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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 DKOHOMHKH, U €€ pa3BUTHE HEBO3MOXXHO 0€3 MpUMEHEHHUs

COBPCMCHHBIX TexHonoruu. B 9aCTHOCTHU, H3YUYCHUC, MOJACINPOBAHUC U
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BU3yalM3alusl TUIPOJMHAMUYECKHX TMPOIECCOB B HEPTAHBIX IJIacTax
MPEACTaBISIET COOOW OJHY M3 aKTyaJbHBIX HAy4YHBIX MpoOJIeM B JaHHOU
ob0nactu. CHOXHOCTh MpOLECCOB (UIBTPALMH, TETEPOreHHass CTPYKTypa
MOPUCTON Cpelbl M 3aBUCHUMOE OT JIaBJICHHUS H3MEHEHHE KOdPPUIeHTa
MPOHUIIAEMOCTH — O3TU M Jpyrue (axTopbl 3aTPyIAHSIOT aHAIM3 JIaHHBIX
poLeccoB. B ¢BA3M € O3TUM Bu3yalnu3auus pPeE3yJbTaTOB YHUCIECHHOIO
MOJICJIMPOBAHUSl CTajda HEOOXOJIMMBIM HWHCTPYMEHTOM ISl WH)XEHEPOB U
uccie0BaTeNeH, Mo3BOJISIONIMM TPeo0pa3oBaTh MACCUBHI YMCIOBBIX JIaHHBIX B
HarsiHble TpaduyecKue MpeACTaBICHUs, 00Jeryarlme HHTEPHpPEeTauo |

IIPUHSATHE PELICHUMN.

Ha ceromnsumiHuii 1eHb CYLIECTBYET MHOMXECTBO MCCIIEIOBAHUM, MMOCBIIIEHHBIX
YUCIICHHOMY pElIeHHIO 3a7a4d ¢puibTpaunu HedpTu. B yactHocTH, PaBmanos H.,
Hasuposa D.III. u coaBtopel [1] pa3pabotanu 3¢deKkTuBHbIE YUCICHHBIC
NTOPUTMBI pellleHud 3aia4d punbTpanuu HedTH B opuctoi cpeae. Mcmannon
III.P. [2] mocTpoun KpaeByro 3aJadyy Ha OCHOBE JBYMEPHOM MaTeMaTH4YECKOW
mozenu. HematoB A., MaxmynoBa M.M. u coaBropsl [3] mpemioxuiu
QITOPUTM  PEIICHUS ¢ MNPOrpaMMy  BHU3yalIU3alUuu s TPEXMEPHBIX
auddepeHnnaIbHbIX  ypaBHEHU  mapabonuueckoro tuma. OpHako B
OOJILIIMHCTBE ATUX UCCIACAOBAHUM BHU3YyalM3allds YHCICHHBIX PE3YJIbTATOB
MMEET OrpaHUYCHHbIE BO3MOXXHOCTM M B OCHOBHOM OTpPaHUYMUBACTCS
cratndeckumMu rpadukamu. Ciydaw MOJTHOTO HMCTIOJIB30BAHMS BO3MOKHOCTEH
COBPEMEHHBIX HMHTEPAKTHUBHBIX TE€XHOJOTMWA 3D BH3yalM3allid BCTPEYAOTCSA

pelKo.

B nanHOM cTaThe, Ha OCHOBE TPEThEU IJIaBbl MAarucTEpCKOM AHMCCEpPTaluu
aBTOpa, W3JIaraloTCd METOAbl M  pe3yibTaThl BU3yaJIHM3alUd IIPOLIECCOB
¢bunbTpanyu B He(QTAHBIX MacTax Ha ocHoBe 2D u 3D rpaduueckux Mozene.
OcHOBHasT 1edb  MCCIENOBAaHUS —  BHU3yaJIH3alusl  BbIYHMCIUTEIbHBIX
pe3yJIbTaTOB, MOJIyYEHHBIX HA OCHOBE YMCIEHHOW Moenu GuibTpauuu HeQTH B

