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KOMIM'IOTEPHE MOAEJIOBAHHA NOPUCTUX CEPEAOBULL, B
IFPOBUX PYLLIAX

BuBYeHHs nopucTUX cepepoBuly Bigirpae BupillanbHy ponb Yy
PiSHUX ranyssix NPOMMUCNOBOCTI, BKJIOYA4YM NPUPOAOKOPUCTYBAHHSA,
BMAo6yToK HadTh i rasy tTa MoaenoBaHHA MOTOKIB NiA3eMHUX BOA.
MopentoBaHHA NoBeAiHKW NOTOKY PiAMHM B MNOPUCTUX CepeaoBMULLAX €
KPUTUYHO BaXKJIMBUM M1 TaKUX 3acCTOCyBaHb, SIK MOAEJNIIOBAHHA
nin3eMHux BopA, BupobyTok HadpTh, oinbTpaunia Ta 6GioMeauuHa
iH)KeHepisa. TpaauuiiHi obuncnoBanbHi NiAxoau, BKAKYaK4YM aHani3
CKiHYeHHUX efieMeHTIiB, MeToAM CKiHYeHHMX Ppi3HuMUb | MeTOAM
CKiHYeHHMUX 06’eMiB, BUMarawTb 3HA4YHUX 06UMCNIOBaNbHUX pecypciBs,
0co6sMBO ansa BenmkoMacwTabHoro MoaenioBaHHA abo MoaentoBaHHSA
3 BUCOKOIO pPO3AiNbHOI 3aaTHICTIO. HewopaBHO BUKOPUCTAHHSA irpoBUX
pywiiB peanbHoro 4acy, Takux sk Unity3D ta Unreal Engine, ctano
anbTepHaTUMBOK ANA Bi3yaJibHOro MOAENIOBAHHA CKAafHUX CUCTEM B
cepepoBuuwiax. TakoX, pasoM 3 pywisMM LWe AOAATKOBO
BMKOpPUCTOBYHOTb ¢isnyHi nporpamHi aonoBHeHHss NVIDIA PhysX Ta
Havok Physics. Take nporpamHe 3a6e3nevyeHHs, BifjoMe CBOEI
BMCOKONPOAYKTUBHOKW rpacdikow Ta ¢isM4HMM MopenoBaHHAM Y
peanbHOMY 4aci, goBenum cBow eQPEeKTUBHICTbL ANA MOAENIBaHHA
CUCTEM MNOPUCTUX CepeaoBULL 3 AaKUEHTOM Ha IHTepPaKTUBHOMY
DOCNIMKEHHIi BUKOPUCTOBYHUYM TFHYYKY CUCTEMY KOMN' IOTEPHOro
MOAENIOBAaHHSA, Aié B PEXXUMi peanbHOro Yyacy 3MiHIOHTbLCA NapaMeTpu
PIBHAHHA [OCHNIO)XYBAHOM0 SIBMLA i HAOYHO 3i BCiMa TexXHIYHUMM
noapobuusMu npomoaentoe Ta Bilyanisye paHi saeuwe. binbwe ToOro,
iHTerpauis MalWMWHHOrO HaBYaHHA Ta HEMPOHHUX MepeXx Yy Ui pyuwil
niaBULLYE iIXHI0 3AaTHICTb epeKTUBHO 06po6NATH cKNaaHi cumynsauii.

Y uin crarti posrnaparwTtbcA obGuucnBanbHi  nigxoauM Ao
MoAesloBaHHSA nOpuUCTUX  cepenoBull B irpoBux  pyuisx,
06roBoplOIOTbCA Cy4aCHi [AOCArHEHHsl, TEeMaTU4YHi [OO0CNIMKEeHHS,
BUKJIMKWM Ta MaWBYTHi HaNnpPSAMKX AOCHIAXKEHb.

KniouoBi csoBa: HeMpPOHHIi MepeXKi; KoMN'ITepHe MOAENIBAHHA;
irposi pywii; nopucti cepepoBuwa; Unity3D; Unreal Engine; cumynsuis.

