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Preface

Game engines, such as Unreal Engine 4 —as the tools that power the creation of

the commercial games we love to play —are becoming increasingly accessible to
both experienced and novice game developers outside of the traditional studio
environment. Previous versions of Unreal Engine have powered many of the most
popular console and PC games released over the last decade, and the newest version
contains the tools for funneling this power into the hands of as many aspiring
developers as possible. The most transformative of these tools is the Blueprints
Visual Scripting system, which allows people who are not full-time programmers

to create and implement the mechanics, interfaces, and interactions of a game.

Taking a step-by-step approach, this book will guide you through the process of
using the visual nodes that make up Blueprint behavior, and link them together
to create game mechanics, user interfaces, and more. In this process, you will be
learning all the skills you need to get started with developing games in Unreal
Engine 4 using Blueprints.

Starting with a basic first-person shooter template, each chapter will extend the
prototype to create an increasingly complex and robust game experience. You will
progress from creating basic shooting mechanics to gradually more complex systems
that will generate user interface elements and intelligent enemy behavior. By focusing
on universally applicable skills, the expertise you will develop in utilizing Blueprints
can translate to other types of genres. By the time you finish this book, you will have a
fully functional first-person shooter and the skills necessary to expand on the game to
develop an entertaining, memorable experience for your players.

[v]




Preface

What this book covers

Chapter 1, Object Interaction with Blueprints, begins the book by covering how to bring
new objects into a level to help build the world in which the game will be set. We
move on to manipulating materials on objects, first through the object editor, and
then by triggering during runtime via Blueprints.

Chapter 2, Enhancing Player Abilities, teaches you how to use Blueprints to generate
new objects during gameplay, and link actions in Blueprints to player control inputs.
You also learn to create Blueprints that allow objects to react to collisions with our
generated projectiles.

Chapter 3, Creating Screen Ul Elements, demonstrates setting up a Graphical User
Interface (GUI) that will track the player's health, stamina, ammo, and current
objective. Here, you learn how to set up a basic user interface using Unreal's GUI
editor and how to use Blueprints to link the interface to the gameplay values.

Chapter 4, Creating Constraints and Gameplay Objectives, covers how to constrain the
player's abilities, define the gameplay objectives for a level, and track those objectives
via Blueprints that interact with the GUI elements created in the previous chapter.
We walk through setting up collectible ammo packs that will refill the ammo of the
player's gun, as well as utilizing the level Blueprint to define a win condition for

our game.

Chapter 5, Making Moving Enemies with Al, is a crucial chapter that covers how to
create an enemy zombie Al that will pursue the player around the level. We walk
through setting up a navigation mesh on our level, and see how to use Blueprints
to get enemies to traverse between patrol points.

Chapter 6, Upgrading the Al Enemies, shows how to create a compelling experience

by modifying the zombie Al to have states in order to give the zombies a little more
intelligence. In this chapter, we set up the patrol, searching, and attack states for the
zombies using visual and auditory detection. Additionally, we explore how to make
new enemies appear gradually, as the game is playing.

Chapter 7, Tracking Game States and Applying Finishing Touches, adds the finishing
touches necessary to make our game a complete experience, before we finalize
our game for release. In this chapter, we create rounds that will make the game
increasingly difficult, game saves so that the player can save their progress and
return, and player death to make the game's challenge meaningful.

Chapter 8, Building and Publishing, covers how to optimize graphics settings to get our
game performing and looking at its best. Then, we explain how to create a sharable
build of the game, and share some advice on how to continue progressing past the
confines of this book on your way to becoming an accomplished game developer!

[vil



Preface

What you need for this book

This book is an Unreal Engine 4-focused title, which means you only need a copy
of Unreal Engine to get started. Unreal Engine 4 can be downloaded for free from
https://www.unrealengine.com/, and comes with everything you need to follow
along with the book. This book was made using version 4.7.6 of Unreal Engine 4,
and as such, it does not account for features added or removed in subsequent
versions of the software.

Who this book is for

Whether you are brand new to game development or just unexposed to Unreal
Engine 4's Blueprint Visual Scripting system, this is a great place to start learning
how to build complex game mechanics quickly and easily without writing any
text code. No programming experience required!

Conventions

In this book, you will find a number of text styles that distinguish between different
kinds of information. Here are some examples of these styles and an explanation of
their meaning.

Code words in text, database table names, folder names, filenames, file extensions,
pathnames, dummy URLSs, user input, and Twitter handles are shown as follows:
"I named the project BlueprintScripting and stored it in the default unreal
pProjects folder for OS X."

New terms and important words are shown in bold. Words that you see on the
screen, for example, in menus or dialog boxes, appear in the text like this: " Now
click on the Library tab, find the yellow Install button (as seen in the following
screenshot), and click on it."

% Warnings or important notes appear in a box like this.
s

a1

~Q Tips and tricks appear like this.

[ vii ]



Preface

Reader feedback

Feedback from our readers is always welcome. Let us know what you think about
this book —what you liked or disliked. Reader feedback is important for us as it
helps us develop titles that you will really get the most out of.

To send us general feedback, simply e-mail feedbackepacktpub. com, and mention
the book's title in the subject of your message.

If there is a topic that you have expertise in and you are interested in either writing
or contributing to a book, see our author guide at www.packtpub.com/authors.

Customer support

Now that you are the proud owner of a Packt book, we have a number of things
to help you to get the most from your purchase.

Downloading the example code

You can download the example code files from your account at http://www.
packtpub. com for all the Packt Publishing books you have purchased. If you
purchased this book elsewhere, you can visit http: //www.packtpub.com/support
and register to have the files e-mailed directly to you.

Downloading the color images of this book

We also provide you with a PDF file that has color images of the screenshots/
diagrams used in this book. The color images will help you better understand the
changes in the output. You can download this file from http://www.packtpub. com/
sites/default/files/downloads/60180T_ ColoredImages.pdf.

Errata

Although we have taken every care to ensure the accuracy of our content, mistakes
do happen. If you find a mistake in one of our books —maybe a mistake in the text or
the code —we would be grateful if you could report this to us. By doing so, you can
save other readers from frustration and help us improve subsequent versions of this
book. If you find any errata, please report them by visiting http: //www.packtpub.
com/submit-errata, selecting your book, clicking on the Errata Submission Form
link, and entering the details of your errata. Once your errata are verified, your
submission will be accepted and the errata will be uploaded to our website or

added to any list of existing errata under the Errata section of that title.
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To view the previously submitted errata, go to https://www.packtpub.com/books/
content/support and enter the name of the book in the search field. The required
information will appear under the Errata section.

Piracy

Piracy of copyrighted material on the Internet is an ongoing problem across all
media. At Packt, we take the protection of our copyright and licenses very seriously.
If you come across any illegal copies of our works in any form on the Internet, please
provide us with the location address or website name immediately so that we can
pursue a remedy.

Please contact us at copyright@packtpub.com with a link to the suspected
pirated material.

We appreciate your help in protecting our authors and our ability to bring you
valuable content.

Questions

If you have a problem with any aspect of this book, you can contact us at
questionsepacktpub.com, and we will do our best to address the problem.
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