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BU3YAJINZAIUA MPOUECCOB ®UJIBTPAIIUN B HEOTAHBIX
TIIJIACTAX HA OCHOBE 2D U 3D TPA®OUYECKHNX MOJEJEN

Annomayus: B @1aHHOM cTaTbe HCCIEIYIOTCS BONPOCHI  BU3yallM3aluu
npoieccoB GUIbTpaMK B HEPTAHBIX IUIACTAX, 3aBUCAIIAX OT H3MEHEHUS
JaBiIeHUS U KO3 PUIIMEHTa MPOHUIIAeMOCTH, Ha ocHOBe 2D u 3D rpaduueckux
Mozeneil. Pa3zpaboTaHbl METOJbI BHU3yaldU3allMU PE3yJIbTATOB YHUCIEHHOIO
pEIICHs] MaTeMaTUYeCKONH Mojenu (uibTpanuu HEPTH B TOPUCTOU Cpene ¢
WCIIOJIB30BaHUEM COBPEMEHHBIX TEXHOJOTUM KoMmbloTepHOU Tpaduku. C
noMonipl0 mnporpammbl  Blender mnocTtpoeHbl TpEXMEpHBIE TEOJOTHUECKHE
Mozenu, a Ha ocHoBe Threejs m WebGL co3mano uHTEepakTMBHOE BeO-

MIPUIIOKEHHE.
Kniouesvie cnosa: HedTsaHOU IacT, GUIbTpanms, BU3yaausaius, 3D Mojens,
2D rpaduka, Blender, Three.js, WebGL, koadduiment mnpoHuiiaeMoctu,

YUCJICHHAsA MOACIIb, aHUMAaIllui
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VISUALIZATION OF FILTRATION PROCESSES IN OIL LAYERS
BASED ON 2D AND 3D GRAPHIC MODELS

Abstract: This paper investigates the visualization of filtration processes in oil

reservoirs based on 2D and 3D graphic models, with a focus on pressure-

dependent permeability coefficient variations. Methods for visualizing the

results obtained from the numerical solution of the mathematical model of oil

filtration in porous media using modern computer graphics technologies have

been developed. Three-dimensional geological models were constructed using

Blender, and an interactive web-based visualization application was created

using Three.js and WebGL.
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1. BBEAEHUE

HedTterazosasi mpOMBIIIJIEHHOCTh SIBJSIETCS OJIHOM M3 BaXKHEHIIMX oOTpacien

MHUPOBOM  3KOHOMMUKH,

U e€ pa3BUTHE HEBO3MOXHO 0€3 MpUMEHEHUs
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COBPEMEHHBIX TEXHOJOIMM. B 4YacTHOCTM, u3y4yeHHe, MOIECIMPOBAHUE U
BU3yalIM3alUsl TUAPOJAMHAMUYECKUX IMPOLECCOB B HE(PTAHBIX IUIacTax
NPEACTaBIIET COOOW OJHY M3 aKTyaldbHbIX HAy4YHbIX MNpOOJEM B JaHHOU
obmactu. CHOXHOCTH TMpoLeccOB (GUIbTPALMM, TETEPOTeHHAs CTPYKTypa
MOPUCTOM Cpellbl U 3aBUCUMOE OT JIaBJIEHUS HW3MEHEHue Kod3(pQulUeHTa
MPOHUIIAEMOCTH — 3TU M Jpyrue (axTopbl 3aTPyIHSIOT aHAIM3 JIaHHBIX
MpoueccoB. B cBfA3M € O3TUM BU3yalu3auus pE3yJbTaTOB YHUCIEHHOIO
MOJICJIMPOBaHUSl CTajda HEOOXOJMMBIM HWHCTPYMEHTOM [UIsi MH)XEHEPOB U
ucclieoBaTesnel, Mo3BOJIAIOIIKUM NpeoOpa3oBaTh MACCUBBI YUCIIOBBIX JIaHHBIX B
HarjsiHble TpauyecKue MpeACTaBICHUs, O0Jeryarolue HHTEPHpeTauuo |

IIPUHATHE PEILICHUM.