Beryn. [lopucTi cepepoBuwa - ue MaTtepianu, §Ki  MIiCTaTb
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nopo)Hedi abo nopu, WO O03BOAAKTb PiAMHAM MPOTIKAaTU KPi3b HUX.
MNpuknagamMu Takux cepenoBull, € FPYHTW, FipCbKi mopoawn, GionorivHi
TKAQaHWHW Ta (HXXEHepHi MaTtepianu, Taki Sk ¢inbTpM | niHonnacrt.
MopentoBaHHA TPAHCMNOPTYBaHHSA PiAVH Yepes3 NOpPUCTi cepeaoBuLLA MAE
BMUpilIanbHe 3HAaYeHHS B 6aratbox rasay3sax NPOMUCIIOBOCTI Ta HAYKOBUX
cohepax:

eligponoria: NOTiK Nig3eMHUX BOA 4epe3 [PyHT, MNepeHeceHHs
3abpyaHIOIYNX PEYOBUH i KPYroobir NoXXMBHUX PEYOBMH B €KOCUCTEMAX
3anexaTtb Big NOPUCTOI NPUPOAN HAAP.

eHadTorasosa iHXxeHepia: BUAOOYTOK HadTh i rasy 3 nia3eMHUx
pe3epByapiB BMMAara€e TOYHOr0 MOAENIOBAHHA pyxy ¢nwigie 4vepes
NOPMUCTI FipCbKi nopoau.

e MaTepiano3HaBcTBO: po3pobka @iNbTPiB, NOPUCTUX MeMOpaH i
HaKOMM4YyBayiB eHepril YacTo 3aNeXNUTb Bif, PO3YMIHHS TOro, K PiAUHMN i
rasu B3aEMOAiI0Tb 3 NOPUCTUMM CTPYKTYPaAMMN.

[MpoTaroMm pecaTuniTe MNOPUCTI cepefoBUWa MopentoBanu 3a
ponoMorot gobpe BigoMux o64YMCNOBaNbHMX METOAIB, TAaKMX AK aHanis
CKiHYeHHux enemMeHTiB (ACE), MeToaM CcKiHYeHHUX pisHuUb (MCP) i
MeToaM CKiHYeHHux o6'emie (MCO). Ui niaxoau nepenbavatoTb
PO3B'A3aHHA CKNagHux AaudepeHuianbHUX PiBHAHb Y YaCTUHHUX
NOXiAHMX, WO OMNUCYITb MNOTIK PIAMHW, TaKUX AK 3akoH [apci pns
ogHoda3Horo noToKy i piBHAHHA Hae'e-Ctokca pana 6GaratodasHoro
notoky. OgHak, TOYHE pO3B'A3aHHSA LUWX PIBHAHb BMMAra€ 3HAYHUX
obumncnoBanbHUX 3ycunb, 0COBJMBO KON MAETLCA NPO BeNUKi abo gyxe
peTtanisoBaHi cuMmynsuil. Ak Hacnipok, 3pocTae iHTepec A0 6inbL
edeKTMBHUX NigxoniB 0O MOAENOBaHHSA, AKi 3abe3nevyoTb 6anaHC MixX
TOYHICTIO Ta 064YMCNOBANIbHOK NPOAYKTUBHICTIO.

IrpoBi pywii, cnoyaTKy po3pobneHi ANs iHTEePaKTUMBHMX PO3Bar,
nepeTBOPUIINCS Ha YHiBepCcanbHi NnaTtdopmMu, 3gaTHi 06pobnaTn cknagHi
cuMmynsuil B peanbHoMy yaci. Taki pywii, sk Unity3D ta Unreal Engine,
NPONOHYIOTb NOTYXHi Gi3NYHI pywil, iIHTYITUBHO 3p03yMini iHTepdencu Ta
PO3LIMPEHi MOXIMBOCTI PEHAEPUHTY, WO pobuTh iIX NnpuBabnmeumMu ansa
HAyKOBOro MogentoBaHHsA. binbwe TOro, 3aBosKM iHTerpauili anroputMmie
MALWMHHOIO HaBYaHHA Ta HEMPOHHUX MEpeX, iIrpoBi pywil Tenep 34aTHI
MOZEeSIl0BaTM B peasibHOMY 4aci NOTIK PiANHN B NOPUCTUX CEpeAoBULLAX,
LLIO 3HAaXO0A4UTb 3aCTOCYBAHHSA B Pi3HMX rany3sx NPOMUCI0OBOCTI.