MOPUCTON Ccpeie, C TOMOIIBI0 COBPEMEHHBIX TpadUUecKHX TEXHOJIOTH,
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BKIIOYass moctpoeHue 3D reosiormdeckmx wmojeneid B mporpamme Blender,
pa3pab0TKy WHTEPAKTUBHOIO BEO-MPUIIOKEHUSI BH3yaJIM3alldd HAa OCHOBE
Three.js 1 WebGL, a Takxe co3naHue TUHAMUYECKUX M300paKeHUI Tpoiiecca

(UIBTpAlK ¢ UCTIOJIB30BAHUEM TEXHOJOTHI aHUMAIIHH.
2. TEOPETUYECKHNE OCHOBBI 1 OB30P JIMTEPATYPHI
2.1. MaremaTudeckas MojielIb (GUIbTPAIIUK He(PTH B IOPUCTOM cpejie

[Tpouecc punpTpannu HEPTU B MOPUCTOH Cpesie ONMUCHIBAETCS KBA3WIMHEHHBIM
muddepeHnaIbHbIM YPAaBHEHUEM, B KOTOPOM KO3 (UIIMEHT MPOHUIIAEMOCTH
ABJIIETCSI HEOJHOPOAHBIM M 3aBUCSIIMM OT IUIACTOBOIO JaBieHus. JlaHHas
MOJIEITb UMEET CIIEYIOUTUNA OO BU/I;

%:(%)%(k(mg—i)ﬁ(&f)

3nece P — nmmacroBoe gnaBnenue, k(P) — 3aBucsmmii  or jgaBieHuUs
KO3(PUIIMEHT MPOHUIIAEMOCTH, | — JAWHAMHUYECKas BSI3KOCTh HedTH, m —
KO3(phULIMEHT OPHUCTOCTH, B* — KodPIULIMEHT cxUMaeMocTH cpeabl, f(x,t) —
GyHKIHUS WCTOYHWKA. 3aBHCHMOCTHh KO3(PQHUIIMEHTAa MPOHHWIIAEMOCTH OT
JIABJICHUS BBIPAXKAECTCS B JIBYX CIydasx: NMPU MajoM W3MEHEHUH NaBJICHUS —
muHelHas cBsi3b K(P) = ko(1 — ak(Po — P)), mpu GosnbiiioMm 3MeHEHUU JTaBIICHUS

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

KpaeBas 3amada, mocTpoeHHass Ha OCHOBE JAaHHOW MAaTE€MaTHYE€CKOW MOJEIH,
YUCJIEHHO MOJEIHMPYETCI METOJOM KOHEYHBIX pa3HocTeil. i1 4YncIeHHOro
pemenus npumensiercs meton ADI (Alternating Direction Implicit), koTopsrii
o0JaaeT BBHICOKOH TOYHOCTHIO M YCTOMYHMBOCTBHIO TIPH PEIICHUHM YpaBHEHUU

napaboJIMuecKoro Tuma [4].
2.2. Ananu3 nuTepaTyphl 110 TEXHOJIOTHIM BU3YaIU3alliN

B mocnennne rojpl mpUMEHEHHE TEXHOJOTMH BH3yalW3allid B He(TEra3oBOM

chepe npoaomxaer pacuupsaTbes. Opeit U coaBTOpbI [S] MPEIOKUIA METOT
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BU3YaJIbHOTO aHalIW3a TMIPOILECCOB BHITECHEHUS JABYX(a3HOTO TIOTOKA B
nopuctoit cpene. LlItpayd u coaBTops [6] pa3paboTaii MHHOBAIIMOHHBIN METO/T
aHajau3a MPOIECCOB BBITECHEHHSI C TMOMOIIBIO MPOCTPAHCTBEHHO-BPEMEHHBIX

rpaKoB TOTOKA.

C npyroii ctoponsl, KeHt [7] onmy0imMKoBan ncUepIibIBaroOIiee PyKOBOACTBO T10
npuMeHeHuto mnporpamMmbl  Blender B mensix HaydyHOM BHU3yalU3allHH.
bubmmoreka GemPy obecneunBaer wuHTerpamuio Blender B mporeccs
re0JIOTUYECKOTO  MOJenupoBanus u wuHBepcun [8]. B obmactu BeO-
Bum3yanu3anuu 3D Yen u coaBTopbl [9] paspabotanin kpoccmiiarOpMEHHYIO
cucteMy 3D Bu3yanuzanuMd TpOIECCOB OYpEeHHs] HAa OCHOBE TEXHOJIOTUU

WebGL.

