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Abstract. The paper examines modern rendering algorithms that underlie image generation in
computer graphics. Classical and modern approaches are analyzed, including rasterization
algorithms, ray tracing, global illumination, and hybrid methods. The directions of development of
realistic rendering in the context of Web3D, real-time visualization, and hardware acceleration are
outlined.

PenpepuHr — 1e mpoliiec reHepyBaHHs 300paXeHHs 31 CIIEHH, 110 OMUCAHA Y TPUBUMIPHOMY
MPOCTOPi, 32 TOTIOMOTOI0 ATOPUTMIB 00pOOKH reoMeTpii, MaTepiajiB, OCBITICHHS Ta MEPCIICKTHUBH.
AJTOpUTMH PEHICPUHTY € (PYHIAMEHTOM KOMIT I0TEpHOI rpaiku B TAKUX Taly3sX, IK reiMIu3aiit,
CAD-cuctemu, CHMYJISITOPH, BipTyaibHa Ta JIOMOBHEHA PEAIbHICTD.

EBomonist anaparHoro 3abe3neueHHs ta nosisa WebGPU, Vulkan, Metal cipusinu po3BuTKy
BHCOKOC(PEKTUBHUX Ta (HI3UYHO JTOCTOBIPHHMX AJITOPUTMIB PEHACPUHTY, 3AaTHUX TMPAIOBATH B
peambHOMYy Yaci. PoO3risiHeMO OCHOBHI alrOpPUTMH DPEHICPUHTY, IX NPUHLUIN, IEepeBard Ta
O0OMeKEeHHS.

AJNTOPUTMH PEHICPUHTY YMOBHO MOJAUISIOTHCS HA TaKi KaTeropii:

Pacrepu3ariis (Rasterization) — 1me miaxij 10 reHepyBaHHS 300paK€Hb y pealbHOMY daci,
30KpeMa B irpoBiil iHaycTpii. OCHOBHA ifest MOJArae y MpoeKIii reoMeTpii Ha eKpaH, MICIs YOro
Bi1OyBa€eThCs BIIOIp MIKCEIIB Ta 3alIOBHEHHS (peiiMOydepa. AIropuTMu pacTepuilii € MBUIKHUMH,
no6pe niaTpumytotbess GPU, ane MaioTh HU3BKY (i3WYHY JOCTOBIPHICTH Ta OOMEKEHY MiATPUMKY
CKJIQHUX ONTHYHHMX edekTiB. Pacrepusamis — 116 HAWMBUAMNANA 1 HaWMacOBIIIMA METO
PEHIIEPUHTY, SIKUI YyIOBO MPALIIOE B PeaIbHOMY Uaci 3aBJSKHU anapartHiil niarpumui. OqHaK BoHa He
3abe3nedye (oropeanizaMy CaMOCTIMHO, TOMY Cy4YacHI CHCTEeMH KOMOIHYIOTH ii 3 TpacyBaHHSM
MIPOMEHIB 200 MOIEPETHHO PO3PAXOBAHUM OCBITICHHSIM.

Tpacysanns npomeniB (Ray Tracing) - e MmeTon cTBopeHHs (HOTOpEaTiCTUIHUX 300paKEHb
Jie TIPOMEHI CBITJIa BIJICTEXYIOTHCS 3 TOYKH CIIOCTEPEXKEHHS /10 JDKepesa CBITJIa, BPaxOBYIOUH
3JIOMJICHHS, BIIOWTTSA Ta TiHI. Taki aropuTMu 3a0e3MeuyrOTh BHCOKY SKICTh 300pakKeHHS,
peanictuyHi edeKkTH (I3epKaIbHICTh, 3aJOMIICHHS, PO3CISIHE CBITJIO, TOIIO), aj€ MalTh BUCOKY
OOYHCITIOBAJIBHY CKJIQMHICTh Ta HE MIAXOIUTh JJIS IHTEPAaKTHBHUX CHCTEM O€3 amapaTHOro
NpPUCKOpeHHS. TpacyBaHHS TPOMEHIB € OCHOBOIO (hOTOpeanmicTU4HOI Bi3yamizalii. 3aBIsKd
cydacium GPU Ta neHOM3WHTY IIell METOJ BCE 4YacTillleé 3aCTOCOBYETHCS B pEabHOMY 4Yaci,
BKJIIOYAIOUH irpH, apxiTekrypy, Web3D ta AR/VR.