Ha ceropnsimiHuil 1€Hb CYILIECTBYET MHOKECTBO MCCIEIOBAHUMN, MOCBAILIEHHBIX
YUCIICHHOMY pElIeHHIo 3a7a4 ¢uinbTpanuu HedpTu. B yactHocTH, PaBmanos H.,
Haszupora O.III. u coaBtopbl [1] pa3paboramu 3¢ ¢heKTUBHBIC YHUCICHHBIC
QITOPUTMBI PEIICHUs 3aaa4d GuiabTparuu HedTH B opucTor cpeae. cmannon
III.P. [2] mocTpoun KpaeByro 3aJadyy HAa OCHOBE JBYMEPHOM MaTeMaTH4ECKOW
monenu. HemaroB A., MaxmymoBa M.M. u coaBTtopbl [3] mnOpemIoXWIn
QITOPUTM  PEIICHUS ¢ MNpPOrpaMMmy  BHU3yalIu3aluu s  TPEXMEPHBIX
muddepeHManbHbIX  ypaBHEHUH —mapabonnyeckoro tuma. OpHako B
OOJBIIMHCTBE ATUX HCCIAEAOBAHUI BHU3yalu3allds YHUCICHHBIX PE3YJIbTaTOB
MMEET OrpPaHUYCHHbIE BO3MOXXHOCTM M B OCHOBHOM OIPaHUYMBAETCS
cratuyeckuMu rpadukamu. Ciydad TMOJTHOTO HMCHIOJIB30BAHMS BO3MOKHOCTEH
COBPEMEHHBIX HHTEPAKTUBHBIX TeXHOJOrMi 3D BuU3yalu3aluMud BCTPEUYAIOTCS

pelKo.

B naHHOW cTaThe, Ha OCHOBE TpPEThEH TJIAaBBI MarMcTEpCKOW AMCCEpTAINH
aBTOpa, W3JIAralOTCs METOABbl W Pe3yibTaThl BU3yAIM3alUd MPOIECCOB
bunbTpanmu B HeQTAHBIX MacTax Ha ocHoBe 2D u 3D rpadudeckux Mojenei.
OcHOBHasi 1eJdb  HCCIENOBAaHUS —  BHU3yalIM3alusi  BBIYMCIUTEIbHBIX

PE3YyJIbTATOB, IMOJIYYCHHBIX Had OCHOBC YHUCJICHHOM MOACIN CI)I/IJ'IBTpaI_[I/II/I HGCI)TI/I B
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MOPUCTON cpefie, C TOMOIIBID COBPEMEHHBIX TpadUYeCcKuX TEXHOJIOTHH,
BKito4asi moctpoenue 3D reonormyeckux Mozenei B mporpamme Blender,
pa3pab0TKy WHTEPAKTUBHOTO BEO-TIPUIIOKECHHSI BH3yaIM3alldd HA OCHOBE
Three.js 1 WebGL, a Taxke co3manne TMHAMHYECKUX M300pakKeHHU mporecca

(bunbTpaluK ¢ UCTIOJIb30BAHUEM TEXHOJOTHI aHUMAIIUH.
2. TEOPETUYECKHNE OCHOBBI 1 OB30P JIMTEPATYPHI
2.1. MaremaTtuyeckas Mojielib PUIbTpaIluy HePTH B TOPUCTOM cpelie

[Tpouecc dunmpTparn HePTH B TOPUCTOHN CpeJIe ONMUCHIBACTCS KBa3WIMHCHHBIM
muddepeHmaIbHbBIM YPaBHEHHEM, B KOTOPOM KO3 (GUIIMEHT MPOHUIIAEMOCTH
SBJIIETCSI HEOJHOPOJHBIM W 3aBHUCSIIMM OT IUIACTOBOTO JaBjeHUs. JlaHHas
MOJIEIb UMEET CIEIYIOUUNA OOl BU/I;

