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BBenenne

Co3naHne BBHICOKHX TEXHOJIOTHHA M pa3pabdOTKa HOBOW TEXHHMKH TPeOYIOT Bce Oojiee TOU-
HBIX 3HAaHUH O KOJIMYECTBEHHBIX XapaKTEPUCTHKAX HECTAL[MOHAPHBIX SIBICHUM NpPH HWHTEH-
CUBHBIX Harpyskax, KOTOpbl€ MHULIMMPOBAHBI MpOLIECCaMU (PU3NYECKOT0 MM XMMHUYECKOIO
B3pbIBa U BBICOKOCKOPOCTHOTO yjapa. OTH MPOLECCh, B OTIMYUE OT KBA3UCTATUUYECKUX, 5B-
JSIOTCS KPATKOBPEMEHHBIMH M OBICTPONPOTEKAIOUIMMH U COIPOBOXKIAIOTCS 00pa3oBaHUEM
yIApHBIX BOJH, BOJH CXKaTHs U pa3pexeHus. B3aumopelcTBue UM OTpakeHUE BOJIH OT pas-
JIMYHBIX J1€30PUEHTUPOBAHHBIX MOBEPXHOCTEN U ABMXKYIIMXCS TEJ U CPeJ] MIPUBOAUT K O0JIb-
muM  jaedopMalusM, JIOKAIbHOMY IE€pPEerpeBy BELECTBA, HM3MEHEHHUIO KPUCTAIMYECKON
CTPYKTYpbI U CBOMCTB Harpy>kaeMbIX Cpell, MHO)KECTBEHHBIM pa3pyLICHUsIM U APYTUM HEOO-
patuMbIM 3 dextam. [losToMy umcieHHble MeTOIbl B 3a7ayax (U3MKU B3pbIBA M yrapa B
HACTOSIILEEe BPEMs SIBJIIOTCSA BaXKHBIM U BECbMA 2()hexmusHbiM UHCMPYMEHMOM MOOenUpo-
8aHUsA NPOYeCccos, IPOTEKAIOIINX B IKCTPEMAJIbHBIX YCIOBUAX HarpyKE€HUs Ta30B, KUIAKOCTEN
U TBepbIX Aedopmupyembix cpen [1].

Llenvio pabomul ABASIETCS CO3/1aHUE CUCTEMBI UMUTALIMOHHOTO MOJIETIMPOBAHUS ISl IIPO-
BEJICHUS BBIYHMCIUTENBHBIX 3KCIIEPUMEHTOB, MO3BOJISIONINX HMCCIEI0BaTh OBICTPONPOTEKAIO-
IIM€ MPOLECChl, TAKHE KaK B3PbIB U BHICOKOCKOPOCTHOU ynap. Cucrema OyieT UCTIONIb30BaTh-
Csl U1 TECTUPOBAHUSI KOHCTPYKIUHI B YCIOBUAX MHTEHCUBHBIX HArPY30K, COMPOBOKIAOIINX-
cs1 00pa3oBaHUEM YAAapHBIX BOJIH, Pa3pyLICHUSIMU U MEPEX0JaMU U3 OAHOTO (a3oBOro COCTO-
SIHUS B IpyTO€.

Axmyanvnocme  pazpabomku CUCTEMbl O0YCIOBJIEHAa OTCYTCTBUEM B OOJIBIIMHCTBE
NPOEKTHbIX  OpraHM3allii M UCcleqoBaTenbKuX  JlabopaTopuil  3(PPEeKTUBHBIX
BBICOKOIIAPAJUIENIBHBIX CPEIACTB ISl NPOBEACHUS YHCIEHHBIX pPAacyeTOB 3aJad4 MEXaHWKHU
CIUIOIIHBIX CpeJl C HCIOJb30BAHUEM MApAJJICNIbHBIX CPEACTB 00pabOTKH  JIaHHBIX,
peann3yeMbIX Ha IIepCOHANBHBIX KOMITbIOTEpax ¢ rpaduyeckumu mporeccopamu Nvidia.

