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Project: [ :\P ~
Change Time Author Description cis Status A
Saturday, March 30, 2019
@ 5660361 1243PM  Martin Wilson Fix corrup p curve data (expecting curve tangents that were not written out). #Jira UE-7214... Used by UE4_Licensee. [ Sync ]
Friday, March 29, 2019
O 5650439 324PM  Peter Sauerbrei update IPP Zjira UE-72058 #rb trivial #lockdown cristina.riveron { Content J No current users.
© 5650155 253PM  Ame Schober RL - Fix case where sytemtextures are regenerated duing canvas drawing pass which is wrapped in begin/... No current users.
O 5646791 11.384M  Juan Canada Fixed ray traced shadows from masked materials #jira UE-72028 #lockdown cristina.riveron #rb yuriy.od... [ Content J No current users.
O 5646378 10.53AM  Patrick Kelly RayTracingGl flag is missing UPROPERTY decorator #jira ue-72109 #lockdown cristina.riveron #rb none No current users.
O 5645815 835AM  Yuriy ODonnell Added checks to help diagnosing UE-71662 #jira UE-T1662 d istina.riveron #rb rolando.cal No current users.
Thursday, March 28, 2019
O 5639774 6.26PM  Chris Bunner Add EngineData to crash platform context to allow engine modules to append their own information suc... No current users.
O 5639369 530PM  Phillip Kavan Fix for an assert on attempt to locally find terms or references in a new, unsaved Blueprint. (regression) ... No current users.
O 5630800 1221PM  Sorin Gradinaru UE-72058 tvOS: Project Packaged with CloudKit Support Crashes on Launch Due to Malformed Valuein t... No current users.
Q© 5630547 11.37AM  Cosmin Sulea UE-71953 - Blueprint iOS projects can't package For Distribution #jira UE-71953 #1b Jack.Porter #lockdow... No current users.
QO 5629922 10.31AM  Mitchell Wilson Updating SM4 feature level on material to resolve CIS warning. #jira UE-72069 #lockdown Cristina.Rivero... { Content J No current users.
O 5620807 1027AM  Krzysztof Nurkowicz ~ Fixed u UpduteEurlyZPassMode race condition by moving all UpdatcEarlyZPassMode calls to muin thread... No current users.
O 5620825 10.17AM  Mitchell Wilson Updating assets to resolve CIS warnings. #jira UE-72066 #lockdown Cristina.Riveron #rb none [ Content J No current users.
Wednesday, March 27, 2019
Q© 5614246 628PM  Ame Schober RL - Change particle VertexFactory to RefCounted instead of Pointer that may go out of scope. This migh... No current users.
O 5612386 542PM  Arciel Rekman Rebuild UnrealVersionSelector for Linux from current sources (UE-72056). #rb none #jira UE-72056 #lock... [ Content J No current users. 5
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' xpz-uxcn;\. erence\Constant\PerIns le.Jpeg
