
Uspekhi Prikladnoi Fiziki (Advances in Applied Physics), 2023, vol. 11, № 5 

PACS: 07.05.Tp 

An environmental radiation interaction modeling in dynamic scene  
simulation software 

A. V. Zverev and D. E. Ipatov

Motiv NT, LLC 
Bd. 1 42, b-rd Bolshoy (ter. Skolkovo Innovationny Centra), Moscow, 121205, Russia 

E-mail: dipatov@motivnt.ru

Received 6.09.2023; revised 21.09.2023; accepted 27.09.2023 

A path tracing method support to the existing dynamic 3D scenes simulator has been devel-
oped. This method allows obtaining physically correct images taking into account multiple 
interactions of electromagnetic waves with bodies. The results of several scenes calculations 
and a performance assessment of hardware-accelerated path tracing in the visible wave-
length range are presented. 
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