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PI3UYHI OCHOBHU ®OTOPEAIICTUYHOI'O PEHIAEPUHI'Y:
AHAJII3 TA IPOT'PAMHA IMIIJIEMEHTALIA TEXHOJIOI'TT
TPACYBAHHA IPOMEHIB

BiHHMIBKMI HAIllOHATBHINA TEXHIYHUHA YHIBEPCUTET

AHoOTaALA:

Y pobomi posensoaromvca @izuuni npunyunu 2eomempuyHOi ONMUKU, WO JIeHCamb 8 OCHO8I ANcOpUmMMIie
domopeanicmuuno2o penOepunzy, 30Kpema mexHonoeii mpacyeanHs npomenie. Ilpoananizosano aneopummiuny
peanizayito mMemooy 360pOMHO20 MPACYEAHH:, BUKOPUCMAHHA YUceNbHO20 mMemody Monme-Kapno ons cumynayii
2N106aIbHO20 OCGIMIEHHSA, A MAKOJIC Npobiemu onmumizayii obuuciens 3a 0onomozoio cmpykmyp oanux BVH ma
aneopummie 3HeutyMaeHH.

KurouoBi ciioBa: TpacyBaHHsI IIPOMEHIB, PSHICPUHT, TCOMETPUYHA OINTHKA, rI100aabHE OCBITIICHHs, MeTol MoHTe-
Kapio, ctpykrypu nanux BVH.

Abstract:

The paper examines the physical principles of geometric optics underlying photorealistic rendering algorithms,
specifically ray tracing technology. The algorithmic implementation of backward ray tracing, the use of the Monte Carlo
numerical method for simulating global illumination, and the challenges of computational optimization using BVH data
structures and denoising algorithms are analyzed.
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Beryn

EBodronist komm'torepHOi Tpadikd MPOTITOM OCTaHHIX JECATHIITH XapaKTepH3yBaslacs MEPeXoJ0M Bif
METO/IB eMIipUYHOi ampokcumarii (pacrepusaiii) 10 (i3MYHO KOPEKTHOI cuMyJsimii cBiTia. Kiro4doBoro
TEXHOJIOTIEI 1BOTO MePexoay cTajgo TpacyBaHHs mpomeHiB (Ray Tracing). AKTyalbHICTh TEMU 3yMOBJICHA
BIIPOBAKEHHAM arapatHoro npuckopeHHs (RT-saep) y criokuBdi rpadivHi MpoIecopy, mo YMOMXKIABUAIO
BUKOPHUCTaHHS aJITOPUTMIB riobanbsHoro ocBitinenHs (Global [llumination) y peansHoMy daci. Meroro pobotu
€ aHayii3 Gi3UYHUX TPUHIUITIB T€OMETPHYHOI ONTHKH, 11O JIEXKATh B OCHOBI aJITOPUTMIB PEHACPUHTY.

®diznyHa Moje/b: ['eoMeTpUYHA ONITHKA TAa 3BOPOTHE TPACYBAHHS

B ocHOBI METOTy JISKUTH CUMYJIALIS TOBSIIHKH CBITJIA SK TIOTOKY YaCTHHOK (()OTOHIB), 1110 TOIIUPIOIOTHCS
MPSIMOJIIHIIHO y OJTHOPiTHOMY cepefioBulli. Tpaauiliiina GizudHa MoJeNb Nepeadadac MOMIMPEHHS CBITIIA BiJ
mkepena o crocrepirada (Forward Ray Tracing). OmHak, 3 004YHCIIOBaIBHOI TOYKH 30Dy, IEW MiAXif €
Hee()EeKTUBHUM, OCKIJIbKHU OLIBIIICTh IPOMEHIB HE TIOTPAILISE B INIONIMHY MIPOEKIIii (Kamepy).

VY cydacHiif KOMITIOTepHiH rpadili 3acTOCOBYETBCSI METO] 3BOPOTHOTO TpacysaHHs (Backward Ray
Tracing). AnropuT™m rnepedadae BUTyCKaHHsI IEPBUHHHX ITPOMEHIB (primary rays) 3 IIeHTpY MPOeKIii yepe3
KOXEH ITIKCeJIb eKpaHy B clieHy(puc. 1).