%:(%)%(k(mg—i)ﬁ(nﬂ

3nece P — nmnacroBoe pnaBnenuwe, k(P) — 3aBucsmuii  oT gaBieHUA
KOA((PUIIMEHT MPOHUIIAEMOCTH, || — JAUHAMHUYECKas BA3KOCTh HEPTH, m —
KO3 PUIIMEHT TOPUCTOCTH, B* — K0IPIULIMEHT C:KUMAaEeMOCTH cpeabl, f(X,t) —
GyHKIHUS WCTOYHUKA. 3aBUCHUMOCTh KOY(PQHUIIMEHTAa MPOHHUIIAEMOCTH OT
JIABJICHUS BBIPAXKACTCS B JIBYX CIydasx: NMPU MajoOM HM3MEHEHUM JIaBJICHUS —
nuneiiHas cBs3b k(P) = ko(1 — ak(Po — P)), npu 6051b1110M U3MEHEHUU TaBICHUS

— skcnoHeHuabHast cBsi3b k(P) = ko-exp(—ak(Po — P)).

KpaeBas 3amava, mocTpoeHHass Ha OCHOBE JAHHOW MaTE€MaTHYECKOM MOJICIIH,
YUCJIEHHO MOJEIHPYETCd METOJOM KOHEYHBIX pa3HocTeil. i1 4YnCIeHHOro
pemenns npumensiercs: metoq ADI (Alternating Direction Implicit), koTopsrit
00JaaeT BBHICOKONH TOYHOCTBHIO M YCTOMYHMBOCTHIO TPH PEHICHUH YpaBHEHUU

napaboyinueckoro tuma [4].

2.2. Ananu3 nuTeparypsl IO TEXHOJIOTHUAM BU3YIN3AIUU
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B mocnennne rojapl mpUMEHEHHE TEXHOJIOTHMI BH3yalu3allMid B He(Tera3oBOM
chepe mpopokaeT pacmupsaThess. Opel U coaBTOPHI [5] MPEITIOKUIN METOT
BU3yaJIbHOTO aHalii3a TIPOILIECCOB BBITECHEHHS ABYX(a3HOro TMOTOKa B
nopuctoii cpene. LlITpayd u coaBTops [6] pa3paboTaii HHHOBAIIMOHHBIN METO.T
aHalii3a MPOIECCOB BBITECHEHUS C MOMOIIBI0 MPOCTPAHCTBEHHO-BPEMEHHBIX

rpauKoB MOTOKA.

C nmpyroit ctoponsl, KeHT [7] omy0nukoBan ucCUepIbIBaOINIee PYKOBOICTBO IO
NpUMEHEHuI0 mnporpamMmbl  Blender B 1mensx HaydyHOW BHU3yalU3alluH.
bubmuoreka GemPy oOecneunBaer wuHTerpanuio Blender B mpoiiecchl
reOJIOTUYECKOTO MOJenupoBanus u wHBepcun [8]. B obmactm  BeO-
Bm3yanuzanuu 3D Yen u coaBTopbl [9] paspabotanin kpoccruiarhopMEHHYIO
cucteMy 3D Busyamuzanud TpOIECCOB OYpeHHUs] Ha OCHOBE TEXHOJIOTHUU

WebGL.