\Constant\TimeE: e.Jpeg
ausExample . Jpeg
ngine\Documentation\HTMLA Ima
ngine\Documentation\HIML\ Ima
Release 4.2 \Engine\Subsystems\Rendering\MaterialsAndTextures\Materials ru..l.:niu.\.xvnc\.‘t.c ordinates\ScreenPosition.Jpeg
Release e\Engine\Documentation\HTML\Images\Engine\Subsystems\Rendering\MaterialsAndTextures\Materials’ \Coordinat .Jpeg
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O UneenlGameSyne [mi
J/Fortnite/Releasa-8.00 ©) I
SDK Info | Perforce | RoboMerge.
//Fortnite/Release-8.00 +
[0 THIS BRANCH IS NOW HARD LOCKED. Refer to Lockdown aod [l
—
Type Change Time Author Description RoboMer... CIS Status ~
Monday, March 4, 2019
5283587  11.20AM  Chad Garyet - | marge | | con [ s | Used by Bart Hawthorne, Chris O'Naill. John Nielso.
5282442 10.11AM  Benjamin Saponaro = = | Merge | | Con | faT | 223 No curent users.
5274521 9.02PM  Joe Barrett - e == | gt B And [ 105 [ Lin | Mac | P54 | swi | win | xs1 | Con | ket | Used by Dan Mehler, Michael Boggs, Nick Beckstea
5271520 A35PM  Nick Damell = === =- -_— [ st § and [ 105 [ tn [ mac | 54 | swi | win [ xs1 | Con [ a7 | Used by Aaron Eady, Jon Roussel, Joshua Britt, Nat...
5271468 A21PM  Aaron Eady = = - — = | ral § And [ 108 | U [ Mac [ PS4 | Swi | Win [ x81 J Con | FaT ] No current users,
Thursday, February 28, 2019
[ 5250115 940PM  Tim Tillotson B [ Merge Wl i J And [ 105 | Lin | Mac | #54 | Swi | Win [ xit J Con [ (aT | Used by Josh May, Paul Hollquist, Joch Sache, Sidn...
[ ] | Content | 5258653 BOTPM  Wojciech Madry - = > 110 [ con | Ga1 | No current users,
L ] | Content | 5250523 0.32PM  Nick Donaldson [ Merpe | No current users.
® | Content | 5250890 541PM  Dob Tellez - | Merpe | No curtent users.
[ | Content | 5246925  5.18PM  Bob Tellez | Merge | No current users
[ ] | content | 5243158 454PM  Bob Tellez | Merpe | | con [ g | Used by Dave Ewing.
® | Content | 5241740 301PM  Adrian Lim -> 8.10 I Used by Chiistopher Sardina, Wejdech Madry, Jara...
& | Content | 5241055 1.18PM  Josh May | Merpe |  con | faT | Used by Daniel Broder, Brian Faston and Tom Noon...
| Content | 5241019 115PM  Nicholas Lacelle No cumment users.
| Cantent | 5240982 105PM  Saad Nader - = | Merpe | | cen | &t | No current users.
| Contem | 5239977 1220PM  Bob Tellez J | Merpe | N Used by Urlas Rooney.
@ | code | 5239968 12.20PM  Eric Knapik - - | Merge B tai § And [ i0s ] tn | Mac | PS4 | Swi | wis | x| No cusrent users,
® 5230885  12.03PM  Bill Colby | Mepe I Eoi § And [ 105 | Un [ Mac | PS4 [ Swi [ Win | x8i ] Con | iaT | No current usess.
@ 5239867 11.584M  Rill Calby - 10 [ con | so7 | Used hv 7ak Phalne, b
Log -
I Fllter - After syncing: [ Run [] Open Solution Options -