Puc. 1. Cxema npsiMmoro ta 3B0pOTHOTO TPaCyBaHHS IMPOMEHIB.
3 TOYKHM 30py NPOrpaMHOI apXiTEeKTYpH, IPOMiHb CBITJIA OMUCYETHCS MapaMETPUIHUM PIBHSIHHSM MPSIMOT:

P(t) = O +tD

ae O (Origin) - koopauHaTH TOYkK MoYaTKy npomens (kamepu), D (Direction) - HopmanizoBaHuii BEKTOp
HampsIMKy, a t - BiCTaHb, SIKY MPOWIIOB MPOMiHb. 3aBJaHHAM AITOPHUTMY € 3HAXOMKCHHS HAMMEHILIOTO
JOJTATHOTO 3HAYEHHS t, IPH IKOMY BiI0yBa€THCS MEPETHH 3 00'€KTOM.

[Tpu nepeTrHi TpoOMeEHs 3 TEOMETPUYHUM MIPUMITHBOM (ITOJIITOHOM) BiZIOyBa€ThCS PO3PaXyHOK B3aEMOIIT
CBITJIa 3 MOBEPXHEIO 3T1THO i3 3aKOHAMHU T€OMETPUYHOT ONITHKHU:

3aKkoH BiJOWBAHHS: AJIs I3epKaIbHIX MIOBEPXOHD KYT MaAiHHS JOPIBHIOE KyTy BiTOWBaHHS BiJHOCHO HOpMAITi
noBepxHi. L{e mo3Bomnsie peanizyBaT (pi3sMIHO KOPEKTHI BiOOpaXKeHHS 00'€KTIB, 110 3HAXOAATHCS 11032 TIOJIeM
30py KamepH. MaTeMaTHYHO HampsMOK BiJOMTOrO MPOMEHs OOYMCIIOEThCS 4Yepe3 BEKTOpHI omeparii 3a
(dhopmyiior0:

R = 1-2(1xN)N

ne | - Bexrop nmanarodoro npomers, N - HopMmais 10 moBepxHi (epreHANKYIsIp), a R - pe3yapTyounii BEKTOp
BiZOUTTS. Y MpOrpaMHOMY KOZI 115 Olepallisi BAKOHY€ETHCS 3a JOMOMOTOI0 CKAJIIPHOTO JJOOYTKY BEKTODIB.

3akoH 3anomuteHHst (3akoH CHemiyca): MpH MPOXO/KECHHI CBITJIa Yepe3 MeXy JBOX IMPO30PUX CEepeIOBHII]
(HampuKJaz, TMOBITPSA-CKIIO) BiIOYBAE€ThCS 3MiHA HANpsIMKy BekTopa mnpomeHs (puc. 2). lle sBume €
KPUTHYHHM JUISl PEHCPUHTY PIIUH Ta CKISTHUX OBEPXOHb.
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Puc. 2. B3aemoisi CBITJIOBOTO MPOMEHS 3 MEXKEIO CEPEIOBHII (3aIOMIICHHS Ta BiIOMBaHH).

Edext @penerst: onucye 3a1eKHICTh IHTCHCMBHOCTI BIIOUTOTO CBIT/IA BiJl KyTa rmajiHHs. [le BaykMBHii acriekT
JUISL PeaNiCTUYHOTO BiATBOPEHHS JiENEKTPUKIB (BOAM, TUIACTHKY, JJAKOBAaHMX IOBEPXOHB), J€ BiJOWBHA
3MIATHICTh 3POCTAE MIPU KOB3HUX KyTax OTJISLY.



AJropuTMiYHA peatizalisi Ta CTOXaCTHYHI MeTOIH

3amicTh pO3B'SI3aHHS CKIAJAHAX IHTETPAIBPHUX pIBHAHb AHANITHYHUM IUIIXOM, Y MpOrpaMyBaHHI
BUKOPUCTOBYEThCS uncenbHUA Meron Monrte-Kapno. CyTh MeToay TMONSTae y CTOXaCTUYHOMY
(BumaakoBoMy) BimOOpi mpoO. OCKINBKH CBITJIO Y HPUPOAL PO3CIIOETHCS XaOTUYHO (IUQy3HE BiAOUTTS),
QITOPUTM BHITyCKa€e 0e37119 BUTIJIKOBUX MPOMEHIB 3 TOYKHU Ta/IiHHSA, 1100 OI[IHUTH CEPEIHIO OCBITJICHICTb.

