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BiHHHUIBKHIT HALLIOHANBHUH TEXHIYHUH YHIBEPCUTET

Anomauisn

Ipoananizosano cyuacHi memoou penoepuHey, wo peanizyromvca y epagiuHux npoyecopax Ons 8izyanizayii
MPUBUMIDHUX CYeH Yy pedcumi pedanvHozo uacy. Posenawymo kracuuwi ma cy4yacHi nioxoou 00 Qopmy8aHHs
300pasicenHs, 30Kpema pacmepuzayiio, mpacyeanHs NPOMeHi8 ma 2iOpUOHi Memoou peHOepuHzy, AKi NOEOHYIOMb
nepesazu 060x nioxodis. 3HauHy ysazy npuodileHoO 0COONUBOCMAM peanizayii mooenel OC8IMmAeHH s, 30KpemMa Memooy
Donea, ax 6a308020 IHCMPYMEHMY TOKAILHO20 3aMiHeHHs Y epagiunux konseepax. [Ipoananizoeano poivs anapamuux
3acobi6  cyuacnux — 6i0eokapm, 6KIIOYAIOYU NApAneibHy O00pOOKY — OQHUX, BUKOPUCMAHHS — CReyiani308aHuUx
oduuCI08aANbHUX ONIOKI6 ma onmumizayill Ha pieni nam’smi U wetioepnux npoepam. Ompumani pe3yrbmamu
003601110Mb  OYIHUMU MEHOeHYIl PO36UMKY 2papiuHuX npoyecopie [ SUHAYUMU NEPCNEeKMUGHI  HANPIMU
600CKOHANECHHSL MEMOOI8 PeHOePUHZY OJis BUCOKOPEANICMUYHOL KOMN TomepHoi epagiku.

KuarouoBi caoBa: pennmepunr, rpadidHHl Tpolecop, pacTepm3amis, TpacyBaHHS NpOMeHiB, Mertox Donra,
riOpuIHMA peHIepUHT, OCBITICHHS, KOMIT I0TepHa rpadika

Abstract

An analysis of modern rendering methods implemented in graphics processors for real-time visualization of three-
dimensional scenes is carried out. Classical and modern approaches to image formation are considered, in particular
rasterization, ray tracing and hybrid rendering methods that combine the advantages of both approaches. Considerable
attention is paid to the features of the implementation of lighting models, in particular the Phong method, as a basic
tool for local shading in graphics pipelines. The role of hardware of modern video cards is analyzed, including parallel
data processing, the use of specialized computing units and optimizations at the memory level and shader programs.
The results obtained allow us to assess the trends in the development of graphics processors and identify promising
areas for improving rendering methods for highly realistic computer graphics

Keywords: rendering, graphics processor, rasterization, ray tracing, Phong method, hybrid rendering, lighting,
computer graphics

Beryn

Pennepunr [1-7] cydacHux rpadiqHUX MPOIECOpax € OJHIEI0 3 CKIAIOBHX KOMIT FOTEPHOI rpadiku, sKka
BIJINIOBiZIa€ 32 TIEPETBOPEHHsI a0CTPAKTHUX TPUBUMIPDHUX CIHEH Yy JIBOBHMIpHI 300paKeHHS, IO
CIPUIMAIOTECSI KOPUCTYBaueM Ha ekpaHi. 3a octaHHI pokH apxitektypa GPU Ta anroputMu peHIEpUHTY
3a3HaIM CYTTEBHX 3MiH, CHOpPSMOBAHUX Ha MIJBUIIEHHS PEaTiCTUYHOCTI 300pa)keHHs, €(PEeKTUBHOCTI
o04YnCIIeHs Ta ajanTamii mijJ peHACepHHr y peanbHOoMy uaci. OCHOBHI METOAM CY4YacHOTO PEHJCPUHTY
BKITIOYAIOTh KJIACHYHY pacTepHU3allilo, TpacyBaHHS NMPOMEHIB, TiOpwaHi migxoan, Meton (DoHra, a Takox
YUCIIEHH] ONTHMI3aIlii Ta JOMOMIXKHI TEXHOJOTii. Y IIbOMY JOCIHIKEHHI PO3TIISIHYTO CYTh 1 peaizallito Iux
METOJIIB y Cy4acHHUX BiJleOKapTax, IX 0OCOOJMBOCTI Ta PAKTHYHE 3HAYCHHSI.

