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Real-time Ray Tracing of UE4
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[ Abstract] In the past ten years, the rapid development of science and technology and economy has made the virtual engine more
and more popular, which has developed from the simple game production to the film visualization and other aspects, and also
promoted the rapid development of related industries. This paper proposes the way of tracking integration with UE4 to improve the
animation quality. At the same time, gpu-ray tracking performance can be improved through an order of magnitude combination of

engineering work such as building new ray tracking hardware, hybrid rendering technology and new denoising algorithm.
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Fig. 1 A two-level hierarchy of accelerated structures
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Fig. 2 Ray tracing pipeline
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