3. BU3VAJIIM3ALIMA IIPOHECCA OUIBTPAIIMM B HE®DTAHBIX
I[UIACTAX

3.1. Buzyanuzanus rpadguueckux o0beKkToB B mporpamme Blender

[Ipu ompeneneHnn OCHOBHBIX IMOKa3zaTened mporecca (GuiIbTpaluu HEPTH B
actax He(TSAHBIX MECTOPOXACHUN BaKHOE 3HAUCHHE MMEET aBTOMAaTHU3allus
peleHns KpaeBoM 3aJ1auu, NOCTPOCHHONW HAa MAaT€MATUYECKOM MOJEINH, & TAKKE
BU3yalIM3alisl MOJYYeHHBIX pe3yibTatoB. Blender — »53t0 mporpamma 3D
MOJEIUPOBAHUs, aHUMAallMi U BU3yaJU3alluy C OTKPBITBIM HCXOJHBIM KOJIOM,
OecraTHass M NPOQPECCHOHAIBHOIO YpPOBHS, NPEJOCTABIAIONIAs IIUPOKHE
BO3MOXKHOCTH JIJIsl BU3yaJu3aluu cucteMmbl (puibTpannu. C MOMOIIBIO TaHHOM
IIPOTrpaMMBbl MOXXHO BHU3yaJlbHO IPEACTaBUTh TPEXMEPHYI TI'€OJOTHYECKYIO
MOJieJIb HE(PTSIHOrO IUIacTa, KOHCTPYKIMIO CKBAXUHBI U PA3IMYHBIC STallbl

npoiiecca GuIbTpaIuu.

3.2. MYHBTHMGHHﬁHBIG TCXHOJIOTHH JJIA BHU3YyaJIN3allUU YN CJICHHBIX

pe3ynbTatoB B 2D u 3D rpaduueckux popmax

Jnst s dexTrBHON BHU3yaIu3alMu Pe3yJIbTaTOB UYHMCICHHOTO MOICIUPOBAHUS

H€O6XOI[I/IMO HCIIOJIB30BAHNC COBPCMCHHBIX MYJIBTHMeI[HI;'IHBIX TEXHOJIOTUH.
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Pa3paboTanHoe B wuCCleIOBaHUM MPOTPAaMMHOE OOECIeYeHUE IMOCTPOCHO Ha
ocHoBe OmOmmorekn Three.js u TexHoimorun WebGL, uyTo mo3BosseT
oroOpaxaTh uHTepakTuBHYIO 3D rpaduxy B BeO-Opayzepe. Ilporpamma
BU3YAJIM3UPYET U3MEHEHHE JaBICHUS BOKPYT HEPTIHON CKBOXHHBI B TUIACTE TIO
BpEMEHH W JUIMHE IUiacta B BHae 3D moOBEepXHOCTH, a Takke B ¢dopme 2D

rpajduxa.
3.3. Busyanu3zaius pe3yabTaToB B BUJE aHUMALIUU

AHuMAaIMa — 3TO MPOLECC CO3JaHUS WUTIO3UU JBUKEHHUS U U3MEHCHUS ITyTEM
OBICTPOrO0 TOKa3a TMOCJIENOBATENbHOCTA CTaTHUeCKUX u300paxkenuid. Ilpu
BU3yaIM3aluKu Tpoiecca GuiabTpaiu HETU TEXHOJOTUU aHMUMAIlUU HMEIOT
0co00€ 3HaYeHHE, MOCKOIBKY Mpolecc (GUIBTPAINH SIBISETCS AUHAMHUYECKUM
SBJICHHEM, HENPEPHIBHO Pa3BUBAIOIIKUMCS BO BpemeHH. CTaTuueckue rpaduku
MMOKa3bIBAIOT COCTOSIHUE TOJIBKO B ONPENCIEHHBIA MOMEHT BPEMEHH, AaHUMAIUS