O6uucnioBanbHi MeToau B irpoBux pyuwiax. IrpoBi pywii, Taki sk
Unity3BD Ta Unreal Engine, ocHaweHi nepenoBumMn ¢isnUYHMMM
popatkosumu pywismu, Takumm sk NVIDIA PhysX ta Havok Physics, wo
A03BONISATb MOAENOBATM AUHAMIKY XXOPCTKUX TiN, M'AKUX TiN Ta piguH y
peanbHoMy u4aci. Lli ¢isnynHi pywii cnoyatky 6ynu po3pobneni gns
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peanicTUYHUX IrpoBMX CepenoBULL, ane 3apa3 iX afanToBaHO AN
HayKoBMX 3acTocyBaHb. OgHiEl 3 KNHOYOBUX NepeBar € IXHA 30aTHICTb
npaulBaTM 3 BESIMKOMACWTAOHMMKU CUMYNSALISMU B iHTEPAaKTUBHOMY
peXxuMi, [03BONSAKYM KOPUCTyBayaM HaNawWToOBYBATU napaMeTpu i
HeramHo 6a4nMTn pesynbTaTy.

Y KOHTEKCTi MopuCTUX cepemoBul, MOTIK PiAVHUM PEeryaleTbCs
}i3NYHMMM 3aKOHAMKM, TAaKUMKU AK 3aKOH [lapci, SKMW ONUCYeE NOTIK
PiOVHM 4yepe3 NoOpuUCTUM MaTepian K OJYHKUIO TPagi€eHTIB  TUCKY,
NMPOHWUKHOCTI Ta B'A3KocTi. [lna 6inbw cknagHux 6aratodpasHUX CUCTEM,
TAaKMX $IK OAHOYACHMW NOTIK BOAM, HadpTM i rasy yepes nopucre
cepefoBMLLE, MOXHA BMKOpPUCTOBYBATM piBHAHHSA Hae'e — Ctokca abo
piBHAHHA Piuyapaca [1]. Xouya ui piBHAHHA MOXHa po3B'A3aTy 3a
AOMOMOroK TpPaauUIMHUX 064YMCNOBaNnbHMUX MNiQX0AiB, irpoBi  pyLwii
CMpOLLYIOTh Li B3aEMOAII, BUKOPUCTOBYHUYM EBPUCTUKU Ta HAONIMKEHHS,
AKi po6NSATE MOXK/TMBUM MOAENIOBAHHS B peasibHOMY 4aci.

MeToaon Ha OCHOBI YAaCTUHOK, TaKi SK rigpogMHaMiKa 3rfagXXeHunx
yactuHok (F34), 6ynu iHTerpoBaHi B irpoBi pywii gna MoOentoBaHHS
ANHaMiKu pignHn. Y 34 pignHa npenctaBneHa ik CYKYNHICTb YaCTUHOK,
SIKi B3AEMOLiIOTb Ha OCHOBI IOKaNbHMUX Pi3MYHUX 3aKoHIB. Llen meTop €
obumncnoBanbHo epeKTMBHUM i fobpe MigxoouTb ONAs MOAESIOBAHHA B
peanbHOMY 4aci, ane po3AdifibHa 34aTHICTb CUMYRSUIl 3aneXxuTb Big
KiNbKOCTi BMKOPUCTOBYBaHWX 4acTUHOK [1]. MopenioBaHHSA 3 BULLOKO
pPO34iNbHOK 30aTHICTO, X04a i € 6iNblWw TOYHMM, BMMarae binble
obumcnoBanbHMX pecypcie, wWo pobutb [34Y KoMnpoMicoMm Mix
NPOAYKTUBHICTIO | AeTanisauieto.

IHTerpauia MawWMHHOrO HABYaHHSA | HEMPOHHUX MEPEeXX B IrpoBi
pywii BiAKPWMNA HOBIi MOXMBOCTI ANA MOLENIOBAHHA MOPUCTUX
cepepoBul. HaBuyawuu paHi Mopeni Ha BeNUKUMX Habopax [aHux
CUMYNALIA NOPUCTUX CepenoBMLL, MOXHA MNPOrHO3yBaTW MNOBERIHKY
MOTOKY PiAVMHW B peanbHOMY 4aci 6e3 6e3nocepedHbOro pPo3B'sA3aHHSA
CKNagHNX PiBHSAHb OUHAMIKMW.

