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Koneoowc ingpopmayitinux mexnono2iu ma 3emneenopsaoKy8anHs
Hayionanvnoeo agiayiunoeo ynieepcumemy

3ACTOCYBAHHS HOBITHIX TEXHOJIOT'TA B 3D MOJEJIFOBAHHI
3 POTOMETPUYHOIO TOYHICTIO

NVIDIA® Iray® — 1e 1HTepakKTUBHA TEXHOJIOTIS (DI3UYHO KOPEKTHOTO
pEeHIEepHHra, siKka JO03BOJISIE CTBOPIOBAaTH (POTO-pEaiCTUYHI 300pa’K€HHS, TOYHO
PO3paxoBYIOUM B3a€EMO/Iisl MaTEPialiB 31 CBITIIOM.

Ile BHCOKO TPOTHO30BaHUM MiAXiA B TMO€JHAHHI 3 MaclITabOBaHOI
IPOAYKTUBHICTIO Tpadiunux mpouecopiB NVIDIA, sxuii 3abe3nedye MNOCTIHHY
B3a€MOJIII0 1 MIBUJIKI pe3ynbTatd B poboTi. Lle ckopodye yac, HEOOXimHUI AJis
BJIOCKOHAJICHHsI (DIHAJTbHUX CIICH 1 CTBOPEHHS 300paXK€Hb, K1 MOXKYTh 3Maratucs 3a
AKicTi0 3 Qororpadismu. Pimenns Iray npusHadeHe ajisg Au3aiHEpIB 1 XYJOKHUKIB
BI3yalIbHUX e(]eKTiB, sKi mpaiooTh 3 3D KOHTEHTOM, SKUM HeoOxigHi (oTo-
peanicTu4HI 300pakeHHS.

Posrnsisnemo ocHoBHi MoxumBocTi  TexHosnorii NVIDIA TRAY B pi3Hux
CepeIOBUILAX 3aCTOCYBAHHS.

OptiX API € ocHOBOIO MOMATKIB JJIsl JOCSTHEHHSI ONTUMAJIBHOT €()EKTUBHOCTI
BizicTexxeHHs1 mpoMeniB Ha GPU. Bin 3a0e3nedye npocTuii, peKypcCUBHUN 1 THYYKUN
KOHBEEP ISl MPUCKOPEHHST aJITOPUTMIB TpacyBaHHs MPOMEHIB. [[03BoJisi€ 301IbIIUTH
NOTY)XHICTh rpadiuamx mnporecopiB NVIDIA Bammx ray tracing monmatkis,
reHEepAIer0 TPOMEHIB Ta MEHTUHT [2].

Bix kiHO Ta irop nm0 Au3ailHy Ta HaykoBoi Bi3yamzamii OptiX ycminiHo
PO3rOPHYTO B IIMPOKOMY CHEKTPI KOMEpUIHHUX JoaTKiB. L{I mporpaMu BapiroroThes
BiJI HaJIaHHSI TIPOTPAMHOr0 3a0e3MedYeHHs /10 HAyKOBOi Bizyamizallii (y TOMy 4YMCIi
¢dinamictiB Gordon Bell Award) no 000poHHUX 10AaTKIB, CHUHTE3y ayaio Ta
O0OYHCITIOBAJIBHUX CJIAWIIB JIJIS iIrop.

BipryansHa peanbhicth 3 IRAY. IlinTpumka VR B Iray mo3Bosisie cTBOproBatu
pPI3HOMaHITHUIM KOHTEHT, MOYMHAIOYM 3 TAHOPAMHHUX 300pakeHb 1 3aKIHYYIOUU
MOBHOIIHHOIO BIPTyaJibHOIO peanbHicTIoO [1]. [ns orpumanns VR-300pakeHb
CIEIIaIiCTH BUKOPUCTOBYIOTH chepuuni iH3MU. [le ogHa 3 YUCICHHUX HaNAIITyBaHb
[ray, siki MO>KHa BUKOPMCTOBYBATH, PO3MIILIYIOUH Kamepy B OyIb-skoMy Micii. [ray
VR gnomomarae cTBOpIOBaTH peanmicTUYHI (POTO MPOCTOPH, SKUMH MOXKHA
IPOTYJSITHCS 3a JOTIOMOTOIO II0JIOMa BipTyalbHOI PEaIbHOCTI, @ TAKOXK MepersaaTu
ClUEHY 3 Oyb-SKOi 3py4HOI TOUKH.