YucjaeHHBIH METO/I PCIICHUA — METOA TMAPOAUHAMUKH IIAAKHX YaCTHIL

B kadecTBe YMCIEHHOTO METOJA JUIs MOJECIMPOBAHUS 3a]aud BBICOKOCKOPOCTHOTO CO-
ynapeHus: OblT HCIOJIb30BaH OECCETOUHBIN CBOOOIHO-TATPAHIKEB Memoo 21a0KUX yYacmuy
(smoothed particle hydrodynamics method — SPH), npennoxennsiii B 1977 r. MoHaranom u
JxuHroNmpIOM A peuieHust actpoduznueckux mnpobdinem [2]. OH obecrnieuynBaeT 10CTaTOY-
HYIO TOYHOCTh PacyeToB, JOCTUTaeMyI0 IIPU UCHOIb30BAHUM UMHUTALMOHHON Mozenu. Kpome
TOTO, TaHHBIH METOJl YHUBEpPCAJIIEH W AJTOPUTMUYECKH PEa3yeM C MPUMEHEHUEM Iapall-
JIeTbHBIX BBIYMCICHUH, TaK KaK pacyeT napaMeTpOB IIaJKOW YacTUIbl MOKET OCYIIECTBIATh-
Csl HE3aBHCHUMO OT OCTAIBHBIX YACTHI] CHCTEMBI.
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Oco0eHHOCTH peasu3aunu CUCTEMbI

B cBs3u ¢ tem, yto meron SPH yHUBepcalieH M 4acTUIBI MOXKHO CUMTATh HE3aBHCHUMBbI-
MU, aBTOpaMH ObLIO MPUHATO PEIICHHE MCIIOJIb30BaTh JJIsl BHIUMCICHUN MapajlielbHYIO ap-
XUTEKTYpy rpaduyeckoro mporeccopa GPU u texnonoruto CUDA, xoTopasi XOpoIIo nojaxo-
JTUT JJIs1 00pabOTKK OONBIIMX O0OBEMOB JAaHHBIX, 0OCCIICUMBACT JOCTYIl K HaOOPY MHCTPYK-
Ui TpaMuecKoro yCKOpUTEINS M MO3BOJSIET YIPABIATH €ro MaMAThIO MPH OPTaHU3aAINH T1a-
paJlIeNIbHBIX BHIYUCIICHU.

Ha xax1oM uTepalinoHHOM Iare IporpamMmsl epe CIeayrole IpOPUCOBKON CUCTEMBI
4acTUIl HEOOXOAMMO BBIYUCIIATH HOBBIE MapaMeTPhl TIaJAKUX YaCTHUI] Yepe3 CTapble MapameT-
PBI YAaCTHUL-COCENIECH.

B mporuecce pa3paboTku cUCTEMBbl OBUIO BBIACHEHO, YTO HCIIOJIIB30BAaHHE TEXHOJOTHH
The CUDA/OpenGL interoperability mo3Bossier 3aMeTHO YBEIUYHUTH MPOU3BOAMTEIBHOCTD
cUCTeMBl. JlaHHAas TEXHOJOTHs JaeT BO3MOXXHOCTH pasnenarh mamsats Mexnay CUDA nu
OpenGL, T1.e. BEIUHCIATh HOBBIC MapamMeTpbl cucTteMbl yacTull B CUDA u npou3BoauTh peH-
JIEpUHT U3 TOH e maMsaTH ¢ ucronb3oBanuem OpenGL. Ilpu cpaBHUTENTFHOM aHAIM3E perie-
uust oguoit 3amaun Ha GPU (CUDA) u GPU (CUDA/ OpenGL Interoperability) 6su10 mosy-
YEeHO, YTO B HEKOTOPBIX ciydasix FPS cHipkaeTcs mpakTH4ecKd B J[Ba pa3a NpU MPUMEHEHUH
texuosnorun CUDA/ OpenGL Interoperability.