3ropTKoBi HelpoHHI Mepexki (3HM), aKi LUIMPOKO BMKOPUCTOBYHOTLCS
B 06pobui 300pakeHb, pobpe niginayTe OnNs NPOrHO3yBaHHSA MOTOKY
piavHN yepe3 rpadivyHe 306parKeHHA MOPUCTUX CepenoBULY B irPOBOMY
pywii. HaByatoum 3HM Ha Habopi AaHMX CUMYNSLIA NOTOKY PiANHK Yepes
NopucTi cepedoBULLA, MepeXa MOXe HaBYMTUCA NPOrHo3yBaTu
noBefiHKY MOTOKY Ha OCHOBI TaKMX BXiOQHUX [AHUX, SIK reoMeTpis
NopMCcTOro cepeaoBuULa, BNAaCTUBOCTI PIANMHM Ta rpaHU4YHi ymoBu. [licns
HaByaHHA LWWHM Mo)e reHepyBaTu NPOrHO3M Mamxe MUTTEBO, LLO
po6uTh 1T ineanbHO AN iIHTEPAKTUBHOIO MOAENHOBAHHS.

I[HWMM  nepcneKTMBHMM  nigxoaoM €  i3NYHO-iHGOPMOBAHI
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HEMpPOHHI  Mepexi. Ui Mepexi Bknw4YawTb  i3NMYHI  3aKOHMU
b6e3nocepedHbO B CBOK apXiTEKTypy, rapaHTYyl4uW, WO MNPOrHO30BaHi
PilLEHHS Y3roOXKYIOTbCHA 3 KEepyUYMMU PIBHAHHAMWU, TAaKUMU SK 3aKOH
Hapci abo piBHAHHS HaB'e — Ctokca. MiHimi3ytoum dyHKUiO BTpaT, sSKa
BKJILOYAE  3a/MWKKM  UMX  piBHAHb, LWHM  MoXyTb HaBuuTUCS
aAnpoOKCUMYBaTM MOBEAIHKY MNOTOKY PiAWHU 3 BUCOKOK TOYHICTHO,
36epiraoumn Npy LbOMY NPOAYKTMBHICTb B peanbHoMy yaci [1].

BukopuctaHHa mMopenen MalwWMHHOIMO HaBYaHHA B irpOBMX PYLUISX
He nuwe nNpUWBUALWIYE CUMYNAUIl, ane W [03BOJISE KOPUCTyBayaM
B3AEMOAIATM 3 MOOENNI0 B pPeXxumi peanbHoro 4acy. Hanpwuknag,
KOPMUCTYBay MOXe PEeryaiBaT FPagieHT TUCKY abo B'A3KiCTb piguMHKU B
cUMynauil i MUTTEBO ©auunTK, AK Ui 3MiHW BNAWBAKOTb Ha MOTIK PiguHU
yepes NopucTe cepenoBuLLE.

TematuuHi pocnipykeHHs. B Hayui Npo HaBKONULWIHE cepenoBuLLe
MOZESIIOBaHHA NOTOKY PiAWHU Yepe3 NopuUCTi CepenoBuLLA MAaE BaXknmBe
3HAYEeHHS ONS NPOTrHO3YBaHHSA MOWMPEHHA 3abpyaHIOYNX PEYOBUH Y
IPYHTI Ta 'PYHTOBMX BOgax. TpaauuiHO Mogeni NOTOKIB Mig3eMHUX BOA
FPYHTYIOTbCS Ha 3akoHi [lapci i po3B'A3yl0TbCA 3@ [[OMOMOror
obuMcnoBanbHO [OPOrMX METOAIB, TaKUX $K aHani3 CKiHYEeHHUX
eneMeHTiB abo MeToamn CKiHYEHHUX pi3HMUb. BukopucToByoum irpoemin
pywin, oocnigHUKKM po3pobunun Mogeni, sKi Bi3yani3ylTb NepeHeceHHs
3abpyQHIOIOUYNX pPEYOBUH 4Yepe3 MOPUCTIi CepedoBuLLA B PEXUMI
peanbHOro 4acy. Lle [o3BONSE NOKPALNTM NPOLEC YXBANIEHHSA PilleHb Y
TaKMX CUTYaLisX, AK BiGHOBJIEHHA FPyHTOBUX Bop, [2].