I'mo6anpHe ocitiennst (Global Illumination) — rpyma anropuTmiB, sSKi BpaxoOBYIOTh YCI
JDKepena CBITJIA, mpsAMi Ta HenpsMmi BiIOUTTA. BOHM BHKOPHCTOBYIOTBCS Yy Bi3yami3allisx
apXiTeKTypH, GiIbMax, HAYKOBHX CUMYJISIISAX. AJTOPUTMHU TJIOOATBHOTO OCBITIICHHS 3a0€31eUyIOTh
(doTopeasicCTUUHICTh, (PI3UYHY JOCTOBIPHICTh, MIATPUMKY CKJIAJHUX ONTHYHUX €(EeKTiB Ta €
yHIBEpCAJIbHUMHU 3aCTOCYBaHHI, aje B TOH e Yac BUMAaraioTh 3HAYHUX BUTPAT MaM ATI Ta Hacy

34



BUKOHAHHS, JOBTOi IMJTOTOBKH CIIEH, € CKIQIHUMH I MaciTaOyBaHHS B XMapi/Mepexi,
YyTJIMBUMH J0 HapameTpiB (paaiyc mouryky (oTOHIB, ITMOMHA BiJCTEKEHHS NMPOMEHIB) Ta ci1alo
MIITAI0THCST ONITUMI3allil B peabHOMY 4aci. AJITOPUTMH TJIOOAIIBHOTO OCBITIICHHS — II€ KJIFOY JI0
JOCSTHEHHS (oTopeali3aMy B KOMIT I0TepHii rpadiiii. BoHu 103BOJISAIOTE CTBOPUTH OCBITIICHHS, SIKE
MaKCUMaJIbHO HAOJNIKEHE N0 peaabHOro cBiTy. IIpoTe BuCOka BapTiCTh y IJIaHI OOYHMCIICHb Ta
PECYPCOEMHICTH OOMEXKYIOTh TXHE 3aCTOCYBaHHS B peAIbHOMY Yaci.

[M6pumHi MeToam (TMIX011) — 1€ TPyIa METOIB, IO MOEAHYIOTh €JIEMEHTH JIBOX a00 OibIIe
KJIACUYHUX MIAXOMIB (30Kpema pacTepusallii, TpacyBaHHsS MpPOMEHIB Ta/abo TI00aJbHOTO
OCBITJICHHS) 3 METOIO JOCSITHEHHS KOMITPOMICY MIXK SKICTIO 300pa)KeHHsI Ta mpoayKTuBHIcTIO. Ll
METOM THYYK] Yy HAJIAIITyBaHHAX, 0Ope MacTaOyroThCs, CYMICHI 13 iICHYIOUMMH NaimiaiiHaMu Ta
3aBasku RT-sapam edextuBHO peanizyroThes Ha cydacHux GPU. Pazom 3 Tum iHTerpaiis pisHUX
TEXHIK BUMarae CKJIaJHOI apXiTeKTypH, CHHXPOHI3allii pecypciB, MepeMUKaHHS PEXHUMIB 1 115 rpyna
ANTOPHUTMIB HE 3aBX/IH 3a0€3IeUy€e OJJHAKOBY SKICTh, Ma€ OOMEKEHY TOUHICTD JIJISl CKIIQIHUX SIBUIII,
3aJISKUTH BiJl anapaTHOTo 3a0e3MeUeHHs Ta € CKIAJHOI0 y TECTyBaHHI Ta HaJlaro/keHHi. ['10puani
METOAM € «30JIOTOK0 CEPEIUMHOIO» MK IIBUIKICTIO Ta SKICTIO. BOHM J03BOJISIFOTH JOCATTH
PeaTiCTUYHOTO Bi3yaJbHOTO pe3yJIbTaTy 0e3 HEeMmOMIpHUX OOYMCIIOBAIBHUX BUTpAT. XOYa BOHH
CKJIaJH1 y BIPOBAKEHHI, came T1I0pUIHI MiAX0IM € OCHOBOIO Cy4aCHOTO PEaIbHOTO 4Yacy B irpax,
VR/AR, Web3D ta xmapHiii Biyami3arii.