Pe3yabTaTu gociaixxeHHs

Knacuyauit minxig Jo0 peHIEpUHTYy Yy peallbHOMY uHaci 0a3yeTbess Ha pacrepusaliii, aJroputMmi
MIEPETBOPECHHS TPUBUMIPHOI reoMeTpii y BiJNOBIHI TiKcelNi ekpaHy. Pactepuzaiis o0poOIisie moiroHanbHi
MOJIeJIi IIISIXOM HPOEKLii TPUKYTHHUKIB CLIEHM Ha IUIOMIMHY €KpaHa Ta BH3HAYEHHS KOJIbOPY KOXHOTO
mikcesiss Ha OCHOBI aTpuOyTiB moBepxHi. Lleit meton OyB cTaHgapTOM y peaqbHOMY Haci 3aBASKH BHUCOKIH
MPOJYKTHBHOCTI Ta 3/IaTHOCTI amapaTHO MPUCKOPIOBATH €Tany TpaHcpOpMallii, OCBITICHHS Ta 3aTIHEHHSI.
Pacrepusauiiinnii kouBeep GPU cknmamaeTbcs 3 TOCHIZOBHUX CTafiil: BEpUIMHHA CTafis, NPUMITHBHA
acemOnepisi, pacrepusauisi Ta (parMeHTHe IeiaepyBanHsa. Ll cuctema e(eKTHBHO BHKOPHCTOBYE
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napanensHi obunciienHs GPU, anme mMae oOMeXEHHS y TOYHOCTI MOJCITIOBAHHSA (Di3MYHUX BIIACTHBOCTEH
CBITJIa, OCOOJIMBO MPHU OOPOOIN CKIAAHMX ONTHYHUX €(PEKTIB, TaKUX SK PEATICTHYHI TiHI, BIAOMTTA YU
rnobansHe OcBiTIeHHS. CaMe TOMY pacTepu3allisi 3aUIIAETHCS TOMIHYIOUMM METOAOM Y 3aCTOCYHKax i3
BHCOKOIO YAacTOTOIO KaJpiB, ajié 4YacTO IHTErpyeTbcs 3 IHIIMMH TEXHIKAMH JJIS TOKpAaIIeHHS SKOCTI
300paskerHHs [1].

Ha BimMiHy Bif pacrepwmsariii, TpacyBaHHS MPOMEHIB 0a3yeThcs Ha MOJIENIOBAHHI MOBEIIHKH CBITIA SIK
MPOMEHIB, SIKi BHIIPOMIHIOIOTBCS 3 TOYKM KaMepd y CLEHYy Ta BiIOMBAIOTHCS UM IEPETOMITIOIOTHCS
nmoBepxHsamu. Llelr MeTon mpupoaHO BiATBOPIOE (hi3MUHI BIACTHBOCTI CBITIA 1 3a0e3medye GpoTopeaniCTHIHy
SIKICTB, aJie ICTOPUYHO BUMAaraB 3HAYHUX OOYMCITIOBAIILHUX PECYPCIiB, SKi Oyln HEAOCTYITHI JUIA PEHACPUHTY
y peanbHOMY 4Yaci. TpaaumiifHO TpacyBaHHSI IPOMEHIB 3aCTOCOBYBaIM y (ibMax Ta oQuaiiH-peHIEPUHTY,
JIe Jyac OOpOOKHM OJHOTO Kajapy He € KpuTHuHuM. OJHaK i3 MOSBOIO CIEIialli30BaHUX anapaTHUX OJIOKIB
TpacyBaHHS Ta po3BuTKoM APL, takmx sik DirectX Raytracing i Vulkan Ray Tracing, 1ieit meTox moctymnoBo
iHTerpyetbest y cydacHi GPU i crae gocTymHMM Ui iHTEpaKTHBHUX 3aCTOCYBaHb, 30KpeMa Y BiJleoirpax
HOBOTO nokominug [1][2].