ITouck coceneit

Kak mro6as 3agaua cucteMbl MHOKECTBA B3aUMOJCHCTBYIOIMX TeJ, METOA INIAJAKUX Ya-
CTHII CTAJKUBACTCSA C MPOOJIEMOH MOMCKA COCEIHUX YACTHI], HAXOMISAIIMXCS HA PACCTOSHUU
B3auMoOJIeicTBUSA Ic. B ciydae pereHus npo0seMbl MOJHBIM epeOopoM BceX Hap MbI MOJTY-
YUM CJIOKHOCTh IIOPsIIKA n®. D10 3HAYMT, YTO IIpH yBeJIWYeHUH uMcia yactul B 10 pas, Bpe-
M, 3aTPay€HHOE Ha MOUCK B3aMMOJEHCTBYIOIMX YacThll, yBennuusaercs B 100 pas.

JUis yCKOpeHHs TOHCKa MCIONb3YeTCs alrOpUTM pa3OueHusi MPOCTPAHCTBA CETKOM

(puc. 1).

Rc

Puc. 1. IlpocTpancTBeHHas ceTka

ANTOpUTM COCTOUT B CIEAYIOLIEM:
1) Bce MPOCTPaHCTBO YACTHUI] pa30MBACTCs PEryJIAPHON CETKOH, pPaBHOW MaKCHMAaJIbHOMY
panuycy B3aMMOJCHCTBHS, IPEACTABISAIONIEH COO0H TPEXMEPHBI MacCHB;
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2) Ha KaXJI0H UTEpaIK alTOPUTM MepeOHpacT BCE YAaCTHIIBI U T00ABIISIET X B CIIUCOK Ya-
CTHI] TYEUKHU IPOCTPAHCTBA, B KOTOPOH OHU F'€OMETPUUYECKU HAXOJATCS; CIOKHOCTD 3Ta-
11a UMeeT NOPSIoK N;

3) Tnpu HEMmOCPEICTBEHHOM IIOMCKE COCE/ICH JJIsi HEKOTOPOW YaCTHIBI MTPOCMATPUBAKOTCS
TOJIBKO T€ YaCTHIIbI, KOTOPbIE PACIOJIaraloTCs B TEKYLIEH SYEHKE U COCEIHUX SUYCHKaAX.
Crnoxunoctb 3tamna Ky, rae K He 3aBUCHUT OT n ¥ paBHO CPEHEMY YHCITy aTOMOB B TEKYIIIEH
U COCEJIHUX SYEHKaX.

Takum 06pa3om, aTOPUTM TIOUCKA COCEICH UMEEeT MOPSIOK, PaBHBIN Yuciy dacTuil. [1o-
CKOJIbKY MOHUCK COCETHUX YaCTHI] OCTaeTCsl HauOoJiee BBIUUCIUTEIHHO CIOKHBIM 3TAalloM U3
BCET0 ITOPUTMa pacueTa UTEpaIlH, TO LEIecO00pa3HbIM SIBIISCTCS PELICHHE pacrapaliie-
JIUTh UKJI IOMCKA COCENIEH.

YroObl ycHemHo OCymEeCTBUTh pacnapajjieIuBaHue Mpolecca MoucKa coceseil, Heooxo-
JUMO IIPEIBapUTENIbHO 3arpy3UTh B MaMATh BUIACOKAPThl HayallbHbIE TAHHBIE O CUCTEME Ya-
CTHII, T.€. TTAPAMETPHI PETYJSIPHON CETKH M paclpeAesieHne YacTull 1o He (puc. 2). Ha xax-
JIOM UTEPALlMOHHOM IIIare mnepeja TeM, KaK BBIYUCIATh HapaMeTpbl OTAENbHBIX YacTHUll, He0O-
XOJIMMO OOHOBIIATH AaHHbIE 00 UX coceasix. Ui ATOro KaxkJaas M3 BBIYMCIUTEIIBHBIX HUTEH
[0 HOBOMY COCTOSIHUIO YaCTHIIbl, @ UMEHHO €€ IO3UIHMH B MPOCTPAHCTBE, ONpPEHCISIECT €€
IIPUHAUICKHOCTh K HOBOM WJIM CTAPOM STYEUKE CETKH.

