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®OPMYBAHHA 305PA’KEHD 3 BUKOPUCTAHHAM
METOIIB RAY TRACING HA GPU

BiHHMIIbKHIT HAI[IOHATBHUN TEXHIYHUHA YHIBEPCUTET

AHoTanis

Y pobomi poszensanymo ocobausocmi ghopmysanns 306padicensv i3 GUKOPUCMAHHAM MeMOOi6 Mmpacy8ants NPOMeHi8
(Ray Tracing) na epagiunux npoyecopax. Ilpoananizosano npunyunu nooyooeu aicopummis mpacy8anhs NPOMenis,
apximexmypHi ocobausocmi cyvacuux GPU, anapamui 3acobu npuckopenns oOyucienv ma cmpykmypu Oauux Ojis
WBUOKO20 NOWYKY NEePEeMUHI8 NPOMEHIE 3 2COMEMPUYHUMU 00 €EKmamu cyeHu. 3HayHy ysazy npuoileno mexHor02isam
NVIDIA RTX, DirectX Raytracing (DXR), Vulkan Ray Tracing ma cyuachum nioxodam 0o peanizayii 2100aibH020
ocsimnenns, 8i003epKkaiens i minell y pedcumi peaibno2o uacy. Poszensanymo nepesacu sukopucmanms cneyianizo8anux
RT-s0ep, memoodie nobyoosu icpapxiii obmedicysarvhux 06 ’emie (BVH), a maxooic nepcnexmusu po3gumky 2iopuoHux
2pagiuHuX KOHBEEPIB, WO NOEOHYIOMb PACMEPU3AYII0 MA MPACy8aHHs npomenis. I[Iposedenuil ananiz ceiouums npo me,
wo cyuacHi epagiuni npoyecopu 3a6e3neuyioms MONCIUBICMb THMEPAKMUBHO20 CUHMe3Y (omopearicmuyHux
300padicens i3 GUCOKUM CIYneHeM (Pi3utHoi 00CMO8IPHOCII.

Karouosi ciioBa: Ray Tracing, GPU, tpacyBanHs npomeHiB, rpadiunuii npouecop, RT-sapa, DXR, Vulkan Ray
Tracing, BVH, rno6anbHe oCBITICHHS, (OTOPCATICTHYHUNA PEHACPHHT.

Abstract

The publication examines the features of image generation using ray tracing methods on graphics processing units
(GPUs). It analyzes the principles of constructing ray tracing algorithms, architectural features of modern GPUs,
hardware computation accelerators, and data structures for rapid search of ray-geometry intersections in a scene.
Significant attention is paid to NVIDIA RTX technologies, DirectX Raytracing (DXR), Vulkan Ray Tracing, and modern
approaches to implementing real-time global illumination, reflections, and shadows. The advantages of using specialized
RT cores, methods for constructing Bounding Volume Hierarchies (BVH), and the prospects for developing hybrid
graphics pipelines that combine rasterization and ray tracing are reviewed. The conducted analysis demonstrates that
modern GPUs enable the interactive synthesis of photorealistic images with a high degree of physical accuracy.

Keywords: Ray Tracing, GPU, graphics processing unit, RT cores, DXR, Vulkan Ray Tracing, BVH, bounding
volume hierarchy, global illumination, photorealistic rendering.

Merton Ray Tracing 6a3yeThbCst Ha reOMETPHYHIN MO/IEN MMOMUPEHHS CBiTA. /11 KOXKHOTO MIKCEeNs eKpaHy
(hopMye€eThCsl IEpBUHHUI MTPOMiHbB, SIKUI IPOXOUTH Yepe3 IIEHTP MPOEKIIii Ta BiAIOBI AHHIA TIKCENb TUIOMIMHA
300paskeHH. [licna BU3HAaYeHHS! HAHOIMKIO1 TOUKHM MEPETHHY MPOMEHS 3 MIOBEPXHEIO CLEHH BUKOHYIOTHCS
OOYHCIIEHHS JIOKAIBHOTO OCBITIIEHHS, & TAKOX T'€HEPYIOThCS BTOPUHHI TIPOMEH1 BiJIOUTTSI, 3IOMJICHHST a00
3ariHeHHs. Pe3yibTyrounii KoJip miKcess BU3HAYAETHCS K CYKYIHICTh BHECKIB yCiX MPOMEHIB, IO OepyTh
y4acTh y mporieci peHaepurry [1].