OcHOBHa TeXHIYHA CKJIAJHICTh TPAaCyBaHHS MPOMEHIB IOJISATAE Y BEMUKiM KUTBKOCTI ONepalliii mepeTuHy
TIPOMEHS 3 TEOMETPIEI0 CICHW Ta OOYMCIICHHI OCBITICHHS Ha KOXKHIM TOUI B3aemomii. Iy TiaBUIIICHHS
MPOAYKTHBHOCTI cydacHi apxitektypu GPU Brmowatote RT-sgpa (Ray Tracing Cores) abo moziOHi
amapaTHi OJIOKH, 10 TPUCKOPIOIOTH MMOOYAOBY Ta MEPETHH MTPOMEHIB 13 IPOCTOPOBUMHE CTPYKTYPAMH JTAHUX,
takumu sk Bounding Volume Hierarchy [2][3]. Taki creriamizoBaHi 610Ku 3 SBUIMCA B HOBUX JiHIMKax
BiJIEOKapT, IO JO3BOJSIE TpacyBaTW MPOMEHI 3 MiHIMAIbHUM BIUIMBOM Ha 3arajibHy MPOAYKTHBHICTH
CHCTEMH H IOCATaTH peasliCTUYHUX Bi3yallbHUX e(DeKTiB HaBiTh pH peabHOMY Haci [2].

He 3Baxxatoun Ha Te, 0 TpacyBaHHs MPOMEHIB 3a0e3Medy€e BUCOKY SIKiCTh, YHCTO TPACYBalbHI KOHBEEPH
3aJIMINAI0THCS 3HAYHO MOBUIBHIIIMMHE 32 KJIACHYHY pacTtepu3alilo. ToMy y Cyd4acHHX MPaKTHKaX HIMPOKO
3aCTOCOBYIOTh TiOpWAHI MiAXOIH, SKI TMOENHYIOTh pacTEepH3allif0 JUisi 0a30BHX €JIEMEHTIB CIECHH Ta
TpacyBaHHS IPOMEHIB JJIs1 BUOIPKOBUX €(EKTiB, TAKUX AK TiHI, BIIOUTTA 4M TI00aNbHE OCBITICHHA. Takmii
riOpua J03BOJISIE BUKOPHCTOBYBAaTH IepeBard 000X METOJIB: MPOAYKTHUBHICTH pacTepu3allii Ta SKiCTh
TpacyBaHHS MPOMEHIB [5].

OxpiM 0a30BHX METOJIB, iCHy€ HIMPOKUH CHEKTP AOMOMIKHUX AITOPHTMIB i ONTUMI3aliid, 0 iCTOTHO
BIUIMBAIOTh Ha eQeKTUBHICTh peHaepuHry. Hampukmax, Ttexnika Multiple Render Targets mo3Bossie
OJIHOYACHO PEHJCPHUTU B KiJIbKa Oy(depiB MITLOBUX TEKCTYP, IO € OCHOBOKO JJIS BIJKJIaJICHOTO 3aTiHCHHSI.
s onTrMizaltist 3MeHIIye TyOMroBaHHS O0YUCIICHD Ta MiBUINYE €EKTHBHICTh OCBITIIOBAILHUX MPOXO/IB Y
creHi [6].

[Ile ogHMM BaXXJIMBUM HANpsIMOM € ajJrOPUTMHU peastizamlil rJ100aJbHOr0 OCBITJICHHA Ta IOBTOPHOTO
BUKOpUCTaHHS BHOIPOK, Taki sik ReSTIR (Spatiotemporal Reservoir Resampling). ReSTIR npusnauenuit mist
MTOBTOPHOTO BUKOPHUCTaHHS BHOIPOK OCBITJIEHHS y TPOCTOPI Ta 4Yaci, 3MEHIIYIOYH IIyM Ta IIiJBHIYIOYN
CTabimbHICTh Pe3yNabTaTy MPHU TPACYBaHHI CKIAIHUX CIIEH 3 BEITMKOIO KiJIBKICTIO JDKEpen cBitna [7].