B 5: IA4—hF1~ F—LAICHIIT1 SNz UGS (RDEDF—)

11



@ UNREAL ENGINE

IA—RNFA bDIT—LHI0—: UnrealGameSync Z{E
BAURARIEF—LTcondSRL—23>

TA— 1k F—LEBRDRUNEERIIZHRTADV< DD OBEEGBIMENELUZ, FOX®D UGS 8. B 5 0%
SICHIEUTNET.

UGS TVU” e/ —b

1 FINERH DIz, B132TOSTIREEAN)—LZARICRRCEFT.

2 FEDRF =) FIVICE ERUIZT O 20 MRREN MDY —)LIC PO TR TEET, 2D
JSCRIVIEG RTEDT S F(CHEIR SDK )\ =32 ERRSNET,

I —-FEECAN—LZYIDBR D EMNTEET, Perforce DI F7ARARNI—L ZAYVF>
(& B> TEITLPI IR TEDFHERLHDFERAT U, BROT, RDOD(CTDXIIRY—
IWZNTUCZOE—RZFERALVLARITDIET, RRERTMNOIEELIRDF T,

3 BT T AD) VW ZOIRER ARFEE )L RAYEITRTH 20 BIILIEMKBUIZARE, EILR
SRAFAICRALFEY, \y>72oUvo3dE I-5—FEILROJICEEBELET.

UnrealGameSync (&, S>> FDEEEE(IC/I\W OIS I RTR=UZTUTNDIZSH. FiL<FT
WA ENBDETNZRRMUE T, /W RN SIRICENDIZ5. UGS (& EJLRZIRUZEEY
AR EFEUZT ROV =L IRYT Py T Bz TEF T,

F 1: TA— N MBSz UGS 7813 S ##EE

CNSOEEDFEMICDWLTIE. UGS mUT 7L >R ] #SRUTLIEEU,

IA—R~F1KTlE EILR J7—ATHENREILR B12)LZEITUT, UnrealGameSync (Z/\w&iBIILEY.

10 DCEIC TTAAZBREHNICO)\AIILLET, REEOY T AfBIFHZHIR T D/e6h. 1=-7« EILREEMCS
NTWEY, CNICEKD., FfESNEO—RDOXELE #include T«L U5« EFvvFNZEd.,

I «FH ) AIbend & O Ry ME BIEIOERTUFICEESNZO> 52 YZ20— RUET. TS5—0O—fER
FRE V=T A AT IOYVDREZEN TS EWNDSTETHDIDONNOMNDELUEZ. Feo TS —PZEDOLSAEE
ZEAT REEZ I (FW AN T DIC(E HCOADFTWZEO—RIDONFOBMDENTT,

2T OVDFIVIE IT5745% 2 Oie#) I 2FHEIRBET AN EETUE Y, 10B (& -game 5134 2 @R
-server 5| EFERAULET, COTAKNCIK IS4 7> NEY—/\—MREIGBETESDCE. O JO—ERYVF
AAF>20 TOCANEULKHEEELTWD C & BRUOZENBSDOR Y FHalfERRC ExHERUE T, e, TA— N1~ T
EKITTED 4 DOEARTI> 3>, BE) HFIE, BE, NEZFTVIULET,

2 BHDOVNI UG INTDY =T YN TSy "IA—LDT—IEEREIC T2 ) HILLE T,

TNEDTANERITI DITNSD 2 BN AR CMMEN' D Z EHRBHASNTE D, R T+ — K WO EMEALI) Ly =D
] OB EZ BN E T
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Paragon | Epic Games

Paragon

UnrealGameSync ZR(CiR LI O> x4 & Paragon TUJz. Paragon (&, KiRIER 77— hF— A EBIBRR > T2
)\ AT S5A ADRRIRIIE BTN AIRERILF T L A7 —DA >S54 >)\NL77U—F (MOBA) TUJE. U F—(3BHFDT
TV MEREZFRUTIEEAEDT LT LA OV ORI U TWNDIES, $&E5TET 27U TDDIRUIT A
— R~k DBEEFEEETIEHDFELATURZ.

CDRIRBARFMEILT— hF—LTIE 7—F 1 ANMMED) A FUZT>) AILFDA—) =AY R LT NMCEBEE
FFEERASNTNEUEL. UM UL UGS [CHMBICEVWKDDDFIENSHDET, TS ZFHEL =23 BNz
STIVERF CEDLDCUIED, EILRDOEEHDOMECETS T +— R \wozERRUIZD, EILREHD)I\AFUZET—TX
NR=ANBSEFHUIZDTEFT,

EfESNZ) (>

VUa—23>E EILR B—)\—DEDI5+4 )\AFURBEMIC ZIP T 7A(ILICT—HA TN TS FONDIGFRIC
FIESNDE—RTURE, ZIP J7(ILNEETNDE. DT> JUTASF—(F 2 BEOD—IAR—A=EEBLEDO—
FILTEILRUEDT B E/RK UGS AT O—REMBPEEIBRTEDRI LS ICRO>TLE U,

CNEDT =1 I FED—HITDEEUX MESICH U TSN V-ANSEILRTZDT—0TO—-EERMICTYF LU
£, IVF I BT AILBEIH A FUNRNEE(L, Ul TIL—FRRSNET, IVFIBD/\AFUTOEFE, 17>
DHDEEDERANFF I ENE T,