®izuuHe kopekTHe BHCBITIEHHS. |IRAY — 1ie BucokoedeKkTHBHA TEXHOJOTISA
pPEHIEPIHTy TJI00aJbHOTO OCBITJICHHS, $Ka CTBOPIOE 300paKeHHS 3a PaxXyHOK
MOJICTIOBaHHSI PEeajJbHOI0 B3a€EMOJIII CBITIAa 3 MOBepXxHE Ta o0’ektamu. IRAY
MPOTrPECUBHO TIOKpAIlyE 300pPaKEHHSI JO0 JIOCATHEHHS MAaKCHUMAaJbHOTO SIKOCTI
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ro0anpHOl 1TFOMIHALIT, BKIIOYAIOUM KayCTHKY, BiAOOpakeHHs moiiokeHHs CoHIs
110,10 00’ €KTIB Ta PO3MOBCIO/IKEHHS CBITIA [4].
®dizuyHo KOpekTHI Matepiaau. MDL 1o3Bosisie  BUKOPUCTOBYBAaTH (Di3UUHO
KOPEKTHI MaTepiaju Ta OCBITJCHHS B PI3HUX MIATPUMYBaHUX jojaaTtkax. Hampukmasn,
BU MoxkeTe ctBoputd MDL matepian y nonatky Allegorithmic Substance Designer,
30epertu oro B cBoiil Oi0mioreni, a moTiM BukopuctoByBaTd B NVIDIA® Iray®,
V-Ray Big Chaos Group a60 Oyab-SKOTro I1HIIIOTO MIATPUMYBAHOTO goAaTKy. OHOTO
pasy, cTtBopuBIIM 010710TeKy MatepiainiB MDL, Bu Mokere OyTH BIIEBHEHI, IO
3MOXETE€ BUKOPHUCTOBYBATH IIi Marepiand y Bcix gonaTtkax. Lle mpoctuii crmocid
3HaYHO €KOHOMUTH 4Yac 1 cuity. Ha BigMiHy Bi MOBH IporpaMyBaHHS IIeiIepiB, AKa
CTBOpIOE WICWepH Ui MEBHOTO penaepunry, MDL MoBa omucye MoBEAIHKY CBITIa
Ha OUIbII BUCOKOMY piBHI. Pi3HI peHaepepu Ta IHCTPYMEHTH I1HTEPHPETYIOTh
MOBEJIHKY CBITJIa 1 BIATBOPIOIOTH Kpaile 300paxkeHHs. | HEeBaXIMBO, IpaltoeTe B
OpenGL nonatky abo 3 (p13M4HO KOPEKTHUM PEHAEPOM, HapuKia, Iray.
Texnonoris Iray po3poOieHa sl IHTEpAaKTHUBHOI poOOTH Ta 3abe3nedye
BI3yaJIbHy B3a€MOJIII0 MPOTSATOM BCHOTO MPOIECY MPOEKTyBaHHA. Pexxum i1HTEp-
aKTUBHOTO pereHepyBaHHs [ray BHUKOPHUCTOBYE Cy4YacHI aJrOpUTMHU ampoKCHUMaIlii
JUIS. MAKCUMAJIBHOTO PEaJIICTUYHOCTI Ta MiHIMI3alil HeOaxaHux nepermko. e 103-
BOJISIE MAKCUMI3yBaTH NPOYKTUBHICTD IT1J1 YaC IHTEPAKTUBHOTO POOOUYOTo MPOIIECy.
3aBasku TexHosorism mig Ha3Bow Light Path Expressions (LPE), Iray po3niise
KOMITOHEHTH OCBITJICHHSI Ha OKpeMi MpPOXOJH, AKI Bi3yali3ylOThCA MapaieibHO 1
30epiratothes B BuxigHoMy Oydepi [3]. Take posaiieHHs eleMeHTIB 00’ekTa abo
OCBITJIEHHS 3a0e3Ieuy€e MOBHUN KOHTPOJb 3a MPOLECOM MOCT-00pOOKH 3 BUKOPHC-
TaHHSM CTAHJIAPTHUX MPOrpam AJjit 00poOKH 300pakeHb a00 KOMIIO3UTYBaHHS.
Orxe, crneuiamicraM B 3D MopemtoBaHHI TOTPIOHO PO3YMITH Ta BOJIOHITH
texHosorisimu  IRAY, J0CKOHaNO BHUKOPUCTOBYBAaTHM MOXMIIMBOCTI TpadiuHUX
peIaKkToOpiB Ta JOMOBHEHb 10 HUX. OCHOBHOIO IIIJUIKO JIaHOi TEXHOJIOTIH €
BIITBOpEeHHST 300pakeHHss Ta 3D mopeneir 3 poromerpuunoio TouHicT0. OCHOBHI
nepeBaru HoBoro mporecopa Bim NVIDIA® ne ontumizaiis B irpax Ta Halkpaiie
B1JI00pakeHHs creredeKTiB B KiHO- Ta Irpo-1HAYCTPiM 3 MiHIMaIbHUMHU PECypCcaMu
Ta 3aTparamu. TeXHOJOTIl JO3BOJISIOTh MEPEHECTU peabHl 00’ €KTIB Ha KOMII I0TEp
0€3 MOTipIIeHHS SKOCTI.

CnucoK BUKOPHUCTAHMX JIZKepesI:

1. Nvidia [Enexktponnuii pecypc] — Pexxum moctymy: https://www.nvidia.com/ru-ru/design-
visualization/iray/features/.

2. Developer.nvidia [EnexTpoHHMIA pecypc] - Pexum JOCTYITY:
https://developer.nvidia.com/optix.

3. Nvidia [Enextponnwmii pecypc] — Pexum mocrymy: https://www.nvidia.com/ru-ru/design-
visualization/technologies/material-definition-language/.

4. Nvidia [Enmextponnmii pecypc] — Pexum moctymy: https://www.nvidia.com/ru-ru/design-
visualization/quadro-desktop-gpus/.