OCHOBHOIO TMPOOJIEMOI0 BHUKOPUCTAHHS TpPacyBaHHsS IPOMEHIB TPHUBaIMH dYac 3aJIMIIANacs BHCOKa
004YHCITIOBaTIbHA CKIAIHICTD. 17151 KOXKHOTO POMEHSI HEOOX1IHO BUKOHYBATH TIEPEBIPKH MIEPETHUHY 3 BEJIMKOIO
KUIBKICTIO T€OMETPUYHUX MTPUMITHBIB. SIKIIO ClieHa MICTHTh MiJTbHOHU TPUKYTHHKIB, TO KUIBKICTh Onepartii
HIBUJIKO 3POCTAE JI0 HENMPHHHATHOTO piBHs. Came TOMY MpOTSroM Oaratbox pokiB meroaum Ray Tracing
BUKOPUCTOBYBAJIHCS TIEPEBAKHO y CHCTEMax O(IIaifH-PEHACPUHTY JUIsi CTBOPEHHS KIHO(DIIBMIB, pEKIaAMHHX
MaTepialiiB Ta apXiTeKTypHOI Bi3yaumizarii.

Curyanis KapAWHaJIbHO 3MIHWIACA TICIS TIOSBH BUCOKOIPOAYKTHBHUX TIpadiyHUX NPOIECOpPiB i3
MiATPUMKOIO anapaTHoro tpacyBanHs npoMmeHiB. CydacHi GPU MicTaTh THCSYI OOYUCTIOBAILHUX SIIED,
30aTHUX TapajielIbHO OOpOOJISATH BEMKI MacUBM JAaHUX. 3aBISKH apXiTEKTypl MacoBOro Hapasellizmy
rpadiuHi npouecopu BHABWIHMCA e(EeKTUBHOI0 IardopMoro ais peajizamii aJropuTMiB TpacyBaHHS
MpOMeHiB [2].



OcobmuBictio GPU € Bukopucrtanus mozem SIMD a6o SIMT, 3a skoi omgHa 1HCTPYKINS OXHOYACHO
BHKOHYETLCS HAJl BEJMKOIO KiIBKICTIO TOTOKiB. IIpm TpacyBaHHI TPOMEHIB KOXXHUU IPOMIHB MOXE
00pOOIATHCS OKPEMUM HOTOKOM, IIO 3a0e3Meuye BUCOKY CTYMiHb Mapanenizmy. Pa3om i3 THM BHHUKArOTh
cnenudiuHi mpoOieMHu, MOB’sI3aHi 3 JUBEPICHINEI0 TOTOKIB, KOJIM Pi3HI MPOMEHI MPOXOJATh Pi3HI HUIIXH
oOuncnens. Jis miaBUIIeHHS e(eKTUBHOCTI BUKOPUCTOBYIOTHCS CIEIiallbHI METOAX TPYITyBaHHSA TPOMEHIB
Ta ONTUMI3aIii TOpAAKY X 00podku [3].

OCHOBHHM €JIEMEHTOM Cy4acHUX cucteM Ray Tracing € BHKOpPHCTaHHA CTPYKTYpP HPOCTOPOBOTO
MpuUcKopeHHs. HalOiapIn mOmMUpEeHo0 CTPYKTYPOIO € iepapxis ooMexyBambHHX 00’emiB BVH (Bounding
Volume Hierarchy). V Takiii cTpykTypi reoMeTpudHi 00’ €KTH TPYIYIOTHCS B JIEPEBO, BY3JIH SKOTO MICTATH
npocTi reoMeTpudHi 000m0HKH. [1i7 yac TpacyBaHHsI BUKOHYETHCS IepEeBipKa MepeTHHY MPOMEHSI CIIOYaTKy 3
00MeKyBaJbHUMHU 00’ €MaMH, a JIUIIE MOTIM 3 OKPEMHUMHU TPUKYTHHKaMHU. Lle 103BoIsie CYyTTEBO 3MEHILUTH
KUTBKICTh HEOOX1THUX TECTIB MEPETUHY Ta MiABUIIUTH ITPOTYKTUBHICTh CHCTEMH.

BaxxnmBuMm eTanom po3BUTKY TEXHOJIOTIH TpacyBaHHS MPOMEHIB cTaja nossa apxitektypu NVIDIA RTX.
VY rpadiunux mpouecopax cepiii RTX peanizoBano cremianizoBani RT-sgapa, npusHaueHi s MPUCKOPSHHS
omepariif 06xoxy BVH Ta momryky rmepeTHHIB MPOMEHIB 13 TPUKYTHUKAMH. 3aBISIKH allapaTHIN peatizamii X
oTepariii BHAIOCS MOCATTH 0araTopa3oBOTO IIABHINCHHS IIBHUAKOMII TOPIBHSIHO 3 IPOTPaMHUME
peamizanismu. RT-gaapa GyHKIIOHYIOTh HapajielbHO 3 TPagUIifiHUMU OO4YHCITIOBaIbHUMHU Omokamu GPU,
3a0e3neuyroun e(heKTHBHE BUKOPHCTAHHS PECypCiB rpadidHOl CHCTEMH.

