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  A video game engine used by many developers 
to help speed up production because half of the 
work is done for you. 
  More time is spent on the artistic part of it instead of 

coding an engine 

  Developed by Epic Games 
  Some of the tools shipped with their PC games 

for modders. 



  It’s essentially Unreal Engine 3 
  That’s right, the same engine actual game developers 

use 

  Only difference 
  Though free to use for personal or educational use, if 

you wish to publish what you make, you have to 
buy a cheap license fee 

  You aren’t allowed to alter the C++ source code. 
  You can only publish for the PC/Mac, can’t publish 

to Xbox or PS3 
  Android support coming soon! 



  Huge online community 
  Active forums 
  Plenty of training videos 
  Published training books 

  Monthly updates 
  You don’t have to code an entire engine 

  Which means you don’t have to code the physics 
  Which means you don’t have to remember that calculus 

you’d probably already forgotten. 



  Unreal Content Browser 
  Very organized view of your Assets 

  Meshes, materials, sounds, etc 

  Unreal Mantinee 
  Skeletal animation system, can also be used for 

cinematics 

  Unreal Script 
  OO programming language 

  Unreal Kismet 
  Visual scripting language 



  Unreal Lightmass 
  Way to create & tweak lighting in your game/

project. 

  Built in Networking tools 
  Unreal Swarm 

  Set up distributed computing 

  FaceFX 
  Real-time facial animation. 

  Much more! 



  Creating a small game that shows each of these 
(if time allows) 

  Also do research on finding out what non-
gaming application the engine provides. 



  http://www.udk.com/features-facefx 
  http://en.wikipedia.org/wiki/

Unreal_Engine_3 


