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The task of fluid simulation is computationally difficult, both in terms of the
required computational costs and in terms of representing the system with a large
number of particles. The study considers various methods for solving this problem,
such as the use of parallel computing, rendering optimization, and optimizing
information transfer between the CPU and GPU. The work was conducted in
the Unity environment. The study explores technologies such as GPU Instancing,
Unity DOTS, C# Job System, Burst Compiler, Entity Component System, Shaders,
Compute Shaders, and CUDA. A comparison and selection of features and areas
of application for each technology are carried out. An example of the utilization of
these tools in implementing the incompressible Schrodinger flow method is provided.

3ajsaua MOENMPOBAHHUSA XKHIKOCTH SABJSETCA BBIUMCIUTENBHO TPYAHOH KaK C TOU-
KA 3peHUs] TpeOyeMBIX BbIYMCJMTE/bHBIX 3aTpar, TaK W B IJaHe IPeACTaBJEHHs
CHUCTEMBI B BHJie 6OJIBLIOrO KOJIMYECTBA YacTHL,. PaccMOTpeHbl TaKHe METOAb! PelleH s
npo6J/ieM, KaK napajJesbHble BbIUMC/IEHHS, ONTHMHU3aLUs PEeHIEepPHHTa, ONTUMH3aLUs
nepenauu uHdopmauuu Mexay CPU u GPU. Pa6ora Bwimosnsiace B cpene Unity,
omucaHbl Takue TexHoJsioruu, kak GPU Instancing, Unity DOTS, C# Job System,
Burst Compiler, Entity Component System, Shaders, Compute Shaders u CUDA.
[IpoBeneHo cpaBHeHHe KaxKIOTO MHCTPYMEHTa, W MOKasaH NpHUMep NPUMEHEeHUs AaH-
HBbIX TEXHOJIOTHH NpH peanu3aldy MeTozia HecxkuMaemoro rnoroka IllpenuHrepa.
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