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CHAPTER 1

Install and Setup of
Amazon Lumberyard

You are about to embark on an amazing journey. A journey in which you
will be creating your very first video game in Amazon Lumberyard. This
will be an extremely rewarding and likely humbling experience. Through
my many failed attempts at creating video games when I first began
working on them, I often found myself having so much information thrown
at me that it was seemingly impossible to figure out where to start, what
pieces of the information were actually important to my specific project,
and where to look for advice and questions along the way.

Lucky for you, however, this book will walk you through everything,
from the beginning all the way to the game over screen. Before we can
begin, we need to go through the setup process.

Required Components Qutside
of the Lumberyard Engine

Amazon Lumberyard requires a few components outside of those that come
packaged with it. One of the great things about Amazon Lumberyard is that
the required components are completely free, so you do not need to worry
about any additional costs in your game development endeavors. You can
develop a video game on a AAA engine completely and 100% for free.

© Jaken Chandler Herman 2019 1
J. C. Herman, Beginning Game Development with Amazon Lumberyard,
https://doi.org/10.1007/978-1-4842-5073-0_1



CHAPTER 1 INSTALL AND SETUP OF AMAZON LUMBERYARD

Note AAA, pronounced “Triple-A,” is an informal classification used
for video games typically to denote higher budgets and higher quality
of development. Think of AAA as a way of saying “Blockbuster,” as
you would with movies. While in this book we likely won’t build a AAA
game, Amazon Lumberyard easily supports developing such games.

There are a few optional components, however, that do have a price
tag attached to them, but for the purposes of this book, we will ensure that
everything is free of charge along the way.

Installing Visual Studio

The first component we will install and set up is going to be Visual Studio,
an IDE made by Microsoft.

Note IDE stands for “Integrated Development Environment,”
which is just a software application that aids programmers (like you)
in creating their own software. These integrated development
environments typically consist of tools like a source-code editor
(like a notepad), debugging system, and a build automation suite, to
name a few.

Installing Visual Studio will allow us to select certain C++ development
packages that Amazon Lumberyard will require for compiling the game
code. Don’t worry, we are not going to be writing any C++ in this project;
the engine just requires C++ compilers and libraries to be installed.

On your web browser of choice, navigate to https://visualstudio.
microsoft.com. Note that there will be many options for Visual Studio.
Microsoft typically releases a new edition every other year, so at the time of
your reading this, there may be a new edition out. For this book, we will be


https://visualstudio.microsoft.com
https://visualstudio.microsoft.com
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using Visual Studio 2017 although any future editions will still suffice when
the 2017 edition becomes antiquated. Do not get too hung up on editions
of external software; if Amazon Lumberyard supports it, just take the latest
version.

Be careful not to download Visual Studio Code. While both are made
by Microsoft, Visual Studio and Visual Studio Code are not the same
application. Visual Studio Code is a more lightweight text editor that has
some debugging features, and Visual Studio is a fully fledged IDE packed
with features for developing, testing, and deploying projects built in many
different frameworks and languages. Visual Studio Code will not come
bundled with the necessary development components that Visual Studio
provides.

Under the area labeled “Visual Studio IDE,” click “Download for
Windows,” and you will be greeted with three options: Community,
Professional, and Enterprise. Any of these will work, but for the purposes
of this text, we will be selecting the Community edition (as it is the free
option). Professional and Enterprise editions are more feature-rich and
suitable for more advanced software development outside of the scope
for development of a simple game. For new developers, the environment
may be more overwhelming than necessary. Select “Community,” and your
download will begin.

Run the .exe executable that you just downloaded in order to install the
Visual Studio Installer. If prompted by a window asking, “Do you want to
allow this app to make changes to your device?’, select “Yes.” You will now
be looking at the main GUI for the Visual Studio Installer.

Note GUI stands for “Graphical User Interface,” and it is exactly
that — an interface with graphics that allows users to interact with
software systems through means of visual indicators like graphical
icons, buttons, and photos.
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This is where we will select what we need, where to install what we
need on our machine, and what we feel comfortable leaving behind. Select
the tiles “Desktop development with C++,” “Game Development with C++,”
and “Linux Development with C++,” pictured in Figure 1-1, then select
“Install” in the bottom-right corner of the window.

m Game development with C+«
ames

“._
o

T+ Desktop development with C++ V|
L.J Build Windows d pplications using the Microsoft
C++ toolset, ATL, or MFC

fﬂ‘ Linux development with C=+ v
& Create and debug applications running in a Linux

environment

Figure 1-1. These tiles represent the required C++ components
needed to compile game code in Amazon Lumberyard

You will now have a working copy of Visual Studio as well as the
required C++ additional components installed on your machine.

