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This paper investigates and compares different denoising methods for real-
time ray tracing. Ray tracing, a rendering technique that simulates the physics of
light, presents challenges due to its computational complexity and the noise
introduced in the rendered images. Denoising methods are essential for
achieving real-time performance and high-quality visuals.

VY pocnimkeHH] po3risgaloThCs TPU METOAM YCYHEeHHs IIyMy, a came ycy-
HEHHS LIyMY Ha OCHOBI mITy4HOro iHTenekty (OptiX Denoiser), ycyHeHHs 1y-
My HeJokanbHuMHE 3acob0amu (Non-local means) Ta minxig KoMOiHOBaHOTO TIPO-
CTOPOBOT'O Ta YaCOBOTO yCcyHeHHs IryMiB (puc. 1, 2, 3). L{i MeToau ouiHIOIOThHCS
Ta TOPIBHIOIOTHCS MO0 1X e(PEeKTUBHOCTI, OOYMCIIOBAIILHOI CKJIQJHOCTI Ta
NPUIATHOCTI B Tporpamax TpacyBaHHsS TpPOMEHIB y peaimbHoMy dHaci. Jlocii-
JDKeHHSI TaKOXK pO3TJIsae MaTeMaTHYHi OCHOBH X allTOPUTMIB.

Pucynox 1 — YCYHGHH IIyMY 3 BUKOPUCTaHHSIM
mry4yHoro iHTenekty (OptiX) [2]

Original image Moisy image

Denoised image

[ 53

PucyHnok 2 — YcyHeHHS IyMy HeJOKaJIbHUMHU
3aco0amu (Non-local means) [1]
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Pucynok 3 — YcyHeHHs mryMy KOMOIHOBaHUMH MeTOAaMH [5]

Pymriit OpenGL po3po6iero 3 ymopoMm Ha peaiizaiifo 00YHCITIOBATLHUX
meiiepiB ans TpacyBaHHs nmpomeHiB Ha Bimeokapti NVIDIA RTX 3060. Bu6-
paHWil aNTOPUTM YCYHEHHS IIyMiB iHTETPYEThCS B PYIIiid, a SKiCTh allTOPAUTMY
aHAJI3yEeThCS 32 TAKUMHU TTOKa3HUKAMH, SIK 9ac Ha Kajp i SKiCTh 300pakeHHSI.

[TopiBHSIHHSI METO/IIB YCYHEHHS LITyMiB CIIPHSIE PO3YMIHHIO IXHIX CHUJIBHUX 1
CllabKUX CTOPIH y CLEHapisX TpacyBaHHsS MPOMEHIB y peaibHOMY daci. Kpim To-
ro, iHTerpaiis Bubpanoro metoay B pyuriii Ha OpenGL gemMoHCTpye #oro mpax-
TUYHE 3aCTOCYBAaHHSI Ta TIOTEHIIIa ISl MAalOyTHIX yIOCKOHAJICHb.

BianoBigHa niteparypa Takux IOCHiaHMKIB, sk Galvan A., Kalantari N. K.
ta Lehtinen J., cepen iHmmx, 3a0e3neuye MillHYy OCHOBY ISl AOCTimkeHHs. Pe-
3yJbTATH I[LOTO JOCIHKEHHS MOXXYTh JOIOMOI'TH PO3poOUTH OibI e(hEeKTUBHI
Ta Bi3yaJbHO MPUBAOJIMBI MPOrpaMH TpacyBaHHS MPOMEHIB y peaJIbHOMY Yaci.
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