JUa )AL\ A FURRESE URVWI—Y— (& HEB(CSCTCEELTCO> /AL TEET,

DS54 > MUDT VIV

MBEDOREZISX TUL\Z Paragon Tld Z2<DAT YA MNBEEEEDRINEFRIZ AL IUE U, Paragon (CI3ZEDERE
BEDFvSI5— 7y iBDEUEN, @F. ROV \—([F—E(CEEDT7Y hDOFHFNE T U, VPN #Eiix T U T

EELUTVWDINTDOAICEDTE FvSUF—DRERTA > FVIDERZITO L BIRHIEBNRESNTUEL, ETERF
B BIERE LI TWVWELIZ.
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; @ UNREAL ENGINE

5 &

&
"Rk

CNZEFERT DIEOICRYI A= &, Perforce TIRAE
ANI—=LDERRTUIZ. CNICEKD, I—F—DD—2TZAR
—ANT S F2UETE>RLTa LI NIDB Ty MNMIED
AFENF U, CNUIINRIEREDT(IHEEELFE LIEH BT
DOEIERICIEENMUE Uz, EFEEIBIR<UU-—XTBDE
WS &G BT S FHARETDIENDSCEXZEKRUE
9, Z2UC A>T DUTAS—(EINRNTOIT S FTEA
HICHRINA X ZTVEWEEZTULELU,

UnrealGameSync (&. Perforce H—/\—CZ N5 DIIEFZ
BIEITIDTFRL, IS4 T7> MIDT 1)L FU>T=HR
—bhUFET., INE ARU—=LAD> 7V EY—)\— (B
L. 7L ZEIRNICERR (BXRUHIER) UC. -5 —H'ws
BRI 7A)LDHZEKELET,

Ul (Z(&, I—F—h B0 T )L Y =ERUCHEEE (IR
NTEBLDC. HRIYAXAEERT AL DI R—F
> ey MYRRENE T, HIXE I—F— (37 DA TH
ZRDIZNT SV NI A—LEFIUIED, SHRITowvo >
FINYPEEOO—HNSAXENETY MR LIED TS
EXR

CCTEIRTED I MR—FRNIE HOWRITILD
Perforce 51 77> MR ELEXRT, ZNENDOERZ—TT
{ETEBEVNDIHENHDET, IR—R O NEERT D
SIJ4FaL—23> J7A)LIFYV—R 2> bO—JLER(C
FKESNBED. BLDI— —(C KBDBARIIABRE T Z )
BEET(C. TOZTU MDOREICH LTI v I)LY=EEH
([CEFICEFET,

Clean Workspace (9U—> D—DANR—AY
1%

UE AL ONURBETIE T30/ >E5—A TO2T O
DRI 7L =AYV —2RICETELTVE T,

IA—bF1bDT—LI0O—: UnrealGameSync %
BRUCAFIEF —ATOISRL—>32>

vPARAGON

Paragon | Epic Games

UGS @ Clean Workspace YV —)LZER LT, PRI 71l
'O VIUIED, D—OZAR—RANNCHDRET 7L
EREDITRZENTEET,

O—H)L D—OIR=-AEHS—/\—HDIRNTOEEMNY
U —([CRREN., ZL2(CHIBRTE BT RMNT T AL
NCEIRENZE T, DFED. FRRUIRICTF TV I > 72"
VEENR D TY—ILICK D THIBREND CElEH D EE
Ao

Perforce @ Clean N> R&EFEERD ., Clean
Workspace W —JLIFEESNDIBFATI 7LD E
SHZZEFT voU. TOEIF7AILDES EFEHFED
HHDODAFT—HIA&EFITYVIULEY, PCICBLDFEIN
ZNEERBEHINDERA. TOTCIEAET 10~20 #
EETY,

Clean Workspace

The following differences were found against Perforce. Check any files you wish to clean. Files which can be cleaned safely are checked by default.