Installing the Amazon Lumberyard Engine

Now that we have Visual Studio Community 2017 installed, it is time to
install and set up the main software program we will be using throughout
the book - Amazon Lumberyard. Navigate to https://aws.amazon.com/
lumberyard/downloads. Click the button that says “Download Now” under
the tile currently titled as “Lumberyard Beta 1.17,” but just remember that
version numbers do change, so the page title may be different at the time
of your reading this. Download the latest version of Amazon Lumberyard
and launch the executable when prompted, keeping in mind that it is
required that you will be using a Windows machine running Windows
operating system 7 or higher.

Currently, Amazon Lumberyard is not wholly supported on Macintosh
systems, despite Lumberyard Mac Support Files available on the download


https://aws.amazon.com/lumberyard/downloads
https://aws.amazon.com/lumberyard/downloads
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page. This download will include some source code and tools required

to build and run the Lumberyard game engine for developers creating
macOS§, iOS, and Android games on a Macintosh. However, the Asset
Processor, Lumberyard Editor, and Remote Shader Compiler will require
Windows 7 or later in order to build game assets and edit levels. If you want
to run commands from your Macintosh’s terminal, you must have access
to a computer with a version of Amazon Lumberyard installed.

Note Any hardships you may encounter along the way of your
environment setup can likely be resolved by navigating to the Amazon
Lumberyard documentation currently available at https://docs.
aws.amazon.com/lumberyard. If a solution still cannot be found,
try developer forums like https://gamedev.amazon.com/
forums or even the popular Game Development Stack Exchange QA
site, https://gamedev.stackexchange.com, searching via the
“lumberyard-engine” question tag.

Once you have downloaded the LumberyardInstaller[versionnumber].
exe file, navigate to it in your file system and double-click it in order to
launch the executable. After the initial install process, click the button
that says “Launch Lumberyard Setup Assistant.” The Lumberyard Setup
Assistant will greet you with two options: express install and custom
install.

Express Install

Express install will give you everything you need to get started with the
Amazon Lumberyard Editor, and it will allow you the option to come back
to the Setup Assistant later to add in any plugins you may want, as well

as SDKs that you may need to add to your project that were previously
unconsidered.


https://docs.aws.amazon.com/lumberyard
https://docs.aws.amazon.com/lumberyard
https://gamedev.amazon.com/forums
https://gamedev.amazon.com/forums
https://gamedev.stackexchange.com
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Note SDK stands for “Software Development Kit,” which is a set of
development tools that allows developers to create applications for
certain software frameworks, platforms, or packages. For example,
the development of an Android app on a Java platform requires
developers to install the Java SDK.

Custom Install

Custom install allows you to select any plugins or SDKs at the time of your
installing Amazon Lumberyard. For the purpose of the project, we will
want to select this installation type. Click the orange Customize button
in the Custom Install tile in the Lumberyard Setup Assistant, shown in

Figure 1-2.

Figure 1-2. The first interaction with Amazon Lumberyard Setup
Assistant we will have - selecting a custom install
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You will be presented with a few groups of checkboxes. Each item
on the left submenu is a group, and each group will have a selection of
checkboxes that relate to that group’s categorical text.

Get Started

First the Get Started tab will pop up, and there will be a subtitle What do
you want to do with Lumberyard? displayed. By default, the “Run your
game project” and “Run the Lumberyard Editor and tools” options will

be selected. If these options are not selected, go ahead and select them
now, along with the “Compile the game code,” “Compile the engine and
asset pipeline,” and “Compile the Lumberyard Editor and tools” options,
as these will be the five options we will need. We are not going to select
any other options for now. Under the subtitle Visual Studio Version in the
“Get Started” group we are already on, we are going to choose the “Visual
Studio 2017” option (deselect any other version if chosen by default).
Again, keep in mind that because Visual Studio versions will change, you
should select the option that corresponds to the Visual Studio platform you
installed earlier in the chapter. Figure 1-3 shows which selections we will
have made in the “Get Started” group, assuming “Run your game project”
and “Run the Lumberyard Editor and tools” options were already selected.
Click the orange next button in the bottom right corner to advance to

the next group of the Amazon Lumberyard Setup Assistant, titled Install
Software.
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Verify the Iocation where you installed Lumberyard

CuAmaronflumberyard/1.17.0.0/dev Browse

What do you want to do with Lumberyard?
Run your game project
Run the Lumberyard Editor and tools
Compile the game code
Complle the engine and asset pipeline
Compile the Lumberyard Editor and tools
Complle for Android devices

setup for Linux Dedicated Server

Visual Studio Version- Select one or more

Visual Studio 2015

Visual Studio 2017

Figure 1-3. The necessary selections to make in the “Get Started”
group of the Amazon Lumberyard Setup Assistant

Install Software

The required software for Amazon Lumberyard includes Microsoft DirectX
Redistributable, which allows multimedia-rich applications to run on
Windows-based machines, as well as Visual C++ Redistributable for Visual
Studio 20XX and Visual Studio 20XX. Note here that I put “20XX” because
you will need the Redistributable packages for whichever Visual Studio
platform you chose to use. This package will install runtime components
that are required to run C++ applications, which Amazon Lumberyard will
be building in the background.

