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MMPO AESAKI METOAU PO3B’SI3YBAHHS PIBHSIHHS PEHAEPUHIY
ON SOME METHODS FOR SOLVING THE RENDERING EQUATION
Jmutpo €nicee
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Abstract. This work is dedicated to reviewing the main methods for solving the rendering
equation. In particular, it examines direct calculation methods and ray tracing-based methods.
PiBHAHHS PEHIEPUHTY ONHUCYE B3a€EMOJIIO CBITJIA 3 MOBEPXHAMHU y TPHUBHUMIPHHX CIICHAX 1 €
OCHOBOIO JIJIsI CTBOPEHHS (hOTOpeaTiCTUIHUX 300pakeHsb y koM roTepHii rpadimi. [1] Lle piBHsAHHS
BUPAXKAETHCS Y HACTYNHIN opMmi:
Lo(x, wo)=Le(x, a)o)+f afr(x, wi, wo)Li(x, wi)(wi-n)dw;

Tyt Lo(X, o) — BUIPOMIHIOBaHHS B TOULII X B HAIIPIMKY o, Le(X, o) — BAIPOMIHIOBaHHS, 1110
TEHEPYETHCA CaMOK0 TIOBEPXHEW, fAX, i o) — OGYHKIIS po3moauny BiaOUTTSLi(x, @) —
BUIIPOMIHIOBaHHS, 10 M1a/1a€ Ha MIOBEPXHIO, ;71 — KOCUHYC KyTa MK HAalpsSMKOM TaJliHHS CBITJA 1
HOPMAJLTIO JIO TIOBEPXHI.

Po3B’s3yBaHHST PIBHSHHS PEHICPUHTY € CKJIIAJHUM 3aBIaHHSIM, [0 BHMara€ BpaxXyBaHHS
0aratbox (aKTOPIB s TOCATHEHHS PEAICTUHYHHUX PE3YyJIbTATIB. Y Cl METO/IU POXB’A3yBaHHS TaKOTO
PIBHSHHS TOJUIAIOTBCA HA 2 KaTeropii: METOAM MPSMOrO pO3paxyHKy Ta METOAM Ha OCHOBI
B1JICT€)KEHHS IIPOMEHIB.

Meroau npssMoro po3paxyHKy:

1. Backward Ray Tracing — kjIacH4HUi METOJ], B IKOMY MPOMEH] MPOCTEKYIOTHCS Bl Kamepu
JI0 JDKepena CBiTia.

2. Finite Element Method — minxin, sikuii po30WBaE CIIEHY Ha Majl €JIEMEHTH 1 PO3PaxoBYeE
B3a€MOJIIIO CBITJIa MK HUMH.

Meroau Ha OCHOBI BiICTe)KEHHS MPOMEHIB:

1. Ray Tracing — MeToJ, IKHUH pPO3paxoOBYy€e B3a€MOJIIIO CBITJIA IIJISIXOM BiJCTEXEHHS MPOMEHIB
BiJI KAaMEpH uepe3 CIIeHY JI0 JpKepesa CBITa.

2. Path Tracing — GakTHYHO PO3IIMPEHHS KJIACHUYHOTO BiJICTEKECHHS MPOMEHIB, SIKE BKJIIOYAE
BUINAJIKOBE BIICTEXEHHA 0ararboX NUISAXIB CBITIIA.

3. Bidirectional Path Tracing — e MeToJ, KM MO€THY€ BiACTEKEHHS MPOMEHIB BiJl JKEepe
CBITJIa 1 KaMepH, IO JIO3BOJIAE Kpalie OOpOOJsATH CKIIAaJIHI CIIEHH 3 BEIMKOI KITBKICTIO
HETPSMUX CBITJIIOBUX B3a€MOJIii.

4. Monte Carlo Method — meTon, sSIKMii BUKOPHCTOBYETHCS ISl YHUCEITBLHOTO 1HTETPYBAaHHS
PIBHSIHHS pEHJIEPUHTY 32 IOTIOMOT'00 BUTIAIKOBUX BUOIPOK.

KokeH 13 3anmponoHoBaHUX METOIB Ma€e CBOi IepeBary Ta HEIOMIKH, 1 BUOIP OAHOTO 13 HHUX
3aJIeKUTh BiJl BUMOT JO SKOCTI 300pakeHHs Ta HAasABHUX OOYHMCIIOBAIBbHUX pecypciB. CydacHi
METOJIM PO3B’SI3yBaHHS PIBHSAHHSA PEHAEPUHTY MPOAOBXKYIOThH PO3BUBATHUCS, J03BOJSIOUH
CTBOPIOBATH BCE OLNIBII peamiCTHUHI 300paXKeHHS 13 MEHILIOI BUTPATOIO PECYPCIB.
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