VJIK 535.2:004.9
B. A. umikis,
JI. A. MixeeHKo,
B. M. bopoBuiipkuii

MarteMaTu4Ha Mojiejib 1M (Yy3HOr0 BUIIPOMIHIOBa4Ya
HAa OCHOBI iHTErpy04oi cpepu
3 32CTOCYBAHHSIM TEXHOJIOTII
TpacyBaHHs npomeHiB NVIDIA OptiX

HamionansHuit TeXHIYHUH YHIBEPCUTET YKpaiHu
“KuiBchkuii moniTexHiuHNH 1HCTUTYT iMeHi Irops Cikopchkoro”

AHoOTAaIis.

3anpononosana mamemamuyHa mooenb, AKA O00380JAEC PO3PAXY8AMU PO3NOOIN ACKPABOCMI V BUXIOHIl
anepmypi OuQ)y3Ho020 SUNPOMIHIOBAYA HA OCHOBI THMe2pYIOYoi cghepu 3 BUKOPUCTNAHHAM CYYACHOT MEXHON02T
mpacysanus npomerie NVIDIA OptiX. Mamemamuuna moodenb 0036018€ onucamu @Gopmy ma OnmuyHi
611aCMUBOCMI BHYMPIUWHBbOT NOBEPXHI iHMe2pYIoUoi chepu, po3MAULY8aHHA 0Hcepesl BUNPOMIHIOBAHHA A BUXIOHOT
anepmypu, a maxKoxic J0KAabHi CHOMBOPEHHA 2e0MeMPUYHOL hopmu ma ONMUYHUX 81ACNUBOCTEL HYMPIUHbOI
nosepxui. 3a O0onomoeow mexnonozii mpacyeanns npomenie NVIDIA OptiX pospaxoeyemvcs koopounamu
nepemuny 6eIUYe3HOI KIIbKOCMI NPOMEHI8 3 GHYMPIUWHbOIO HNOGEPXHEI0 Md GUXIOHOW anepmypor ma
00UUCTIOEMbCSL PO3NOOLT ACKPABOCMI Yy GUXIOHIN anepmypi nicis 6a2amokpamuoz2o Ougy3Ho2o 6i00UsaHHs
ONMUYHO20 BUNPOMIHIOBAHHA. [ 0106HOI nepesazoilv mMaxoi MEXHON02li € MOJCAUGICIb  3ACMOCYBAHHS
bazamosdepnux epagiunux npoyecopie NVIDIA Onn weuokoeo obuucienHs Xxooy MINbUOHIE NPOMEHIE 3d
KOPOMKULL 4ac, Wo 0a€ MONCIUSICMb OMPUMAHHS MOYHUX OAHUX NPO PO3NOOLL ACKPABOCI Y GUXIOHIU anepmypi
Ma 3HAX0OHCEHHS ONMUMATbHUX NAPAMEMPI8 MAKUX OUPDYIHUX BUNPOMIHIOBAYIS.

KuarouoBi cioBa: mudy3aunii BUIpOMiHIOBaY, iHTETpyroUa cepa, MaTeMaTHIHa MOJEIb, TPACYBAHHS TPOMEHIB,
texnoorist NVIDIA OptiX.