3. BU3VAJIIM3ALIMA IIPOHECCA OUIBTPAIMM B HE®DTAHBIX
IIJIACTAX

3.1. Busyanuzanus rpadgudecknx o0beKToB B mporpamme Blender

[Ipun omnpeneneHMM OCHOBHBIX TOKazaresed mporecca (UIbTpalUK HEPTH B
acTax He(QTAHBIX MECTOPOXKACHUN BaKHOE 3HAUCHHE MMEET aBTOMAaTH3allvsl
pelIeHHs] KpaeBoM 3a/1auu, MOCTPOCHHON Ha MaTeMaTHYeCKOM MOJEIH, a TaKXKe
BU3yaliM3alisl MOJY4YEHHbIX pe3ynbratoB. Blender — 310 mporpamma 3D
MOJICJINPOBAHUS, aHUMALMU W BU3YaJIU3ALMHU C OTKPBITBIM HMCXOJHBIM KOJOM,
OecraTHasi M TNPOQPECCHOHAIBHOIO YPOBHS, NPEJOCTABISAIOUIas IIUPOKHUE
BO3MOXKHOCTH JIJISl BU3YyaJu3aluu cuctembl (puibTpannu. C MOMOIIBIO TaHHOM
IIPOrpaMMbl MOXXHO BHU3YaJIbHO IMPEACTaBUTh TPEXMEPHYIO TI'€OJOTMYECKYIO
MOJieJIb HE(PTSHOro IJIacTa, KOHCTPYKIMIO CKBAXXUHBI U Pa3IUYHbIE STaIlbl

nporiecca puIbTpaIuu.

3.2. MyanHMGI{HﬁHBIG TCXHOJIOTNHU 1A BHU3yaJIN3alluU YU CJICHHBIX

pe3ynbTaTtoB B 2D u 3D rpaduueckux popmax

OOPYM MOJIOABIX YUEHDBIX Ne5(117) 2026 forum-nauka.ru



st 3ddeKTHBHONW BH3YyaaH3allid pPe3yIbTaTOB YHCIICHHOTO MOJISITHPOBAHHSI
HEOOXOJMMO HCTIOJIh30BAaHUE COBPEMEHHBIX MYJIbTUMEIUWHBIX TEXHOJOTHH.
Pa3zpaboraHHOe B HCCIENOBaHMM MPOrpaMMHOE OOecredeHue IOCTPOCHO Ha
ocHoBe OumOmmoteku Three.js u TtexHomormn WebGL, uTo mo3BOJIsIET
oroOpaxaTh uHTepakTuBHYIO 3D rpaduxy B BeO-Opayzepe. Ilporpamma
BU3YaIIM3UPYET U3MECHEHUE JAaBJICHUS BOKPYT He(DTSIHON CKBaKHHBI B TUIACTE T10
BPEMEHU M JUIMHE Iiacta B Bujae 3D moBepxHocTH, a Takxke B (opme 2D

rpaduxa.
3.3. Buzyanuzanus pe3ynbTaToB B BUJIE aHUMAalUH

AHUMAIMA — 3TO MPOLECC CO3aHUS UUTIO3UU JBUKEHHUS U U3MEHECHUS MTyTEM
OBICTPOrO0 TIOKa3a TOCIIEOBATEIPHOCTA CTaTHUYECKUX u300paxkenuid. [lpu
BU3yalM3allK mporecca GUibTpaly HEPTH TEXHOJOTHU aHUMAIUU UMEIOT
0co00€ 3HAYEHHE, MOCKOIBKY MpoIecc (GUIBTPAINH SIBISETCS AUHAMUYCCKAM
SIBJICHHEM, HEMPEPHIBHO Pa3BUBAIOIMIKUMCS BO BpemeHH. CTaTudeckue rpaduku
MOKa3bIBAIOT COCTOSIHUE TOJILKO B OMPEACIEHHBIA MOMEHT BPEMEHH, aHUMAIUS

K€ IMO3BOJIACT MPCACTABUTH BCIO JMHAMHUKY IIPOLCCCa HATTIAIHO.
34, PGSYJ'II)TaTBI BBIYUCJIIMTCIIbHBIX SKCIICPUMCHTOB U UX BI/I3yaJ'IBHBII71 aHaJIn3