KC IMMO3BOJIACT IIPCACTABHUTHh BCIO JTMHAMHKY IIPOLCCCA HAl'JIAAHO.
34, P€3y.l'II>TaTI>I BBIYHUCJIIUTCIIbHBIX SKCIICPUMCHTOB U UX BH3yaHLHLIﬁ aHaJIn3

JUies  1poBeneHMs  BBIYMCIMTEIBHBIX  JKCIIEPUMEHTOB  HCIOJIb30BAJINCH
CJIeAYIOIINE UCXOAHbIC JaHHbIe: JuinHa racta L = 10000 M, TonmuHa macta h
= 10 M, koaddunment nopucroctd m = 0.2, Bs3kocTh HepTH 1 = 0.0009-0.001
[Ta-c, HauanbHoe napieHue Po = 200 at™, ko3 dunreHT npoHunaemMoctu ko =
0.1-0.5 JI. B ueHTpe AHUCKPETHOro MOJsl (PUIbTPALUU PACHOJOXKEHBI MAThH

CKBaXUH ¢ oHAKOBBIM jiebutoM Q = 500000 M?/cyTkH.

Tabnmuma 1. Pe3ynpTaThl TajeHusT MABJICHHS TPU PA3NTHYHBIX 3HAYCHUSX

IMPOHNIACMOCTH
k (mponutiaemMocTs) [aBnenue B eHTpe Xapakrep CHUKEHUS
k=0.1 0.935 MemeHHOE CHUKEHUE
k=0.2 0.962 Cpennee cHIKEHNE
k=0.5 0.985 BricTpoe cHmxeHue
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Kax BuaHo u3 tabmuiel, npu k = 0.1 maBmenue B nienTpe mamgaer 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 IMepexoia HePTH K CKBaKUHE

BO3pACTAET, B PE3YJIbTATE JABICHUE YMEHBIIACTC.
4. BAKJIIOYEHUE

B naHHON cTaTke MCCIENOBAaHbl BOINPOCHl  BU3YaJU3alMH  IIPOLIECCOB
¢bunbTpanmu B He(QTAHBIX MacTax Ha ocHoBe 2D u 3D rpaduueckux Mopene.

ITo pe3yiibTaTaM UCCICAOBAHUA CACIAHbI CIICAYIOIINC OCHOBHLIC BBIBO/IbI.

Bo-nepBeix, ¢ mnomomipio mporpammbl Blender mocTpoeHbl TpéxmMepHBIE
reoJIOTUYECKUE MOJIeI HEPTSHOTrO IlacTa W CKBaXWH. J[aHHBIe Mopenu
MO3BOJIUJIA BBIJIEIUTh COCTaBHbIE YacCTU CUCTEMbl (DUIbTpAIIMM, MPUMEHUTH
TEXHUKH MAaTEPUAIIOB M LIEHJEPOB, & TAKKE CMOAECIUPOBATH PA3JIUYHBIC TAIBI

npoiiecca (pUIbTpauu ¢ TOMOUIBIO KIIFOUEBOM aHUMALIMH.

Bo-Bropeix, Ha ocHoBe TexHosoruii Three.js u WebGL pa3paborano
WHTEPAKTUBHOE MPOTpaMMHOE oOecreueHrne Il BHU3yaJlW3alliil YHCIICHHBIX
pe3ynbTatoB B 2D u 3D rpaduueckux dopmax. [lonbzoBaTenb MOXKET H3MEHATh

(bu3nyeckue napaMeTpbl U HAOIIOJATh PE3YyJIbTAThl B pEaIbHOM BPEMEHHU.

B—TpCTBI/IX, C IIOMOIIIBIO TEXHOJIOTUH aHuManuu CO34aHbl JHMHAMHYCCKHUC
H306pa)KeHI/I$I Imponccca q)HHpraI_II/II/I, IMMO3BOJIAIOIIUEC HAIJIAAHO IIPCACTABHUTDH

BCIO IMHAMHUKY ITpolecca.
HUcnoub30BaHHBIE UCTOYHUKMH

1. PamanoB H., Hasupoa D.III. D¢dheKTUBHBIM YHUCIECHHBIA aJITOPUTM
pemenus 3amad guibTpanuu HePTH B MOpUCTOM cpeme // Hayunwiii sxypHan

TYUT nmenn Myxammaza an-Xopasmu. — 2020. — Ne2. — C. 45-52.

