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| Engme 5.8 is now available

With Unreal Engine 5.8, you can push performance and customization further, thanks to advanced
worldbuilding and terrain creation tools, high-quality real-time vegetation authoring, and simplified lighting

workflows.

You'll also discover faster in-engine character and animation ion tools, adv in virtual p
high-fidelity full-body performance capture, accelerated content creation with integrated LLM workfi
and much more.

UE 5.8 is the last planned major Unreal Engine 5 release on our roadmap as we ramp up work on UE6. We will

continue to support UES for bug fixes and regressions, and may add another official release if circumstances
warrant it. Meanwhile, let's take a look at the 5.8 details.
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New in Unreal Engine 5.8

ECEEER Tiled Mipmap
» B Video

A new option for fast and memory efficient
plate playback.

Only decodes necessary mip level tiles,
Smooth scrubbing.

Support for HDR and Alpha channel.
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LABS, VIDEO \ Feb 1, 2016

The Cost of Codecs: Royalty-
Bearing Video Compression .
Standards and the Road that Lies
Ahead

Since the dawn of digital video, royalty-bearing codecs have always been the gold
standard for much of the distribution and consumption of our favorite TV shows, movies,
and other personal and commercial content. Since the early 90's, the Moving Picture
Expert Group (MPEG) has defined the formats and technologies for video compression
that allow all those pixels and frames to be squeezed into smaller and smaller files. For
better or for worse, along with these technologies comes the intellectual property of the
individuals and organizations that created them. In the United States and in many other am

=}
countries, this means patents and royalties. \



Help Center / Legal Operations

Legal Operations

Welcome! You can raise a Legal Operations request from the options provided.

What can we help you with?

+ New Firm Onboarding Request (TEST)

D Docusign Support
Docusign Access Issues and Support

D Automation Request

Request for Automation within Legal Ops systems

OA‘ TPS

D Document Request

A request to locate a few documents that you have already attempted to locate yourself and have not found or for a bulk download of a series of
documents

D Jira Update

Please use this request to ask for any adjustments/automatons/etc. to be made to Jira, the system that Legal uses to process-manage most of its contract
requests

D DocusignCLM(File Retention) Update

Please use this request to ask for any adjustments/automatons/etc. to be made to SpringCM, the system that Legal uses to store its executed contracts

Legal Tracker: New Firm Onboarding
Please use this to request a firm to be added to Legal Tracker and onboarded for payment

D Outside Counsel/Contractor Onboarding Request

Please use this request to ask for a new member of the Legal team to be onboarded into the various systems/accounts needed for their job
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. openapv Public

¥ main ~
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=ENrENrENr-rERr-rEN AN R -RErE N N N N N

B

.github

app

pkgconfig

readme

src

test

util

.clang-format

.gitignore

CMakeLists.txt

LICEMSE

README.md
armbd_toolchain.cmake
cmake_uninstall.cmake.in
ios_armbd_toolchain.cmake
macos_universal_toolchain.cmake

windows_x86_64_toolchain.cmake

README &8 BSD-3-Clause license

¥ 99 Branches §> 33 Tags

Q Go to file

Bump xresloader/upload-to-github-release from 1 to 1.6.1 (#...

Kp refactoring cleanup 20260508 (#206)

Kp refactoring cleanup 20260508 (#206)

Fix definition of OAPY_STATIC_DEFINE in the pkg-config for s...

Update README.md (#154)

Kp refactoring cleanup 20260508 (#206)

fix: minor typo cleanup (#120)

fix get_num_tiles() calculation in imhex patter file (#160)

fixed error driven by fuzzing test

initial commit

Fix pointer signedness mismatch in imgb_to_blk_p21x_y (#183)

updated license

feat: Add code coverage measurement and documentation (...

build: Rename aarch&4_toolchain.cmake to armé4d_toolchain.c...

initial commit

Macaos ios build support (#151)

Macos ios build support (#151)

Added toolchain file for cross-compilation to Windows using ...
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©® Issues 12 {7 Pull requests 9

Add selective multi-mip tiled decoding, 16K tile support, per-frame RC,

@ Actions

im] Projects © Security and quality [/ Insights

and codec callbacks #228

IéDraﬂ jsperrier] wants to merge 15 commits into AcademySoftwareFoundation:main from alejandro-arango-epicgames:tmv_multi mip_l6k [_[;]

LY Conversation 0

R

-0 Commits 15 [l Checks 1 Files changed 14

Jjsperrier! commented 3 hours ago

Title: Add selective multi-mip tiled decoding, 16K tile support, per-frame RC, and codec callbacks

Summary

This PR adds a set of decoder/encoder capabilities developed for a tiled, multi-resolution ("mip") streaming workflow, ported
onto current main . The headline addition is a selective multi-mip tile decoder that decodes an arbitrary subset of tiles across
multiple mip levels of an access unit in a single call, with coalesced I/O and multi-threaded tile decode. Supporting changes
extend tile limits to 16K, add per-frame rate control, and introduce pluggable memory/logging/CPU-trace callbacks.

Library ( src/, inc/ ) and app ( ape/ ) changes only. The test harness and media for this feature are substantial and are being
finished on a separate branch; I'd like to land the library first and follow up with tests. Happy to reorder if you'd prefer them
together,

Motivation

For large images (up to 16K) encoded as tiled mip pyramids, clients often need only a viewport-dependent subset of tiles at a
chosen resolution rather than a full-frame decode. The existing APl decodes whole access units. This ad~s ~ randam accace
path that locates the requested mip frames, reads only the needed tile payloads (coalescing adjacent n

selected tiles in parallel.

Github

What's included

Selective multi-mip decode (core)

* oapvd_decode_selective_multi_mips() — decode asetof {mip level, tile coords} requestsing
supplied random-access oapvd_istresm_t (seek/read/tell). Per-request status is reported per mip;
minimizes seeks; tiles decode across worker threads.

* Decodes into caller output buffers with either standard planar or tile-major ("tiled”) layout, with op
destination-slot routing for bounded cutput buffers.

16K tile support

Q Type [7]to search

View status Code ~

+2,172 -50 aoem

Reviewers

No reviews

Assignees

No one assigned

Labels

None yet

Projects

None yet

Milestone

No milestone

Development

Successfully merging this pull request may close these

Issues.
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Next Step: Adoption
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