Ensure that all fields under the required software subtitle are installed,
by checking the “Status” column of those fields. If the software is installed,
you will see a green check mark in this column, and if the software is
not installed, you will see a red X. If the software is partially installed, or
perhaps the version of the software is out of date or deprecated, you will see
ayellow warning sign. All three of these symbols are shown in Figure 1-4.
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X

Figure 1-4. The status column of required and optional software
fields shows a green check mark if the software is installed, a red “X”
if the software is not installed, or a yellow warning indicator if the
software is partially installed or requiring an update

Optional software includes Audiokinetic Wwise LTX Authoring Tool,
which is an advanced, interactive sound engine for games, FFmpeg, which
is video encoding software, and SpeedTree for Lumberyard, which is a
program for modeling and real-time rendering of trees and plants. We will
not be opting to install any of the optional software for our game; thus, we
will just leave these programs uninstalled and ignore this section of the
Amazon Lumberyard Setup Assistant.

Once your required software packages are all installed and showing the
green check-mark indicator, click the orange Next button in the bottom
right-hand corner of the screen to move on to the Install Required SDKs
group of the Setup Assistant.

Install Required SDKs

Need a break? This is one of the easiest steps of the entire setup of Amazon
Lumberyard. This is where we will install all of our required SDKs,
including SQLite, RapidJSON, MD5, and, of course, Lua. The Amazon
Lumberyard Setup Assistant has made this step a breeze by adding a
“Install all” button at the top of this group. You will see a button titled
“Browse” above the “Install all” button next to an entry field titled “Third-
party path.” Click the “Browse” button, and select the directory in which
you would like to install all these SDKs. If you are okay installing them

in the default location, do not worry about this step. Go ahead and click
the “Install all” button now, shown in Figure 1-5, in order to install all the
required SDKs for our game development process.
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[

Required sDKs | [EEEIETIN |

\
L

Figure 1-5. The required SDKs are the easiest part to install when
setting up Amazon Lumberyard, due to this “Install all” button

Grab some popcorn, this may take a while. You can see the progress
of your SDK downloads in the bottom left-hand side of the Lumberyard
Setup Assistant window, shown in Figure 1-6. Like the “Install Software”
group earlier, the Required SDKs table has a column labeled “Status” that
will show the green check mark if the SDK has been installed, a yellow
warning indicator of the SDK has only been partially installed or requiring
an update, or a red “X” if the SDK is not installed.

SDK download progress I 4.88% complete | Cancel

Figure 1-6. The SDK download progress bar shows the percentage of
required SDKs that have successfully been downloaded

Once all your required SDKs have been installed, click the orange Next
button in the bottom right-hand corner of the screen to move on to the
Install optional SDKs group of the Setup Assistant.

Install Optional SDKs

Like the “Install Required SDKs” group, there will be an entry field labeled
“Third-party path” and a “Browse” button in order for you to select where
you’d like any optional SDKs to be installed; however, unlike the “Install
Required SDKs” group, there is no convenient “Install all” button. That is
okay, as there is only one of the optional SDKs we will need. At the time

of writing this, the Clang SDK is considered optional in the Lumberyard
Setup Assistant, but it is required to create new projects and open them in
the Lumberyard Editor. Select the orange “Install SDK” button next to the

10
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Clang option, shown in Figure 1-7, if you do not already have a version of
Clang on your computer. Again, you will see the blue progress bar in the
bottom left-hand corner of your screen while the SDK installs. As stated
earlier, we will not be using any other optional SDKs, although, after you
have finished the book and have become an Amazon Lumberyard wizard,
I'would highly recommend you come back and install some of these SDKs
to implement some more advanced functionality into your project.

Clang 3.7
The SDK is missing.

A file used to detect the SDK was not found in the third party reot:

CiAmazondumberyard/l. 17.0.0/3rdParty/Clang/3. 7As 201 Sireleasesbiniclang. exe

This is one example file. The remainder of the SDK must be in one of these two locations to work

properly.