VY Mexax npakTU4Hoi peanizaiii peraepunry y GPU BaxiuBy posib BiAIrpalOTh METOIU pO3MapasieieHHs
Ta onrtuMmizamii koHBeepa. ApxiTekTrypu GPU mpoekTyroThCsl 3 Opi€HTAIli€l0 HAa MAacHUBHY MapajelbHICTh
o0YHCIIeHb, /I THUCAYl TOTOKIB BHKOHYIOTh OJIHOTHITHI IHCTPYKIIi HaJ pi3HUMH (QparMeHTaMu TaHUX.
Po3poOHUKN aJITOPUTMIB PEHAEPUHTY BUKOPUCTOBYIOTH II0 BJIACTUBICTH MUIIXOM PO3OHTTS 3aaadi Ha
mij3azadi, IKi MOXKYTh OyTH BUKOHAHI OJIHOYACHO: HAIPHUKJIAJ, PO3IO/LI 3a 00’ €KTaMu, 3a YaCTHHAMU CIICHU
abo 3a QparMeHTaMu 300paKE€HHsI, 110 03BOJISIE PIBHOMIPHO 3aBaHTaXyBaTH oOuuciroBaibHI Onoku GPU
Ta MABUIIYBAaTH 9acTOTy KajapiB [3][4].

Cyuacni GPU BKIIIOYalOTh €NEMEHTH anapaTHOTO MPUCKOPEHHS s crenudivyHuX 3ajad, TakuxX SK
TpacyBaHHS IPOMEHIB, IPUCKOPEHE MOITYKOBaHHS EPETHHIB Ta 00poOKa ckiIagHuX weiaepis. Lle no3Boisie
peali3oByBaTH IrOPUTMH, SIKi paHilmie OyiaM NOCTyHHI jume B oduiaiiH-peHaepi, 0e3 3HAaYHOro MaaiHHS
MPOJYKTHBHOCTI y peanbHOMy 4Yaci. Cepel Takux NPHUKIAIIB — CHeliani3oBaHi ONOKW Juis MOOYZA0BU
lepapxiyHUX CTPYKTYp TIPOCTOPY, omnTuMizoBaHi oOumcinenHss BVH Ta anapatHi mexaHi3Mu Juis
JUHAMIYHOTO aJanTyBaHHs HABAHTAXXEHHS MiXK Pi3HUMU O0YMCITIOBATEHUMU OuHALIIMU [2][3].

OnHUM 13 OCHOBHUX METO/IB OOYHCIICHHS OCBITJICHHS Ha TIOBEPXHI Yy CYYacCHUX PEHJCPUHIOBUX
naimiaiiHax € meroa ®oHra , KU BUKOPUCTOBYETHCS U MOJICIIOBAHHS BiIOMTTS CBiTJa BiJ TJIAJKHX
noBepxoHb. Metog PoHra BKIIOYAE TPU OCHOBHI KOMIIOHEHTH: aMOi€HTHE, TU(Y3HE Ta A3epKajbHE
ocBiTIIeHHS. AMOi€eHTHE OCBiT/IeHHA 3a0e3nedye 0a30Be pIBHOMIpHE MiACBIUYBaHHS O0’€KTa, SIKE He
3aJICKHUTh Bi TOJIOKEHHS JpKepesia cBitia. JudysHa ckiiagoBa MOJICIIOE PO3CISHHS CBITIA Ha IIOPCTKHX
MOBEPXHSIX 1 PO3PAXOBYETHCS 3aIEKHO BiJ KyTa MK HOPMAJUIIO TIOBEPXHI Ta HAMPSIMKOM Ha JDKEPENo



cBiTIA. /[3epKalibHa CKIIaI0Ba MOJICITIOE BITOUTTSI CBIT/Ia HA TJIAJKUX TIOBEPXHSX, SKE 3aJICKHUTH Bil KyTa Mixk
HAIPSIMKOM BiJOMTOTO MPOMEHS Ta HAIIPSIMKOM Ha Kamepy [1].