IrpoBi  pywii nNpomoHyTb HOBMM  nipgxia, 3abe3neuvywoun
iHTEPaKTUBHE MOAENIOBAHHA MOTOKY MNiA3€eMHUX BOL, | MepeHeceHHs
3abpyQHIOIOYNX PEYOBUH Yy peanbHOMy 4aci. Hanpuknag, y cumynsuii
Unity3D pocnigHMKM MOXYTb MOAENBaTU pyx NiA3eMHUX BOA 4epes
Lapu rpyHTY, AO3BONSIOYN KOPMUCTYBavyaM perynoBaTh TaKi napameTpy,
SIK NPOHWUKHICTb TFPYHTY, riAgpaBniyHa MpPOBIAHICTE | KOHUEHTpauis
3abpynHOYMX pevyoBUH, WOO6 cnocTepiratn, K Wi 3MiHW BNIMBAKOTb Ha
MOTiK NiA3€MHUX BOA, | PO3NOBCHOAXEHHS 3a6pyaHIOIOYNX PEYOBUH.

KpiM TOro, noegHaHHsa irpoBUX pywiiB 3 TEXHOMOFIE BipTyanbHOI
peanbHOCTIi [03BOJSISE CTBOPHOBATM IMEPCUBHI CepepoBULLA, B SKUX
KOpUCTyBayi MOXyTb Bi3yani3yBaTu NOTIK MNiA3eMHMUX BOA i NepeHeceHHs
3abpypgHiooumx pevoBuH y 3D. Taki cepepoBula 0Co6IMBO KOPUCHI Ans
OCBITHIX Linen.

Y HadTOorasoBin NpPOMMUCNOBOCTI MoAgeni MNOpUCTUX CepeaoBuL
BMKOPMCTOBYHTLCS 419 MOLEJIIOBAHHSA NOTOKIB HadTH, rasy i Bogu 4yepes
ripceki nopogu. Lli Mogeni MatoTb BupillanbHe 3Ha4YeHHs oNas onTuMisauii
MeToAiB BMOO0OYTKY, NPOrHO3yBaHHSA TeMNiB BUOOOYTKY Ta epeKTUBHOIO
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ynpaBniHHa pecypcamu. OgHak TpaguuUivHi CUMMynsSTOpM MNacTiB €
CKTagHUMWN B 006YMCAOBANBLHOMY MAaHi i YacTo NOTPebyTb 3HAYHOMO
yacy Ha 06po6Ky OaHuUX AN OTPMMaHHSA pe3ynbTaris [3].

3a [onoMorok irpoBMx pywiiB MOXHa Bi3yanisyBaTu cuMynsuii
noknagie y peanbHoMy 4yaci. Hanpuknag, Unity3D mogenb HadToBOrO
NMoknagy MoOXe IiMiTyBaTM HarHiTaHHa BoguM abo rasy B noknapg |
NMoKa3yBaTW NOTIK PiAMHMK, WO MNPOTIKAE KpPi3b ripcbKy nopoay. IHXeHepu
MOXYTb B3AEMOLIATU 3 CUMYNSALIEND, PErynoyn Taki 3MiHHI, SK TUCK
HarHiTaHHSA, B'A3KICTb PiAMHU Ta NPOHUKHICTL Nopogu, i oapasy 6aunTu
BNJMB Ha KoedilieHT HadTOBIOAAuI.

BUKOpUCTaHHSA HEWPOHHUX Mepex LwWe Oinbwe nokpawye ui
CUMynAaUil, [O3BONSAKYM NMPOrHO3yBaTW MOTIK PIAVNHU B peanbHOMY 4aci
Ha OCHOBI NPOrHO30BaHMX AaHMX. Ha npakTuui Le 03HAYaE, WO iHXeHepu
MOXYTb TeCTyBaTW Ppi3Hi cTpaTerii BMAOOYTKY i WBUAWE NpUAMATU
PilLeHHS, NiABULLYIOYN eDEKTUBHICTD | SHUXKYOUYM BUTPATH.

