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Introduction

This book covers the basics of Unreal Engine, including Blueprints,
materials, and C++. It starts with downloading Unreal Engine using Epic
Games Launcher and using the GitHub version. From there, it moves
forward to Blueprint classes and the common classes, such as Game Mode,
Game State, Game Instance, and Player Controller. You learn about how to
add C++ and get a brief introduction to Unreal C++, materials, and physics.
At the end of the book, you make a small demo game extended from a first-
person template using Blueprints. In this demo game, you learn how to
add ammo and ammo pickup.

This book is primarily aimed at beginners who want to learn more
about the Engine, how a project is structured, Unreal Blueprints, and C++.
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CHAPTER 1

Introduction to
Unreal Engine 4

Hello there, and welcome to this beginner’s guide to Unreal Engine 4.
Throughout this book, you learn about different aspects of Unreal
Engine 4, and you learn to create a sample game with the knowledge
you gain. In this chapter, you learn how to download Unreal Engine
through Epic Games Launcher and GitHub. After that, you learn how
a project is structured and become familiar with the Unreal Editor
interface.

Getting Unreal Engine

This chapter looks at how you acquire Unreal Engine. You can download
it through either Epic Games Launcher or GitHub. Either way, you need to
create an account at www. unrealengine.com, which is free.

First, let’s look at the differences between Epic Games Launcher and
GitHub.

© Satheesh Pv 2021
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CHAPTER 1

INTRODUCTION TO UNREAL ENGINE 4

The Epic Games Launcher version (a.k.a. the binary
version or vanilla version) of Unreal Engine 4 comes
with the engine prebuilt, and you can select the
platforms you need. You can also select the engine
source, starter template, feature packs, and so forth, if
you need them. The binary version does not support
creating dedicated servers for your game, so if you

are planning to develop a multiplayer game with a
dedicated server, you must use the source version.

The GitHub version (a.k.a. the source version) gives
you the entire source code of the engine without any
binaries, so you need to compile it manually. The
source code version of the engine is typically used by
developers who want to fix the engine’s bugs or add
new features. This version is also required if your game
relies on a dedicated server. The prerequisites for the
source code version of the engine are Visual Studio
2019 (or higher) on Windows or Xcode on macOS.

Download from Epic Games Launcher

If you don’t have an Epic Games account, you need to create one at

www.unrealengine.com/id/register.

If you do have an Epic Games account, then head over to

www.unrealengine.com/en-US/get-now and select your license to

download and install Epic Games Launcher for your platform. After

installation, open the launcher, and log in using your credentials. You

should see the screenshot shown Figure 1-1.
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ENGIMNE VER!

MY PROJECTS

Figure 1-1. Epic Games Launcher with engine version4.24 installed

Near the ENGINE VERSIONS tab, you can see a + button, which allows
you to download and install any engine version you want.

Download from GitHub

If you prefer to work with the source version of the engine, you can do so
by downloading the engine source code and compiling it yourself, but you
must have Visual Studio 2019 (with C++ support enabled) installed if you
use Windows or Xcode if you are on macOS.

First, you must create a GitHub account (it’s free) and log in to your
Epic Games account. Once logged in, go to your account dashboard in
Epic Games and link your GitHub account. After this, you are ready to
download the full source code for Unreal Engine 4.
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Downloading Source Code

Once you have access to the Unreal Engine repository, you can click the
Clone or download button and select the Download ZIP button (as seen
in Figure 1-2).

& EpicGames / UnrealEngine  private © Unwatch» 2.3k W Unstar 145k Yrork 303k

<3 Code Pull requests 823 Actions Security

Unreal Engine source code http://www.unrealengine.com/

0 123,409 commits ¥ 55 branches [T 0 packages > 185 releases A2 51 contributors & View license
Branch: release ~ New pull request Create new file  Uplcad files | Find file Clone or download ~
B unrealBor Merging final 4243 release

Clone with HTTPS (@

Use Git or che

ithub. Engi
plates
ay tel
Open in Desktop Download ZIP

Figure 1-2. Download ZIP button in Unreal Engine Git repository

i Engine

Cloning the Unreal Engine Repository

To clone a repository, you need to have a Git client installed. Cloning is

the process of downloading or copying a repository into an empty folder

in your working machine, including the full Git history, so you can use Git

commands. You only download the source code without any Git files, so

you won't track changes or have any information about previous commits.
I use SourceTree from Atlassian.

Note If you prefer other tools, please visit https://git-scm.
com/download/gui/windows for Windows or https://git-
scm. com/download/gui/mac for macOS.
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After installing SourceTree, open the application. In the new tab, select
Add an account. In the new window, switch the hosting service to GitHub
and select the Refresh OAuth Token button. Once SourceTree has access
to your repos, you can select Unreal Engine repo from your repositories
list and then select Clone. This lets you choose a path to save the files.
Under Advanced Options, select the release branch and click the Clone
button.

Once cloning is done or after downloading the ZIP file, go to the
directory and double-click the Setup.bat file. (If you downloaded the ZIP
file, extract it first). You can include or exclude specific platforms by passing
the necessary flags in the Setup.bat file. For example, to exclude Mac and
iOS platforms on a Windows machine, you can run Setup.bat like this:

Setup.bat --exclude=Mac --exclude=1i0S

This ensures that any dependencies and files required for the
Mac and iOS platforms are skipped. Once Setup.bat finishes, run
GenerateProjectFiles.bat, which generates the UE4 solution file that you
can open in Visual Studio. After opening the solution file, you can see UE4
under the Engine folder in Solution Explorer. Right-click UE4 and select
Build. This starts the build process, which might take an hour or more to
compile, depending on your hardware.

Getting to Know Unreal Editor

Now that you have installed (or compiled) your engine, let’s start it up.
Throughout this book, we only work with the binary version of the engine,
which is 4.24. You create a blank project and learn about the aspects of the
engine. To start the engine, click the Launch button for 4.24.3. This opens
the Unreal Project Browser window, where you can select an existing
project or create a new one from scratch or a template (see Figure 1-3).
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Select or Create New Project

Figure 1-3.

Let’s select Blank Project and click Next. On the next page, you are
prompted to either start a blank project or create one based on a template.
For our purposes, let’s select a blank template and click Next. This gives
you a project with no code or content and with the default settings. Finally,
the last page allows you to do basic configuration and name your project.

Let’s go through the Project Settings page shown in Figure 1-4.
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A
Project Settings

Select a location for your projct 1o be stored

C\Users\user\Documents\Unreal Projects: =

oder Hame

Back Create Project.

Figure 1-4.

e Blueprint (labeled 1 in the screenshot) lets you choose
whether your project is based on Blueprints or C++. If
you start in Blueprints, you can later add C++ code to
your project.

e Depending on your project, you can change Maximum
Quality (labeled 2 in the screenshot) to Scalable
3D/2D. The first option is suitable for PCs/consoles,
and the second option is suitable for mobile.

o Ifyou target high-end PC games and own an Nvidia
RTX graphics card, you can enable raytracing features
(labeled 3 in the screenshot) for your game.

o Desktop/Console (labeled 4 in the screenshot) lets you
select the closest equivalent target platform.