Hudysni BumpomiHioBaui Ha OocHOBi iHTerpyroouoi cdepu (B IC) mo3BossiioTe CTBOpIOBAaTH
NPOTSKHY 30HY Y TUTOLIMHI HOTO BUXITHOI aniepTypHy 3 PIBHOMIPHUM pO3MOALIOM sickpaBocTi. Tomy /1B
IC 3HaxoAATh MIMPOKE 3aCTOCYBAHHSA ISl CHEPTeTHYHOIO KajliOpyBaHHsI ONTHKO-EIEKTPOHHUX CUCTEM,
BKJIIOYaloYn IHM(POBI KamepH, TilepcleKTpaibHl KaMepu, NpWiIagd KOCMIYHOTO Ta aBialiiiHOTrO
JUCTaHIIMHOTO 30HAYBaHHA Ta iHwI [1]. 3po3ymino, mo npu npoekrysanti JAB IC, y Tomy umcni npu
BHOOPI HOro KOHCTPYKTUBHHUX IapaMeTpiB Tpeba 3a0e3MeunTH 3a1aHi SCKPaBiCTh Ta HEPIBHOMIPHICTH 11
po3noiny mo BuxinHii aneptypi [1]. Bizomi maremaTtuuni moaeni J1C IC [2 - 5] He 703BOJISIOTE OI[IHUTH
BIUIMB OUIBIIOCTI OCHOBHUX mapameTpiB Ta xapaktepuctuk JC IC, y Tomy uucni ¢popMu BHYTPILIHIX
€JIEMEHTIB TaKUX SK OJNICHIM Ta €KpaHW, IHAUKATPHC MEPBUHHMUX JUKEpeNl BUIPOMIHIOBAHHA Ta iX
poO3TalllyBaHHS Ha MPOCTOPOBHM PO3MOZLI SCKPABOCTI 1O MO0 BUXIAHOI anepTypu. Besuka KiIbKICTh
BapiaHTiB KoHCTpyKuUiil [IB IC 3axoHOMipHO 00MEXYy€e 3aCTyBaHHS CKCIIEPUMEHTAIBHUX METOJIB Ta HE
J03BOJISAE 1X BC1 IEPEBIPHUTH.

TouHuil po3paxyHOK pO3MOIiTY SICKpaBOCTi y BuximHiii ameptypi JIB IC BuMmarae BHUKOHaHHS
BEJINKOT KUTBKOCTI OOYHCIICHb XOAy MPOMEHIB. AHAIII3 BiIOMUX MPOTpaM JUis TPACyBaHHS IPOMEHIB
JOBOJUTb, IO TINBKH 3acTOCyBaHHS OararosiiepHux rpagiunux mnporecopiB NVIDIA ta texnomorii
NVIDIA OptiX 103Bosisie BUKOHATH YCi HEOOXiHI PO3paxyHKH 3 MiHIMAJIILHUMU BUTpAaTaMH 4acy Ta
sycuib (Tabmuus 1) [6]. 3amporoHoBaHa MaTeMaTHYHA MOJECIbL JIO3BOJISE PO3PaxyBaTH PO3MOILT
sickpaBocTi y BuxiaHiil aneptypi B IC 3 3acTocyBaHHSIM Cy4acHOI TEXHOJIOTI] TpacyBaHHs NPOMEHIB
NVIDIA OptiX. Ls maremaTHyHa MOJeNnb OO3BOJIAE omnucaTH (OpMYy Ta ONTHYHI BIACTUBOCTI
BHYTpimHbO1 osepxHi IC, po3ramryBaHHs JKepen BUIIPOMiHIOBaHHS Ta BUXIJIHOI alepTypH, a TaKOX
JIOKaJIbHI CIIOTBOPEHHSI T€OMETPUYHOI ()OPMH Ta ONTUYHUX BIACTUBOCTEN BHYTPilIHbOI oBepxHi (Puc.
1). 3a gomomororo texHoxnorii TpacyBanHsa npoMmeHiB NVIDIA OptiX po3paxoBylOTbCS KOOPIWHATH
MEPETHHY BEJIWYE3HOI KiJIbKOCTI MPOMEHIB 3 BHYTPILIHBOIO MTOBEPXHEIO Ta BUXIHOIO anepTyporo, 1110
JI03BOJISIE OTPUMATH JIaHi TIPO PO3MOALT SICKPABOCTI Y BUXIAHIN anepTypi. s BU3HAYSHHS PO3MOILITY
SICKPaBOCTI OYB 3aCTOCOBAHHN alNTOPUTM PO3PaxyHKy MPOXOKEHHS ONWHUYHUX TpoMmeHiB B IC [7]
(Puc. 2).
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Tabmuus 1 — [porpaMue 3a0e3mnedeH s sl BAKOHAHHS TPAaCyBaHHs MPOMEHIB y TPUMIPHOMY ITPOCTOPI.

o

Puc. 1 — Bigo6paxenns gyactunu IB IC (a) ta po3rairyBanHs 30H 3 pi3HUMH ONITHYHUMH BIaCTHBOCTSIMH
Ha BHyTpimHii nosepxHi IC (6) y TpumipHOMY IIpOCTOPI.