Metox ®oHra MHPOKO 3aCTOCOBYETHCS SIK y pacTepusalii, Tak 1 y TiOpHIHHX PEHICPUHTOBUX
naimiaifnax, ae okpemi eeKkTr OCBITICHHS MOXKYTb OOUYHCITIOBATUCS Yepe3 TpacyBaHHs MPOMEHIB, a 6a3oBe
OCBITJIGHHSI BUKOHY€EThCS KiacudHO. Jludy3He Ta A3epKaibHe OCBITICHHS YacTO IHTETPYIOTh 3 TII00ATbHIMU
edexTamu ocBiTieHHs a00 SSAO 1S T ABUIIICHHS PeaTiCTUIHOCTI CIIeHH [5].

Meton ®oHra TakoX € OCHOBOIO Jisi MOOYAOBHM €(EeKTiB CHEKYISIPHOrO OJHMCKY Ta peamiCTHUYHHX
BIIOMTTIB, SIKi y TPaIUIiiHIA pacTepu3alii 00UnCIIOI0ThCS 0e3 TpacyBaHHA nmpomMeHiB. Y cydacHux GPU i
edekTH 4acTo KOMOIHYIOTh i3 OaMIT-MamiHTOM Ta HOPMaJI-MAIliHTOM JUIS JOCSTHEHHS BHCOKOI AeTami3arii
MOBEpXHi. AmnapaTHa MiATPUMKA MapajeIbHUX OOYHCICHB J03BOJISIE OJHOYACHO OOYMCIIOBATH aMOIEHTHY,
nudy3Hy Ta A3epKaibHy KOMIIOHEHTH Ui KOXKHOTO MiKCENsl, IO 3HAa4YHO MiABHUIIYE MPOAYKTHBHICTH 1
JI03BOJISIE BUKOPUCTOBYBaTH MeTo 1 DoHTa y BUCOKO/IeTani30BaHuX ciieHax [3][4].

[loeananns meromy PoHra 3 TpacyBaHHSM IPOMEHIB A€ 3MOTY OOUYHCIIOBATH HE TIJIbKH JIOKAJIbHE
OCBITJICHHSI, ajle W TOYHI TiHi, BiAOWUTTA Ta MPO30pPOCTi MOBEPXHi, MO 3HAYHO MiJBUIIYE PEaniCTUUHICTDH
crieHd. Y TiOpuaHuX naiiaiiHax Meron @onra o0urcitoe 6a30Be OCBITIACHHS I BCiX (PparMeHTIB, TOMI SIK
RT-6mokn GPU pomarote edekTr T00anbHOTO OCBITIICHHS. lle m03Boiie mocsraThm BHCOKOI SKOCTI
300paskeHHs 0e3 3HAYHOT0 3HW)KEHHS 4YacTOTH Kajapis [7].

Cepen TOTMIOMDKHHAX TEXHIK, IO MiABUIIYIOTh SKICTh Bi3yai3allii, 3aCTOCOBYIOTHCS MTPOCTOPOBI Ta YaCOBI
(binbTpH, MO 3MEHIIYIOTH IIYM TPacoBaHUX e(EeKTiB Ta CTaOUTI3yIOTh 300pakeHHs MpH 3MiHi KajpiB. Yacosi
(GiNBTPU BUKOPHCTOBYIOTH JIaHi 3 TOMEPEAHIX KaApiB JUIS IMiJBUILEHHS SIKOCTI MOTOYHOTO 300paKeHHS, a
a/IafITHBHI IPOCTOPOBI (iIBTPU BpaXxOBYIOTH JIOKabHI Bapiallii OCBITIEHHS Ta reoMeTpii [7].

Cydacui GPU Takox MATPUMYIOTH TEKCTYypHI ONTHMIi3allii, Taki SK MEraTeKCTypd Ta aJalTHBHA
MOTOKOBa Tepefada TEKCTyp, IO AO03BOJISIOTH 30epiraTu BEMUKI OOCATH TEKCTypHHX NaHHWX y 30BHIIIHIH
mam’sITi Ta AMHAMIYHO MiJBaHTaXXyBaTH HEOOXIJHI YaCTHHU y BiJEONaM’ATh BIIOBITHO O MOTPEO CIICHHU.
Taki MeTonM 3MEHIIYIOTh HABAaHTA)KEHHS Ha I1aM’ATh Ta J03BOJIAIOTH MPALIOBATU 3 JETATBHUMH CHCHAMH
0e3 BTpaT MpoIyKTUBHOCTI [3].