] 6 : Clean Workspace ¥Y—/JL
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IA—RNFA bDIT—LHI0—: UnrealGameSync Z{E
BAURARIEF—LTcondSRL—23>

@ UNREAL ENGINE
Unreal Engine

UGS D—2oJ0—-DFRE F—ATO2 T M I DEDREITTIEHDEF AL Unreal Engine @ QA B3, UTLw>
I>FANED)\J(C UGS BEARLET,

Bisect (&%) €—F
% <DBE. QA (FEEIXDERZE U ~ EBIAIDENTZEEUX SO THEED U T L v a>MEEUZCEEEEL
THED. ENHEIBEDEE U NRDHVE TEDIEITERN (SR DIADBEN D DFE T, UGS /IRILS., TR —(FEBDEE

HZEIRUT, Bisect E—REMENDEDEEITTCEEIT, COT—RTIE BIRUEEBEOHNESFNDILDCEIT—HT1IL
HYUSTUET, COEI—HNS, I—T—(3ZFERFFEERARELTIY—ITEET,

© UnrealGameSync

[[UEa/Releasn4.22 @ | +

//Ukd/Release-4.22 +

ary Wik

5620897  1027AM  Kizysrtof Narkowicz  Fixed a Uj
5628578 4.02AM  Buildmaching

o calls to main the

5614246
5612386
5611327
5610302
5610219

5608341
5604432
5603888 lax Chen Seq

5602707 o than Geller #jira UE -7 loaded before g any LibSound ile fune #h o | fditor Windd | Merge |

Showing 22/100 changes. Show more

Filter .. Aftor synaing: /] Build [V Run Open Solution Options

& 7 : UGS Bisect E— R

FTRAY—(F EBICEAML. TRAMUTIITINTZRDIFSNIRVMESE, Sync Next OXREERTEHFY. TUT UGS
(FREOBEYREBEREORNEYREEDOHFBICEIRL. TR DT ZRESELEED) (FURRZEEITCED
FKIICULFET,

A>T« J7AI
BEIC MEDTOS T NEBRICIBII DINS IR HRI YA R = S AMELE U,

AT =R )LD TFIC, [message-of-the-day (REHDXAYT—2) ] #EENH D, BE. TS5 FIDFEDBLCETBIE
HEIRMLFE T, message-of-the-day (C(E, /T F—HIXR—XAD/VIDUZX DI OESEENTNET,

Fo BESNZEBOHRIC/TESZEHDNENGD D Perforce NUH—HB0DFET, UGS &RTE L CTTDIEIRZ BT
L. /B T DT 7 (DT D/ INDUZ D= ERLET, CNd UGS TEELIZEDDIEICH D/ \yZE I Uy
OUTHRLKCENTEFT,

CNBOMEEEEINT, TSFICFTVIA> SN T«0 T7AIVCEDE. TNENUTHRIESNE I, SHUTKD. %
ZRITOS T MDOBEBD=—XICENE T UGS ZRABTEET,
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@) unreaL eNcine AL ARBEF —LATOISRL—3 3>

2’0212V KT UnrealGameSync Z{ERY 3

TIA—RF1 FDRERINGE. F—ALA) DN EWNHIRILBHLU. J= 225 —> 3> 72 ENDIHEDIHCHD > TLEL
Jz. Battle Breakers & Paragon CTEMHUZD—22J0O—0FEN UGS ORFE(CDIRMADFELUIZ, ZNUICKD. 1DDEFET
HEWEE T DEDAUY MO/ ULICHRUCHRERIBETERITSN™I<RDEU.

Unreal Engine T(EZ&#H/\—=>3> D UGS ZEMULTH D, ED/I\—=3>D UE THFERATEEI, €DYV—XXI—RE

Perforce & GitHub THIFFTE3 LD(CIR>TH D, ZDEMA (L Unreal Engine THI\—ENTLET,
UGS D%7E (CRET 23EMIBEHR (L. Unreal Engine MRF1 A bD =#SBUTKIEE,
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