E. IUIOIMHI BUXiAHOT
l
anepTypu GopMye BUXiTHE TIOJIe ICKPaBocTi [7]:

Loy=F(0.0,,P0)
ne p — KoedilieHT BinOMBaHHS BiJl BHYTpilIHbO1 moBepxHi IC, a BiAMOBiAHA CYKYITHICTD KYTiB Ha
BUXOJI — iHAMKaTpuca BunpomiHioBanHs [IB. [naukarpuca OGiIBLIOCTI JHKEpET BUIPOMIHIOBAHHS Mae
JIOCUThH CKJIQJHUN XapakTep, 110 3aBa)Ka€ HOro aHAJIITHYHOMY Onucy. s po3paxyHKy MPOXOHKCHHS
onuHUYHUX TIpoMeHiB y IC MoXHa CKOpPHCTAaTHCh TaOJIMYHUM CIOCOOOM 3aJaHHS 1HAMKATPUCH CHITH
CBITJa, IO OTPUMYETHCS EKCIepUMEHTANEHO. KiTbKiCTh MPOMEHIB N 1 KPOK MiXK HUMH g BU3HAYAIOThCS
HEOOX1THOI TOYHICTIO 00YKCIICHHs. B 3arabHOMY BUNIAIKy MOYKHA BUOpaTH:
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Puc. 2 — IIpoxomxeHns: oguHraHOro npomeio B IC ta (opMyBaHHS BUXIZHOTO MOJISL ICKPABOCTI:
a — MOJIeJIb BUIIPOMiHIOBaua; 6 — 60KOBe 300pa)KeHHs BUXiJHOTO OTBOPY; B — 3HAXO/DKEHHS BUXITHUX KOOPIHHAT IIPOMEHIB
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Puc. 3 — JlokasnbHi CIOTBOPEHHS TEOMETPUYHUX TA ONTHYHMX BIACTHBOCTEH BHYTPIMIHBOI moBepxHi IC:
a — BUCTYyI, O — BIaauHAa, B — OJIeH/a, T — IUIsIMa.

Po3po6nenuti onuc JIB IC y TpumipHoMy mpoctopi (Puc. 1) 6yB JOIMOBHEHHI PI3HUMH BUIAMHU
JIOKaJILHUX croTBOpeHsk (Puc. 3).

Buxozasdu 3 BUMOT 10 pPO3paxyHKIB po3moAury sickpaBocTi (Puc. 2 — 3) 3acTocyBaHHS TEXHOJIOT1{
tpacyBauHs nmpoMeHiB NVIDIA OptiX € Halfikpammm pilieHHSIM 1)1 TOOYI0BH MaTEMaTHIHOI MOJIEII.
I'myuka mporpamua apxitekrypa NVIDIA OptiX mo3Bojsie aganTyBaTH alrOPUTMH TPacyBaHHS [
crierQivHi HAYKOBI 3ajadi Ta MOJCIIOBAHHS CHCTEM i3 0ararbMa BiIOUTTSIMH Ta BEIUKOIO KiTBKICTIO
BTOPUHHUX TMpOMeHiB. lle 0cOONMBO BaXIIMBO TPH MATEMaTHYHOMY MOJICIIOBAHHIO 3aMKHEHHX
ONTUYHHX CUCTEM, TakuX sK IC, e KOoKeH NepBUHHUI IPOMiHb MOXKE ITOPOKYBATH BEIUKY KiTbKICTh
BTOPMHHUX 1 Bumux nopsakiB npomeHiB. NVIDIA OptiX migrpumye meton Monre-Kapno ans
CTOXaCTHMYHOIO TpacyBaHHS IPOMEHIB, IO JO3BOJISIE PEAICTUYHO MOJICIIIOBATH OaraToKpartHi
pO3CitOBaHHs, BiIOMBaHHS Ta IOMVIMHAHHS ONTHYHOIO BUNpOMiHIOBaHHSA. CaMe Takuil migxig €
HEOOXiAHUM JUIsl TOYHOTO aHaJli3y PO3IMOIiTY SICKpaBoOCTi y BuxinHii aneprypi B IC.