[Toganpmmii po3BUTOK TEXHOJIOTiH MPHUBIB 10 mosBu cTanmapTiB DirectX Raytracing (DXR) ta Vulkan Ray
Tracing, sixi 3a0e3neuyloTh yHIBEpCaJbHHN MPOrpaMHUil iHTepdeiic Mg poOOTH 3 amapaTHUMHU 3acobaMu
TpacyBanus npomeHiB. DXR inrerpoBano mo ckmagy DirectX 12 i Hamae mporpamicraM MOXKJIHBICTH
CTBOPIOBATH TpadivyHi 3aCTOCYHKH 3 MIATPUMKOIO TpacyBaHHS MPOMEHIB 0e3 HEoOXiTHOCTI BpaxOBYBAaTH
ocobnmBocTi KoHKpeTHOI apxitekTypu GPU. Amnanoriuni moxknuBocti 3abe3neuye Vulkan Ray Tracing,
OpieHTOBaHU# Ha KpocmIaThopMHi pimeHHs [4].

OmHuM i3 TOJIOBHUX HAmpsSMIB 3aCTOCYBAHHS TpacyBaHHS IIPOMEHIB € (GopMyBaHHS pealiCTHIHUX
BiamzepkaieHb. Tpaauiliiiai MeToau pacTepu3arllii BAKOPHCTOBYIOTh TeXHOOTIT Screen Space Reflections, ski
JI03BOJISIIOTH BiloOpaskaTH Juie 00 €KTH, MPHUCYTHI Ha ekpaHi. ¥ Bumnanky Ray Tracing mpomeHi MOXyTb
B3aEMOJIISITH 3 YCIEK TEOMETPIEI0 CIIEHW HE3aJISKHO BiJ ii MOJOKEHHS BiAHOCHO kamepu. lle 3abesneuye
3HAYHO BUITY (Di3WIHY JOCTOBIPHICTH (DOPMYBAHHS BiII3epKaICHD.

[HIIMM BaXKJIMBUM 3aCTOCYBaHHSIM € TeHepallisi TiHeW. Y pacTepu3alliiHUX CHUCTEMax IIHUPOKO
BUKOPUCTOBYIOTBCSI KapTH TiHEW, $KI MOXYTh MICTUTH apTedakTh IUCKpeTH3amii Ta mpobieMu
camo3arineHHs. TpacyBaHHS TIPOMEHIB JO3BOJISIE MOJETIOBATH (Di3WUYHMIA IPOIEC TOUIUPEHHS CBITIIA,
(dhopMyroun M’sIKi TiHI 3 TUIABHUMH TIepeXOfaMH MiX OCBITJICHHMH Ta 3aTiHeHMMHU oOmactsMu. [lpu oMy
SIKICTh TIHEH BU3HAYAETHCS KIJIBKICTIO TPACOBAHUX ITPOMEHIB Ta MapaMeTpaMu JHKEePeI OCBITICHHSL.

OcoOnuBe 3HA4YEHHS Ma€ BUKOPHCTAaHHS TpPacyBaHHS TIPOMEHIB IS MOJIENIOBAHHS TJI00aIbHOTO
OCBITIIEHHS. Y peallbHOMY CBiTi CBITJIO 0aratopazoBO BiJOMBA€THCS BijJ TIOBEPXOHb, YTBOPIOIOYH CKJIaHI
CBITIIOBI B3aemoii. MeTo/u ri1o0abHOTO OCBITICHHS BPaXOBYIOTH 11l ITPOIECH, 3a0e3MMeUy0un MPUPOTHIN
PO3MOJIIT ACKPABOCTI Ta KOJIBOPIB y cueHi. Peamizamis takux amroputmiB Ha GPU po3Bosumia Bhoepiie
BHKOPHCTOBYBATH ITo0aIbHE OCBITIEHHS Y pEKUMI pealbHoro dacy [5].