2. Ucmaumno II.P. JIBymepHass maTeMmaTHyecKas MOJENIb KpaeBOMl 3ajiauu
npouecca (QuabTpanuu  HedpTH B MOPUCTOM cpene. — Marucrepckas

nuccepranus, TYUT, 2021.

"Teopus 1 NPaKTUKA COBPEMEHHOI HAyKu" Ne5(131) 2026



3. HematoB A., MaxmyaoBa M.M., ApteikbaeBa ['.K. Anroputm pemieHus
KpaeBoM 3amauum Uil TpéxMmepHoro auddepeHIuanbHOr0  YpaBHEHUS
napabdoJIMYeCKOTO TUIA U BU3yaju3alusi YUCIECHHOTO pe3yibrara // Hayunbiii

KypHai. — 2022. — Ne3. — C. 22-29.

4. Douglas J. Jr., Gunn J.E. A General Formulation of Alternating Direction
Methods. Part I: Parabolic and Hyperbolic Problems // Numerische Mathematik.
—1964. - Vol. 6. — Pp. 428-453.

5. Frey S., Hagele D., Ertl T. Visual Analysis of Two-Phase Flow Displacement
Processes in Porous Media // Computer Graphics Forum. — 2021. — Vol. 40(6). —
Pp. 183-197.

6. Straub A., Karadimitriou N., Reina G. et al. Visual Analysis of Displacement
Processes in Porous Media using Spatio-Temporal Flow Graphs // IEEE
Transactions on Visualization and Computer Graphics. — 2024. — Vol. 30(1). —
Pp. 1029-1053.

7. Kent B.R. 3D Scientific Visualization with Blender. — IOP Publishing,
Bristol, UK, 2015.

8. de la Varga M., Schaaf A., Wellmann F. GemPy 1.0: Open-Source Stochastic
Geological Modeling and Inversion // Geoscientific Model Development. —

2019. — Vol. 12(1). — Pp. 1-32.

9. Chen Y., Zhang J., Bai W. et al. Cross-Platform Drilling 3D Visualization
System Based on WebGL // Mathematical Problems in Engineering. — 2021. —
5516278.

10. Novikov P., Sabitov D., Bukhanov N. et al. Interactive Visualization of
Large-Scale Oil and Gas Reservoir Simulation Models // ISC High Performance
2022 International Workshops. — LNCS Vol. 13364. — Pp. 274-286.

"Teopus 1 NPaKTUKA COBPEMEHHOI HAyKu" Ne5(131) 2026



11. Zhu S.-Y., Du Z.-M., Li C.-L. et al. A Semi-analytical Model for Pressure-
Dependent Permeability of Tight Sandstone Reservoirs // Transport in Porous

Media. — 2018. — Vol. 122(2). — Pp. 235-252.

12. Kudryashov N.A., Kochanov M.B., Savatorova V.L. Approximate Self-
Similar Solutions for the Boundary Value Problem Arising in Modeling of Gas
Flow in Porous Media with Pressure Dependent Permeability // Applied
Mathematical Modelling. — 2013. — Vol. 37(7). — Pp. 5563-5573.

13. Nazirova E.Sh., Sadikov R.T., Ismailov Sh. Algorithm and Program for
Solving the Boundary Value Problem for Gas Filtration in a Dynamically

Interconnected Porous Medium // AIP Conference Proceedings. — 2025. — Vol
3244. - 020030.

14. Nematov A., Nazirova E.Sh., Sadikov R.T. On Numerical Method for
Modeling Oil Filtration Problems in Piecewise-Inhomogeneous Porous

Medium // IOP Conference Series: Materials Science and Engineering. — 2021. —

Vol. 1032. - 012018.

"Teopus 1 NPaKTUKA COBPEMEHHOI HAyKu" Ne5(131) 2026



