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The creation of realistic lighting effects in 3D systems is crucial for
enhancing visual authenticity. This study explores the application of neural
networks for photon-based rendering. By leveraging deep learning techniques, the
proposed approach improves light simulation accuracy and computational
efficiency. Neural networks enable adaptive light propagation, enhancing
reflections, refractions, and global illumination. The research demonstrates how
Al-driven methods optimize rendering pipelines in real-time environments. The
findings contribute to the development of more immersive and visually accurate
3D graphics.

Y cyuacHomy cBiTi 3D MonentoBaHHS AaKTUBHO BUKOPUCTOBYETHCA Y
BiJleoirpax, kKiHemartorpadi, apxXiTeKTypHOMY JM3aiiHI Ta 1HIIUX Taly3sX, IO
BUMAaralTh BHUCOKOi SAKOCTI Trpadiku. OHI€I0 3 KIOYOBUX MpoOJieM €
peasiCTUYHE OCBITJICHHS CIIeH, 10 BiANoBiAae (PI3UYHUM  3aKOHAM
PO3MOBCIOJKEHHS CBITJIa. BUKOpUCTaHHS TpaJAUIIHUX aJITOPUTMIB TPAaCyBaHHS
npomeHiB (Ray Tracing) abo pacrepu3aliii Ma€e 3HauHI OOUYHUCIIOBATBHI BUTPATH,
10 YCKJIQIHIOE PEaTiCTUUYHY Bi3yalli3allilo B peaJbHOMY 4Yaci.

Jnst omiHkM e(EeKTUBHOCTI 3aMpOMOHOBAHOIO MiAXOAY OyJI0 MPOBEACHO
cepito eKkcnepuMeHTIiB. BukopucTano Hallp CLieH 3 pI3HUM PIBHEM CKJIAJHOCTI
ocBiTJIeHHS. [IOpiBHSIHHS BHMKOHYBAJIOCS MIX 3alpONOHOBAHUM IIiXOJIOM Ta
METOJaMH TpacyBaHHs mpomeHiB 1 Photon Mapping. Jlyis OLIHKKM TOYHOCTI
BUKOPHUCTOBYBAJIUCA METPUKU cepeHboi adcomoTHoi mnomuiku (MAE) ta
cepeHboKBaApaTuyHOi noxubku (MSE), siki npomeMOHCTpyBad IepeBary
HEHPOMEPEKEBOTO MIXOAYy y IMBHUAKOCTI PO3PAXyHKIB 0O€3 CYTTEBOi BTpaTH
SKOCT1 OCBITJICHHSI.

HeiiponHi Mepexi MOXyTb OyTH BUKOPHUCTaH1 JJI CUMYJIALIT CKIAIHUX
CBITJIOBUX €(EKTIB, TAKHUX SK TJI00abHE OCBITICHHS, KAyCTHKA, BI3epKaTICHHS
Ta 3amomiieHHS cBiTIa. CydacHi MeETOAM, Taki SK HEHpOHHI MO
unpomintoBanHsi (Neural Radiance Fields, NeRF), mo3BonsitoTs cTBOproBaTu
BHUCOKO/eTam30Bani 3D clieHH, HaB4arOyuch Ha Habopax 2D-300paxeHb 1
MOJICJIIOI0YM TOBEIHKY cBITIa B cepeaouil [1]. Kpim Toro, renepaTuBHO-
3maranbHl Mepexi (GAN) MOXyTh BHKOPHCTOBYBATHUCS MJI TOKpPAICHHS
JeTanizalli TeKCTyp Ta aAanTUBHOI T'eHepallli CBITJIIOBUX €(EKTIB y pealbHOMY
gaci [2].
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3anponoHoBaHui miaxin O6a3yerbes Ha apxiTekTypi NeRF, ska mo3Bosse
MOJIETIIOBATH CBITJIOBI B3a€MO/IIi HA OCHOBI HaOOpy TPEHYBAJIBHUX 300paKCHb
cuenu. Jlns HaBYaHHA BUKOPHUCTOBYBANMCS JaHi 3 peanbHux 3D-cren, ski
MICTATh CKJIagHI e(QeKTH OCBITIACHHS, BIAOWTTS Ta TiHeH. Omnrumizaris
HelipoMepekl  BUKOHyBajacsi 3a jgonomororo  Adam-onmTtumizatopa 3
koedimientom HaB4yaHHa 0.001. KpiM TOro, BUKOPHUCTOBYBAJIUCS TEXHIKH
ayrMeHTalli TJaHWuX /1715l TOKPAIIeHHs y3arajlbHeHHS MOJIEN Ha HOBUX CII€HAX.