Le#t minxix mo3BOJse MporpaMHO peaizyBaT CKiaaHi onTuyHi edexktn. Hampukman, m'axi tiai (Soft
Shadows) BHHMKAIOTb, KOJIU JPKEPEIO CBiTIIA Mae (Pi3MYHHN PO3MIp, a HE € TOUKOBUM. AJITOPUTM ITyCKae
MPOMEHI JI0 Pi3HUX TOUOK MMOBEPXHi Kepesia CBiTia, BU3HAYAIOUH CTYIiHb 3aTiHeHHsI. [ TobanbpHe OCBITICHHS
(Global Illumination) 3a6e3neuye BpaxyBaHHs BTOPUHHOTO BiJOUTTSI CBITIIa Bi/I MOBEPXOHb (HAPUKIA, KOJIH
4yepBOHa cTiHa "mingapooBye"” Outy mimiory) (puc. 3).
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Puc. 3. [opiBHsHHS cueHH 03 Ta 3 BAKOPUCTAHHIM TEXHOJIOTI] robansHoro ociTieHHs (Global Illumination).
IIpodaemaTuka onTuUMi3anii Ta CTPYKTYpH JaHUX

lNonoBHuM BukiMKOM iMIuieMmeHTarlii Ray Tracing € Bucoka oO4YuCITIOBalIbHA CKIIAJHICT JUIS HAiBHOTO
MiIX0/My, JIe HeOOXiHO OOYMCIINTH TIEpETHH 3 KOXHUM IOJIITOHOM Y ciieHi. [lepeBipka mepeTrnHy KOXHOTO
MPOMEHS 3 KOXKHUM TPUKYTHUKOM CIIEHH Y PealbHOMY 4aci € HEMOXKJIMBOIO HaBITh JUIS IOTYXKHUX CHCTEM.

Jia onrtuMizartii 3aCTOCOBYIOThCSI IIPOCTOPOBI CTPYKTYPH JTaHUX, 30KpeMa iepapXis 00Mexyrounx 00'eMiB
(BVH — Bounding Volume Hierarchy) . BVH no3Bossie oprani3yBaTi reOMeTpi0 CLIEHH y JepPEeBONOAIOHY
CTPYKTYpYy. AJTOPUTM IIepeBipsie MEepeTHH NpPOMEHS He 3 OKPEeMHUMH TPHKYTHHUKAMH, a 3 BEJIMKUMH
"kopoOkamu" (o0'emamu), mo ix MicTiare. Lle mo3Boinsie BifcikaTh M Tpynu OO0'€KTiB, SKi TPOMiHb
rapaHTOBAaHO HE MEePETHHAE, 3HIKYIOUH CKIIAHICTh MOIIYKY JI0 JIOTapru(MidHOi.

[HIIMM cydacHMM pILLIEHHSIM € BUKOPUCTaHHS anroputMiB Denoising (3HemrymiieHHs). OCKUIBKH METOJ
Momnrte-Kapio gae "3epHucte" 300pakeHHS NMPU Majliii KUIBKOCTI NMPOMEHIB, 3aCTOCOBYIOTHCS HEUPOHHI
MEpPEexKi ISl PEKOHCTPYKIT (DiHATBLHOTO 300paXKeHHS, 10 JI03BOJISIE OTPUMATH BUCOKY SIKICTh KAPTUHKH MPHU
MEHIIIMX BUTpaTax pecypcis.

BucnoBok

TexHosoriss TpacyBaHHA NPOMEHIB € KOHBEPreHLiclo (i3uyHOi Teopii Ta KOMI'IOTEpHUX Hayk. Bona
0a3yeTbcsi Ha MPOTrpaMHid IMIIEeMEHTallii 3aKOHIB MOIIMPEHHS CBiTJa, MEPEeTBOPIOIOYM (i3nuHi sIBHINA
(BiZOWTTS, 3aJIOMJICHHS, PO3CIIOBAaHHS) Ha QJIrOPUTMIYHI mpoueAypH. Ilofanbiimii pPO3BUTOK Trajys3i
MOB'SI3aHUI 3 BIOCKOHANICHHSIM CTPYKTYp nanux (BVH) Ta MeroniB mTy4HOro iHTENEKTY JUIi O0OpOOKH
300paxkeHb, 1110 HAOIMIKAE KOMITIOTEPHY rpadiky /10 MOBHOI (hOTOPEATICTHYHOCTI.
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