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What is Unreal Engine 4?

• Newest edition of Epic Games’ Unreal Engine









What is Unreal Engine 4?

• Newest edition of Epic Games’ Unreal Engine

• Released May 2012

• Became open source March 2014 for $19/month

• Complete suite of game development tools

• Free in March 2015

• 5% royalty on revenue over $3000



What is included with Unreal Engine 4?

• Full access to engine library

• Written in C++ and C#

• Free tutorials

• Free updates

• Documentation

• Marketplace to sell content

• Excellent online community



Development – Beginning

• Start with learning C++

• Reading documentation and API

• LOTS of YouTube tutorials

• Learning C++ by Creating Games with UE4

• Studied finished projects provide by Unreal

• Experimented with small projects









Development – Final Game

• Genre decision

• Third Person Action

• Concept: “Coin” game

• Short

• Good amount of programmable gameplay

• World design experimentation



Development – Creating Batteries



Development – Creating Batteries



Development - Spawning



Development – Game states



UE4 Editor

• Similar to Blender

• Creation of meshes, materials, and other effects

• Import assets from other projects

• Physics engine included

• Allows instant compiling of code

• Create and modify blueprints

• Creative side

• Test game in editor before packaging





Blueprints

• Programming for those with little to no experience

• Visual programming

• Separate editor inside of UE4 editor

• Connect nodes and functions with wires

• Properties of a character

• HUD creation

• User-to-world interaction

• Faster for small things







Particles

• Visual effects

• Range from smoke and fire to complex effects

• Drag and drop into editor





Challenges Encountered

• Learning specifics of Unreal Engine 4

• Engine requires powerful computer

• Blueprints can be finicky

• Most of online community uses blueprints

• Minor inconvenience

• First build was too easy

• Added obstacles, changed spawn rate and decay



Demonstration

• Backstory

• Robot has become too dangerous

• Left on self-destructing lab in sea

• Using parts of the lab to power himself up to escape

• Song credit: “Ignition” by TobyMac

• Matches fast pace of game

• Keep going, be strong



Demonstration



Future Goals

• Timer

• Battery count

• Cutscenes

• Different levels



Questions?