Jnst  OpoBeAeHUST  BBIYUCIUTEIBHBIX ~ OKCIIEPUMEHTOB  HMCIOJIb30BAIIMCH
CJIeAYIOIINE NCXOAHbIC JaHHbIe: juirHa macta L = 10000 M, TonmumHa macta h
= 10 M, koappunment nopucroctd m = 0.2, Ba3kocTs HePTH L = 0.0009—-0.001
[la-c, nauaneHoe gaBieHue Po = 200 at™m, kordduireHT npoHuaeMocT ko =
0.1-0.5 . B ueHTtpe IUCKPETHOTO MO (UIBTPALMHM PACTOJOKEHBI TSTh

CKB&KHH ¢ OMHAKOBBIM eouTom Q = 500000 m3/cyTKu.

Tabmuua 1. Pe3ynpTaThl mNajgeHuss MAABJICHHMS TPU PA3NHYHBIX 3HAYECHHAX

IMPOHHUIACMOCTH
k (mpoHuIiaemMocTs) JlaBieHue B ieHTpe XapakTep CHIKEHUS
k=0.1 0.935 MemieHHoe cHUKCHUE
k=0.2 0.962 CpenHee CHUXKEHUE
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k=0.5 0.985 BricTpoe cHmkeHue

Kax BuaHo u3 Tabmuiel, npu k = 0.1 maBmenue B nienTpe magaer no 0.935, npu k
= 0.2 — 10 0.962, npu k = 0.5 — g0 0.985. JlanHbI{ pe3ynbTaT MOKa3bIBAET,
YTO MPU YBEIWYCHUU MPOHHUIIAEMOCTH CKOPOCTH IMepexojia HePTH K CKBaKUHE

BO3pacTaeT, B pe3yJIbTaTe JaBICHUE YMEHBIIAETCS.
4. 3BAKIIIOYEHUE

B naHHON cTaThe MCCIENOBAaHbl BOINPOCHl  BU3YaJU3allMM  IIPOLIECCOB
¢bunbTpanyu B HeQTAHBIX MacTax Ha ocHoBe 2D u 3D rpaduueckux Mopelnei.

ITo pe3yiibTaTaM UCCICAOBAHUA CACIAHbI CIICAYIOIINC OCHOBHLIC BBIBO/IbI.

Bo-nepBeix, ¢ mnomomipio mporpammbl Blender mocTpoeHbl TpéxmMepHBIE
reoJIOTUYECKUE MOJeN HEPTSIHOTO IlacTa W CKBaXuH. JlaHHBIE Mopenu
MO3BOJIUJIA BBIJICIUTh COCTaBHbIC YacCTU CUCTEMbl (DUIbTpAIIMKM, MPUMEHUTH
TEXHUKH MAaTEPHUAIOB M LIEHJECPOB, a TAKKE CMOAECIUPOBATH PAJIUYHBIC TAIBI

npoiiecca (pUIbTpauu ¢ TOMOUIBIO KIIFOUEBOM aHUMAIIUH.

Bo-Bropeix, Ha ocHoBe TexHonoruii Threejs um WebGL pa3spaborano
WHTEPAKTUBHOE MPOTpaMMHOE oOecreueHrne Il BHU3yaJlu3alliil YHCICHHBIX
pe3ynbTatoB B 2D u 3D rpadudeckux dhopmax. [lonp3oBaTens MOKET H3MEHSTh

¢bu3nuecKkre napaMeTpbl 1 HaAOIIOJATh PE3YyJIbTAThl B pEalbHOM BPEMEHHU.

B-TpeTBI/IX, C IIOMOIIBIO TEXHOJIOTUH aHuMaluu CO3JaHbl JHMHAMHYCCKUC
H306pa)KeHI/I$I Imponecca (1)I/IJ'IBTpaI_II/II/I, IMMO3BOJIAIOIIKUEC HAIJIAAHO IIPCACTABHUTDH

BCIO JUHAMUKY IIpoIlecca.
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