An LLVM-based C/C++ source code compiler,

Clang is used by AzCodeGenerator to parse C++ source code and tags. This informaticn is then utilized

for genera flection and serialization data.

Note: This package is only required to rebuild the AzCodeGenerator. It is not required to execute the
code generator as it is already built by default.

Install SDK

Figure 1-7. While the Lumberyard Setup Assistant claims that Clang
is an optional SDK, it is required to built your project and engine

One of the more interesting optional SDKs is the Twitch Commerce
SDK, which provides access to social functions, login, chat, and other APIs
associated with the famous livestreaming service Twitch.

Because we will not be utilizing anymore of the available optional
SDKs, select the orange Next button in the bottom right-hand corner of the
screen to continue to the “Install Plugins” group.

Install Plugins

In the “Install Plugins” group, we have the option to install popular
content creation software like various versions of Autodesk Maya, Adobe
Photoshop, and Autodesk Max, as well as RC Shell Commands. We also
have the option, instead of installing these programs, to locate them on
our hard drive if we were to have them already installed on our machines.

11
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We are not going to need any of these plugins for the purposes of this
project, although I would again recommend that you come back to this
page and experiment once you are more familiar with the engine.

Click the orange Next button in the bottom right-hand corner of the
screen to continue to the final group of the Amazon Lumberyard Setup
Assistant - “Summary.”

Install Optional Software The final group of the Amazon Lumberyard
Setup Assistant will give you one final option to install any optional
software you may want. Do not worry, you will be able to come back to the
Setup Assistant even after it is closed in order to install these again later
in the future. You will now be able to launch the editor, configure a new
project, or enable gems, which are extensions of Amazon Lumberyard.

For now, let’s click the orange Close button in the bottom right-hand
corner of the screen to finalize our setup.

Running the Lumberyard Editor

Next, we will run the Lumberyard Editor. Press the Windows key, type
“Lumberyard Editor,” and select the Lumberyard Editor Icon to launch
the software. You may, depending on your user status on your personal
machine, be greeted with a Windows Defender Firewall Security alert
saying that some features of the application have been blocked. In order
to allows all editor features to work as intended, select the “Allow Access”
button if this happens.

Summary

Congratulations, you have just completed the setup of the Amazon
Lumberyard engine. In the next chapter, we will learn to navigate the
engine, focusing on helpful keyboard shortcuts, pane navigation, and other
general terminology related to the program.
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CHAPTER 2

Navigating the Engine

Now that you have Amazon Lumberyard installed on your computer, this
chapter will walk you through the layout of the engine. We are going to talk
about pane navigation, some useful hot keys to help you stay more efficient
in your work, and some terminology of engine-related topics. We still will
not be creating any game elements or logic yet, as it will be more beneficial
for us to navigate through the environment and learn the ins and outs of the
Amazon Lumberyard engine before we try to jump into development mode.

Open the Engine

The first, most obvious step we will need to take is opening up the engine.
While it sounds easy enough, there are a few different ways to do it, and
there are some conflicts that arise if you have multiple versions of Visual
Studio on your computer. Because Amazon Lumberyard is in beta, it is
possible that these conflicts will be resolved within the next year or two,
but for now, let us walk through the process of opening the engine in a few
different ways.

© Jaken Chandler Herman 2019 13
J. C. Herman, Beginning Game Development with Amazon Lumberyard,
https://doi.org/10.1007/978-1-4842-5073-0_2



CHAPTER 2  NAVIGATING THE ENGINE

Note Beta is the second phase of the software development life
cycle. The beta phase generally begins when software is seemingly
complete but likely contains a few unknown bugs. The benefit of beta
testing is that it allows users to find bugs by using the software in a
way the developers previously had not thought of.

The first method, and likely the easiest if your computer only has one
version of Visual Studio, is through the start menu. Click the Windows icon
or press the Windows key on your keyboard to open the start menu. Type
“Lumberyard Editor” and select the gray Amazon Lumberyard logo, shown

in Figure 2-1.

Best match
~»¥  Lumberyard Editor S
Desktop app

Figure 2-1. While the Lumberyard Setup Assistant claims that Clang
is an optional SDK, it is required to built your project and engine

If all goes well, you may automatically be signed in to your Amazon
account. If you are not automatically signed in, the startup of the
Lumberyard engine may prompt an Amazon Login at this point. If you
have made it to this stage, you have started up the engine, and you are
ready to get to work. If this fits your case, move on to the next section, titled
“INSERT_TITLE_HERE! If this did not work for you, keep reading, and we
will come to a solution.

If you got an error message saying, “An error occurred while loading
gems ... please build the current project before attempting to run Asset
Processor again’, shown in Figure 2-2, followed by an error about the
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