Ha pucynky 1 300paxeHo y3araibHEHY CTPYKTYpPY PEHIEPUHTY, XapakTepHy AJS cydacHHX rpadiuHux
CHCTEM 1 BiZICO KapT.
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Puc. 1. CtpykTypy peHAECPHHTY

VY ueHTpanbHIi YacTHHI CXeMH OKpeMoO BuAileHO MeTox (DoHra K KJIaCHYHY MOJENb OCBITJIICHHS, IO
IIUPOKO BUKOPUCTOBYETHCS Y pacTepU3alliiHUX KOHBeepax. Biji HOTO BiJXOJSATh TPU CKJIAJOBi: aMOi€HTHE
OCBITJICHHSI, SIKe 3aJia€ 0a30BUH PiBEHB SICKPABOCTI CIICHHW; AH(Y3HE OCBITICHHS, 1[0 OMKUCY€E PO3CIIOBAHHS
CBITJIa BiI MaTOBUX IIOBEPXOHb; [3€pKaJlbHE OCBITJICHHS, SKE MOJIENIOE BiIOJMCKM Ha OJIMCKYydnX
MaTepianax. Pazom ui komrnoHeHTH GOPMYIOTh MiCYMKOBHH KOJIIp parMeHTa.

HuxHs yacTMHA CcxeMH BijoOpakae IOMOMDKHI Ta amapaTHI acleKTH PEHIEPUHTY. 3 OJHOro OOKy
MOKa3aHo OJIOK ONTHMi3alill 1 TEeXHIK, [0 SKUX HajJeXaTb BHUKOPHCTaHHS KUIBKOX LiTbOBUX Oydepis
pernepunry (MRT), meromu ekpaHHOrO TIJI00aNbHOTO OCBITJIIEHHS Ta CTOXaCTHYHOTO BHOIpPKOBOTO
TpacyBaHHS, a TaKOX Pi3HI TEKCTYpHI onTumizamii. 3 iHIIOro OOKy BHIUIECHO anapaTHe MPUCKOPEHHS,
npejcTaBieHe crenianizoBaHuMu RT-sapamMu Ta CTPYKTypaMH i€papXidyHOTO TOJTy MPOCTOpPY, SIKi



BHKOPHUCTOBYIOTHCS JIJII TPUCKOPEHHS OOYHCIICHh TECPETHHIB 1 TMIIBUINEHHS 3arajlbHOl €(PEeKTUBHOCTI
PEHIEPUHTY.

TakuM YMHOM, Cy4YacHI METOIU PEHACPUHTY y BiJICOKapTax € CKJIAJHUM IOE€THAHHIM KIIACUYHUX
QITOPUTMIB, CY4YaCHHMX TpPacylUHMX TeXHiKk, MeTtony Donra, aganTtuBHUX (IIBTPIB Ta amapaTHUX
ONTHMi3aliif. BOHM HO3BOJIIOTH MOCSATATH BHCOKOI SKOCTI 300pa)X€HHS TPH OOMEKEHHX aIlapaTHHX
pecypcax, o € HeOOXITHIM I PO3BUTKY PEaJiCTHYHHX ITPOBHX Ta Bi3yaTi3alliifHIX 3a CTOCYHKIB.

BucnoBku

CydacHi METOM peHACPUHTY Y BileOKapTaxX € CKIaJIHUM MO€THAHHAM KIACHYHUX aITOPUTMIB, CYJaCHUX
Tpacyruux TexHik, Metoay PoHra, aganTUBHUX (iIBTPIB Ta amapaTHUX ONTHMi3auid. BoHH n03BONAIOTH
JOCSITaTH BUCOKOI SIKOCTI 300paKeHHS MpH OOMEKEHHMX amapaTHUX pecypcax, Mo € HEOOXiIHUM s
PO3BUTKY peasliCTHYHUX ITPOBUX Ta BizyamizamiiHux 3actocyHKiB [1][2][3][5][7].
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