIeTKO BOyAyBaTh y pi3HI
MPOEKTU, MOJIU(IKYBaTH Ta PO3IIMPIOBATH 0e3 3MiHU siapa pymris. Kpim Toro,
BUKOPHCTAHHS IJIariHy 3a0e3rnevye J0CTYI 10 KUPOKOI ayAUTOPIi pO3pOOHUKIB,
BKJIFOYAIOYM KOPUCTYBadyiB, SIKI HE MpaIoTh Oe3nocepennbo 3 C++, ane
MOXYTh B3a€EMOJIISITH 13 cucTeMoro yepe3 Blueprints 1 cTangapTHI 1HCTpYMEHTH
Unreal Engine. Takuit miaxig poOUTh pillieHHS YHIBEPCATHHUM Ta MPAKTHYHUM
3 TOUKH 30y IHTerpallii B Cy4acHi1 3aCTOCYHKH.
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TecTyBaHHS Ta aHAJII3 OTPUMAHHUX Pe3YJIbTATIB A0CTiIZKEHb

[lepBuHHE TecTyBaHHs BKJIIOYA€ B ceOE MOPIBHSIHHS MIBHJKOCTI BHIayl
Kaapy cumyssnii. Jng uporo Oyno oOpaHO CHUTyallilo, KOJMM YaCTHHKU
CKOHIICHTpOBaHi B ogHOMY MicIi. L{e Bua cutyariiii, 3 IKUMHU HE MOK€ BIOPATUCh
FLIP. Takox Oyyi0 BUMIPSIHO Yac poOOTH IIPH BiICYTHOCTI Ta HAIBHOCTI TOPOTY.

[Tapamerpu cumyismii: 120 000 gactuHOK, Bara yactuaku 0.07, po3mip
CITKH 25%25%25, po3mip KIITHHH CITKH 1.

Burnsin cumynamii Ha modatky poOOTH Ta udepe3 JACSKUM yac TMicis
kopekiii ryctunn (Puc. 1).

Puc. 1. Pe3ynbraT cumynsmii

Buano, 1110 3 yacoM, 4aCTUHKH MOCTYIIOBO BUPIBHIOIOTHCS.

Tabmurs 1.
[TopiBHAHHS MBHIKOCTI pOOOTH CUMYJIAIII IPH JIOJaHHI MOPOTYy Ta 6€3 HhOTO
[Topir BIAKIIFOYEHO AanTUBHUN MOPIT
a=08L=0.2

Cepenniit yac | 0.0451 0.0357
BHJIaul KaJIpy

OTpumaHi 3HAYEHHS CBIA4aTh, IO BBEJACHHS IOPOTY MPHU3BEIO [0
NpUIIBUAIICHHS cuMyJIsiii Ha 20.84% , 1110 € BaXXJIMBUM 4aCOM JIJIsl TAKOTO TUITY
CUMYJISIIIN.

BucnoBkn

B naniit poGoTi mpoaHandi30BaHO Cy4acHI METOAM CUMYJIALIL PIAMH.
BuaineHo ix nepeBaru i HeI0J1KM Ta BUCYHYTO 1/1€1 17151 MOKPAILIEHHS CUMYJISITIT
PiIuH T1OpUIHUM METOIOM, 3 BAKOPUCTAHHSIM CITKH Ta YaCTHHOK. Ha OCHOBI 1Tux
1€l po3pobsieHo crnocid CUMYJIALIi piIMH, MO MOKpAILye ICHYIOUUU crociO
CUMYJISIIIT PIIMH B pealbHOMY Yaci.
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