3arpy3ka JaHHBIX O CUCTEME YacCTHI] OCYIIECTBIISIETCS OMH pa3 B Hauane paboThl Mpo-
TpaMMBl, JJajiee 3TU JIaHHbIE MOAU(PHUIUPYIOTCS B TAMSITH BHICOKAPTHI.

lMepecbinka AaHHbIX O CUCTEME YacTuL Ha
BbluncnuTensHoe yetponcteo GPU
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Puc. 2. [Tpunnun peanuzaiuu napauieIbHOro alropurMa (IoUucK coceei)
Onucanue padboThbl CHCTEMBI

Jlnst co3aHus HavyaJIbHBIX MMapaMeTpoB SKCIIEPUMEHTa B TPEXMEPHOM MPOCTPAHCTBE UC-
nosnb3yercs 3D Studio MAX 7. TTo OTKPBITHIO OTKPBIBAETCS CTAHAPTHOE OKHO MPOTPAMMBI,
I'Jie I0JIb30BaTeNb YK€ MOXKET 100aBIsATh reoMeTprudeckre 0OBEKTHl U 33JaBaTh UX MaTepual
(cM. puc. 3).

Beruucnurens npencrabiser co0oi KOHCOIBHOE MPHIIOKEHHE, MPUHUMAIOIIEe Ha BXOJ
KOHEUYHBIH (haiisl ¢ JTaHHBIMU O HAYaJIbHOM COCTOSIHUHM CHCTEMBI YaCTHII U UCTIONB3YIOIIEe IS
BU3YaIH3aIluy OTaeNbHOe OKkHO oTprucoBku OpenGL. Ha puc. 4 uzobpaxen npumep BU3yallb-
HOTO DKCTIEPUMEHTA.
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Ha puc. 5a) nmpusenen rpaduk

MMPONU3BOAUTCIIBHOCTU BBIYHUCIUTCIIBHON CUCTEMEI ITPH WCITIOJIB30BAHUU JAHHOI'O IIOAXO0a4a.
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Puc. 4. Buzyanuzamus sKcriepuMeHTa

4TO OaJio CYH_ICCTBGHHBII\;I BBIUTPBIII B ITPOU3BOAUTCIIBHOCTH.
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TEIbHON CUCTEMBI IIpH UCIIOJIb30BAHUU NAHHOU TCXHOJIOTUH.

Kak Oblm0 oTMeEYeHO, MpH pealu3alliid YUCICHHBIX alTOPUTMOB MPUXOIUTCS CTalKU-
BaThCs ¢ MPoOIeMoii TiepechlIky TaHHbIX 0 yactuiax ¢ GPU na CPU mis mocnenyromiei ot-

pucoBku. Texuomnoruss The CUDA/OpenGL interoperability mo3BossieT n3bexaTh 3TOrO U ja-
€T 3aMeTHBIC peumyiecTa. Ha puc. 50) npuBeaeH rpaduk npon3BOIUTETFHOCTH BEIYUCIIH-
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Puc. 5. CpaBHUTENIBHBIN aHAIN3 TPOU3BOJUTEILHOCTH

[lepenecenue 3amaun noucka coceneir Ha GPU naet emie 6osee CylecTBEHHBIA BBIUT-
PBIII B TPOU3BOAUTEIILHOCTH (CM. pHC. 6).
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Puc. 6. CpaBHUTENBHBII aHATN3 TPOU3BOAUTEIHFHOCTH
3akaouyeHue

Pa3paborannas cucreMa UMHUTAIMOHHOTO MOJEIUPOBAHUS TTO3BOJIIET IPOBOIUTH HCCIIe-
JIOBAHWMSI BO3ICHCTBUS BRICOKOCKOPOCTHBIX YaCTHIl HA KOHCTPYKITUH KOCMHUYECKHX armapaToB
¢ npuMeHenueM texnonoruu CUDA B kauecTBe mapamieabHOW MOITH 00paOOTKH TaHHBIX.
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