OpHuUM 13 HAKOIIBII TOYHHUX ITIIXOMIB JIO MOJICIIIOBaHHS CBiTJIOBHX mpolieciB € Path Tracing. ¥V upomy
BUTIAJIKY JUTsI KOYKHOTO TIKCEJsI TeHEPYETHCS BENMKa KUIbKICTh BUITAJKOBUX MPOMEHIB, 10 MOJIEITIOIOTh Pi3Hi
TpaekTopii MomMpeHHs cBiTIa. MeToj 3a0e3nedye BHCOKY SKICTh 300pa)keHb, alie MoTpedye 3HauHUX
obuncmoBanbHuX pecypciB. CydacHi GPU 3 RT-sgpamMu Ta TEH30pHUMH TIPOIIECOpaMHU JO3BOJSIOTH
pearizoByBaru crpolieHi BapianTu Path Tracing HaBiTh y peanbHOMY Haci.

BaxuBor0 CKITaTIOBOO CyYaCHHUX CUCTEM PEHICPUHTY € BUKOPHCTAHHS METO/IiB IITyMO3ariylieHHs. Uepes
00MeXeHY KUTbKICTh IPOMEHIB Ha IMKCEb Pe3yJIbTaTh TPACYBaHHS YaCTO MICTITh CTATUCTHUYHUE tryM. J{ms
HOr0 YCYHEHHS 3aCTOCOBYIOThCS aJIrOPUTMH MPOCTOPOBOI Ta 4acOBOi (iIbTpallii, a TAKOXK HEHPOMEPEIKEBi
METOJIM JICHOW3WHTY. BUKOpHCTAHHS TEH30PHUX SJIEp J03BOJISIE BUKOHYBATH TaKi oreparlii 6e3 3HaYHOTro
3HIDKEHHS POTyKTHUBHOCTI.

CyuacHi rpadiuHi KOHBEEPH Jielalli yacTilie BAKOPUCTOBYIOTh TiOPWIHUI MIJIX1]I, SKUH MOEIHYE MepeBaru
pactepu3zallii Ta TpacyBaHHs nmpoMeHiB. OCHOBHA TeOMeTpisi clieHH (POPMYETHCS 32 JJIOIOMOTO0 pacTepHu3allii,
TOJI SIK CKJIagHI CBITJIIOBI eeKTH 00UMCIIOIThCS 13 3acTocyBaHHsIM Ray Tracing. Takuii miaxin go3Boisie
JOCATTH OaJIaHCY MiX SIKICTEO 300payKeHHS Ta IMIBUIKOMIEI0 CUCTEMH.

[epcnextuBu po3sutky GPU-opi€HTOBaHWX METOJIB TpacyBaHHS MPOMEHIB TOB’S3aHI 3 TMOJAIBIIAM
YIOCKOHAJICHHSM apXiTeKTypH rpadiuHUX MPOIECOpiB, BIIPOBA/HKCHHSIM HOBHX CTPYKTYp MPHCKOPCHHS Ta



BHUKOPHUCTAHHAM TEXHOJIOTiIH IMTy4dHOTO iHTENekTy. CydacHi MOCHTIDKEHHS CIPSIMOBaHI Ha 3MEHIIICHHS
KUTBKOCTI TIPOMEHIB, HEOOXITHUX IJII OTPUMAHHS BHCOKOSKICHOTO pPe3yJbTaTy, a TaKOXK Ha ITiIBHUICHHS
e()eKTUBHOCTI POOOTH 3 BEITUKUMHU JMHAMIYHUMH clieHaMu. OYiKy€eThCs, 1110 B HAHOIMKUl POKU MTOBHOIIHHE
TpacyBaHHs IPOMEHIB CTaHE CTaHJAPTHUM KOMIIOHEHTOM OUIBIIOCTI TpadiYHUX 3aCTOCYHKIB PEATBHOTO Yacy.
Otxe, Bukoprcranus MetoniB Ray Tracing Ha GPU € ogHuM i3 HaWBa)KIWBIIIUX HAMPSMIB PO3BUTKY
cydJacHOi KoMIT'toTepHOi rpadiku. IloeqnanHs armapaTHOTO MPHUCKOPEHHS, eheKTUBHUX CTPYKTYp NAaHUX Ta
HOBITHIX QJTOPUTMIB PEHICPUHTY J03BOJISIE (DOPMYBATH BHCOKOSKICHI (hoTOpeanmicTHU4Hi 300paKeHHS B
IHTEepaKTUBHOMY pekuMi. [loganpimii po3BUTOK i€l TEXHOJIOTIT CIPUATHME CTBOPESHHIO OLTBII peaTiCTHIHIX
BIpTYaJbHHUX CEPEIOBUII, KOMI IOTEPHHX irop, CUCTEM Bi3yalri3aiii Ta HAyKOBOTO MOJIETFOBAHHS.
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