@®OoTOHHE BIJIOOPAXKEHHS — 1€ METOJ, SKUM BUKOPUCTOBYETHCA Y
KOMIT'FOTEpHIA rpadimi a1 CUMYJAIIl B3a€EMOJIl CBITJIa 3 TOBEPXHIMHU Ta
cepenoBuiieM. Lleit miaxing 6a3yerbes Ha (I3UYHUX 3aKOHAX PO3MOBCIOHKCHHS
CBITJIa Ta JO3BOJISIE€ JIOCATTH PEATICTUYHOrO PEHACPUHTY CIIEH, BPaXOBYIOUU
e(heKTH 3aJIOMJICHHS, B1/I/I3€PKaJICHHSI, PO3CiF0BaHHSI Ta II100aJIbHOTO OCBITICHHS.
TpaguuiiHo 11 OOYMCIICHHS LHUX B3a€EMOJIM BUKOPHUCTOBYIOTHCS METOMU
TpacyBanHs npomeHiB (Ray Tracing) abo MeToau pO3MOBCIOJKEHHS (DOTOHIB
(Photon Mapping). Oanax, 1i miaxoad MaroTh 3HaYH1 OOYHUCIIIOBAIbHI BUTPATH,
10 0OMEXY€E X BUKOPUCTAHHS B pEAJIbHOMY Yacl.

CyuacHi po3poOku y cdepi riImOOKOro HaBYaHHS JO3BOJISIIOTH 3HAYHO
ONTUMI3yBaTH LEW MPOUEC, BHUKOPUCTOBYIOUM HEHUPOHHI MEpexl s
nepea0ayeHHsl MOBEIIHKM CBITJIOBUX YaCTUHOK Yy creHl. ['nmmOoki HelpoHHI
MepeXi MOXKYTb HABUYUTHUCS TMPOTHO3YBATH TOBEAIHKY CBITJIa, BUXOJSYU 3
HoTEepeHbO OOPOOIJIEHUX CLIEH, 1110 3HAYHO MPUIIBUALIYE PEHICPUHT.

Biarak, po3BuTOK HEMpoHHHUX Mepex y 3D-Bizyaumizaliii BiIKpuUBa€e HOBI
MO>KJIMBOCTI JIJIsi TE€HEpallii peaiicCTUYHUX CBITIOBUX e(deKTiB. Bukopucranus
MetoniB NeRF, GAN, LFNs ta iHIIUX MiIX0MiB JO3BOJISE€ 3HAYHO MOKPAIIUTH
SKICTh OCBITJIEHHS, CKOPOTUTH BUTPATH PECYpCIB Ta 3a0e3meuuTH (PI3UYHO
KOpPEKTHE MO/JICTIOBAaHHS CBITJIOBUX B3aemoii [3]. [lomanbiini 10CHiIKEHHS Y i
chepl MOXKYTh 30CEpE/KyBAaTUCS Ha BIOCKOHAJICHHI IIBUIAKOCTI HaBYaHHS
iHTerpauii y 3D-nBuxku. Lle BigkprBae nepcrneKTUBU sl CTBOPEHHS 1€ OLIbII
peaNiCTUYHUX BIPTYaJIbHUX CEPEIOBUL Y MAOyTHBOMY.
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