BucHoBok. 3amponoHoBaHa MaTeMaTH4YHA MOZENb, fKa JO3BOJIAE PO3PaxyBaTH PO3IMOJILI
SICKpaBOCTI y BHXIiOHIM amepTypi Andy3HOro BHIPOMiHIOBaYa Ha OCHOBI iHTerpymoouoi cdepu 3
3aCTOCYBaHHsAM cydacHOi TexHousorii TpacyBanHs mpomeHiB NVIDIA OptiX. MaTemaTH9Ha MOJIEIb
JTO3BOJISIE OITMCATH Y TPUMIPHOMY TTPOCTOPI TEOMETPHYHY (OPMY Ta ONTHIHI BIACTHBOCTI BHYTPIITHBOL
nosepxHi IC, posramryBaHHSI JDKEpeNl BHIIPOMIHIOBAHHS Ta BHXIIHOI amepTypH, a TaKOX JIOKaJbHi
CIIOTBOPEHHSI T€OMETPHYHOI (POPMH Ta ONTUYHHMX BJIACTHBOCTEH BHYTpIIIHBOI mMoBepxHi. Jam 3a
JIOTIOMOT010 TexHoJoTi1 TpacyBaHHs mpoMeHiB NVIDIA OptiX po3paxoBYIOTHCS KOOPAWHATH MIEPETUHY
BEJIMYE3HOT KIJIBKOCTI MPOMEHIB 3 BHYTPILIHBOIO TOBEPXHEI0 Ta BHXITHOI alepTypol0 3 METOH0
3HAaXOKEHHSI PO3MOALTY ACKpaBocTi y BuxiaHii aneptypi B IC micns GararokpatHoro augysHoro
BiOMBaHHS MpoMeHiB Bij BHyTpimHboi mosepxHi IC. [Ipu npomy NVIDIA OptiX 3actocoBye mMeTon
MonTte-Kapno s cTOXacCTHYHOTO TpacyBaHHS NMPOMEHIB, IO JO3BOJIIE BPaxOBYBaTH OaraTOKpaTHi
po3citoBaHHS, BiIOMBAaHHS Ta MOTJIMHAHHS ONTHYHOI'O BUIPOMIHIOBaHHS 1 TUM CAMUM OTPUMATH TOYHI
JIaHi PO PO3IOJILT SICKPaBOCTi y BuXifgHii aneptypi B IC.
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Mathematical model of a diffuse light source
based on an integrating sphere
using NVIDIA OptiX ray tracing technology

Abstract.

The proposed mathematical model enables calculating the luminance distribution at the output aperture of a
diffuse emitter based on an integrating sphere using modern ray-tracing technology NVIDIA OptiX. The
mathematical model describes the shape and optical properties of the integrating sphere’s inner surface, the
location of radiation sources and output aperture, as well as local distortions in geometry and optical properties of
the sphere’s inner surface. Utilizing NVIDIA OptiX ray-tracing technology, the coordinates of intersections for a
large number of rays with the inner surface and output aperture are calculated, and the luminance distribution at
the output aperture is computed after multiple diffuse reflections of optical radiation. The primary advantage of
this technology is the capability of employing multi-core NVIDIA GPUs for rapid computation of millions of ray
trajectories in a short period, thus enabling precise data on luminance distribution at the output aperture and
optimization of parameters for such diffuse emitters.
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