Buknuku ta mManbyTtHi HanpaMku. OfHiero 3 ronoBHUX Npobnem y
BUKOPUCTAHHI irpoBMUX PYLWIiB A/ HAYKOBUX CUMYNSALIN € BanaHc Mix
TOYHICTIO Ta MNPOAYKTMBHICTIO B peanbHOMYy u4aci. lrpoBi pywii
ONTMMI30BaHi ANS WBUAKOCTI Ta IHTEPAKTUBHOCTI, ane ue 4acTto BUMarae
cnpoweHHs 6a30Boi @i3MKKW, WO MOXKEe MNPU3BECTU [0 3HUMKEHHS
TOYHOCTI. X04a TaKUM KOMMPOMIC NPUWUHATHUM JNS irpoBMX AO0AATKIB,
HAYKOBi CUMynsUil 4acTo BWMMarawTb BULWOIO CTYNeHs TOYHOCTI,
0COONMBO B TakKux ranyssx, sk BuAobyToK HapTu abo BiAHOBMIEHHSA
JoBKinns.

LLlo6 noponatv uUen BUKAUK, OOCAIOHWKW BMBYAOTb CNOCOOU
NigBULLEHHSA TOYHOCTI CUMYNSALUIN TigpoAMHaMIKM B irpoemx pyuwiax. Lle
BK/IlOMae B cebe BOOCKOHANEHHS OCHOBHMX i3NYHMX Mopaenewn,
MOKpPaLLeHHA PO3M4iSIbHOI 30aTHOCTI CUMYNSUIA HAa OCHOBI YaCTUHOK,
TaKMUX SK TigpoguMHaMika 3rnafXXeHWUX YacTUHOK, i BKJIOYEHHS OinbLu
CKNagHUX Moaenien MAWMHHOIO HaBYaHHSA, SKI MOXYTb anpoOKCUMMYBaTu
NoBeAiHKY NOTOKY PiANHM 3 BiNbLLIOK TOYHICTHO.

BucHoBoK. BuKopucTaHHs irpoBux pyuwiiB Ans MOLEN0BAHHSA
NOpPMUCTMX CepenoBuLL, BiOKPUBAE HOBI MOXXMUBOCTI ANS IHTEPAKTUBHOIO
MOLEeSIIOBaHHA B peanbHOMY 4aci. BukopuctoBywun nepepnosi ¢i3nyHi
pywil Ta MOXNKMBOCTI Bidyanizauii Takmx nnatoopM, sk Unity3D i Unreal
Engine, pocnigHMKM MOXyTb MOAENOBAaTVM CKNagHy MOBeAiHKY MOTOKIB
PiauHN 3 6inbwo ePeKTUBHICTIO | AOCTYNHICTIO. Y MOEQHaHHI 3
MeTOAaMN MALWMHHOIMO HABYaHHA Ui CUMYNAUIl MOXYyTb HagaBaTu
3BOPOTHIN 3B'AA30K Y peanibHOMY 4aci, W0 O03BONSAE WBUALIE NPUAMATH
pilLEHHS B TaKWX Tranysax, K ekonoria, HadToBa IiHXXeHepia Ta
MaTepiano3HaBcTBo. [lpoTe, 3anuwatTbcs npobnemu, ocobnneo B
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6anaHCyBaHHI MiXK TOYHICTIO | 06UYNCIIOBANIBHOK NOTYXKHICTHO.
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COMPUTER MODELING OF POROUS MEDIUM IN GAME ENGINES

The study of porous media plays a crucial role in a variety of
industries, including environmental management, oil and gas
production, and groundwater flow modelling. Modelling the behaviour
of fluid flow in porous media is critical for applications such as
groundwater modelling, oil production, filtration and biomedical
engineering. Traditional computational approaches, including finite
element analysis, finite difference methods, and finite volume
methods, require significant computational resources, especially for
large-scale or high-resolution simulations. Recently, the use of real-
time game engines, such as Unity3D and Unreal Engine, has become
an alternative for visual modelling of complex systems in
environments. In addition to these engines, physics software add-ons
such as NVIDIA PhysX and Havok Physics are also used. These
software, known for their high-performance graphics and real-time
physical modelling, have proven to be effective for modelling porous
media systems with an emphasis on interactive research using a
flexible computer simulation system where the parameters of the
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equation of the phenomenon under study are changed in real time and
the phenomenon is clearly modelled and visualised with all the
technical details. Moreover, the integration of machine learning and
neural networks into these engines enhances their ability to efficiently
handle complex simulations.

This article reviews computational approaches to modelling
porous media in game engines, discussing current achievements, case
studies, challenges, and future research directions.

Keywords: neural networks; computer modeling; game engines;
porous media; Unity3D; Unreal Engine; simulation.
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