AnroputmMu B peanbHOMy 4aci (Real-time rendering) — 1e meTonu Ta TEXHIKHM OOpOOKH
rpadiyHUX aHUX, SKi JO3BOJSIOTH MIBUAKO FeHEpyBaTH 300pakeHHs a0 Bijeo 6e3mocepeHbo i
yac BUKOHAHHS MPOTrpamMu, 3a0e31neuyroun BiIoOpakeHHs 3MiH CIIeHH a00 B3a€MO/IIi KOpHUCTyBaya 3
MiHIMQJIBHOIO 3aTPUMKOIO0. METOI0 TakuX alrOpUTMIB € OTPUMAaHHS Bi3yaJIbHOTO pPE3yibTaTy 3
BHCOKOIO YacTOTOIO KajpiB, IO JO3BOJIIE CTBOPIOBAaTH IUJIaBHY Ta IHTEPaKTHUBHY Tpadiky,
HaNpUKJIal, y Bieoirpax, CUMyJsITopax abo Bi3yaiizalii BipTyalbHOI Ta JOMOBHEHOI PeaJbHOCTI.
ANTOPUTMH PEHICPUHTY B PEaTbHOMY Yaci € KIFOYOBHMH ISl IHTEPAKTHBHUX 3aCTOCYHKIB. BoHM
MOEIHYIOTh TPOJYKTHBHICTh, MAcIITA00OBAHICTh 1 MHUPOKUN (yHKIIOHANI. AJle BOHHU KEPTBYIOTb
(I3UYHOI0 TOYHICTIO HAa KOPHUCTh IMIBHJAKOCTI, CamMe€ TOMY 3 SIBJSIOTHCS TIOpHUIIHI CHCTEMH, SKi
KOMOIHYIOTh pacTepH3allito 3 YaCTKOBUM TPacyBaHHIM ITPOMEHIB a00 3a1Ie4eHUM OCBITICHHSIM.

ANTOPUTMHU PEHIEPHUHTY €BOJIOIOHYBAJIM BiJ MPOCTUX METOMIB pacTepu3allii A0 CKJIaJHHUX
¢Gi3MYHO OOTPYHTOBAHUX MOJENeH OCBITICHHS, BiA TpadiuHUX NPOLECOpIB 10 XMApPHHUX Ta
riOpuHUX cepenoBull. Bubip anropuTMy 3aleXuTh BiJ MOTped KOpPUCTyBa4a — YU I
¢doropeanicTuuHe 300paskeHHs, UM iHTepakTuBHA VR-cueHa. 31 3poctaHHsaM MoxiuBocteir Web3D
ta WebGPU, mexa Mixk ouraiie Ta peaJIbHUM YaCOM TTOCTYTIOBO CTUPAETHCSA. Y C1 PO3TIISIHYTI METOIU
PEHIEPUHTY MAIOTh CBOI MepeBaru Ta OOMEKEHHs 3aJIeKHO BiJ IiJiel 3acTocyBaHHs. Tpaauiiiini
MiIX0au 3a0e3MeuyroTh BHCOKY NPOIYKTHUBHICTH 1 THYYKICTh, ajie¢ MOTPEOYIOTh TMOTYXHOTO
armapatHoro 3abe3neueHHs. [ 10puIHI METOM HaMararoThCs MOETHATH 00MIBA ITIAX0U, OaTaHCyI0un
MDK SIKICTIO 300pakeHHs Ta mBHukojier0. Kpim Toro, po3Butok API Ta (peiiMBOpKIB, Takux sK
Three.js 1 Babylon.js, 3HauyH0 cipocTuB cTBOpeHHs ckiagHux 3D-cueH y 6paysepi. B uinomy, Bubip
METOAY 3aJICKHUTh BiJI BUMOT TPOEKTY: MIBHAKOCTI, SIKOCTI, B3a€MOJIi Ta CyMICHOCTI 3 PI3HHUMH
npuctposimu. 3 poszButkoM WebGPU, WebAssembly i XR-iarepdeiiciB (WebXR), maiibytre
PEHIEPHUHTY TOJISATaE B CUMO1031 JIOKAJIBHOTO 1 BiAjaaeHoro oouncieHHs. O4iKyeTbes MoaalbIe
BIIpoBaKeHHs Al-MeroaiB (Hanpukiaa, Denoising Ha OCHOBI HEHPOHHHUX MEpeX), aBTOMATHYHOTO
aJlanTyBaHHS JI0 TIPUCTPOIO Ta KOHTEKCTY BUKOPHUCTaHHS. TakoX BaKJIMBOIO TEHICHIIEIO € edge
rendering — BHKOHaHHS OOYHMCIIEHb Ha cepBepax, reorpadiuHo OJIM3BKUX O KOPUCTyBaya, IO
3MEHIIYE 3aTPUMKH.
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