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	Key Features

	
		Understand what a Blueprint is and how to create a complex visual scripting code
	
		Discover the infinite possibilities that Unreal Engine offers, and understand which tool to use, where and when
	
		Learn to think like a real game developer in order to create enjoyable and bug-free games using this comprehensive and practical handbook



	Book Description


	With the arrival of Unreal Engine 4, a new wonderful tool was born: Blueprint. This visual scripting tool allows even non-programmers to develop the logic for their games, allowing almost anyone to create entire games without the need to write a single line of code. The range of features you can access with Blueprint script is pretty extensive, making it one of the foremost choices for many game developers.


	Unreal Engine Game Development Blueprints helps you unleash the real power of Unreal by helping you to create engaging and spectacular games. It will explain all the aspects of developing a game, focusing on visual scripting, and giving you all the information you need to create your own games.


	We start with an introductory chapter to help you move fluidly inside the Blueprint user interface, recognize its different components, and understand any already written Blueprint script. Following this, you will learn how to modify generated Blueprint classes to produce a single player tic-tac-toe game and personalize it.


	Next, you will learn how to create simple user interfaces, and how to extend Blueprints through code. This will help you make an informed decision between choosing Blueprint or code. You will then see the real power of Unreal unleashed as you create a beautiful scene with moving, AI controlled objects, particles, and lights.


	Then, you will learn how to create AI using a behavior tree and a global level Blueprint, how to modify the camera, and how to shoot custom bullets. Finally, you will create a complex game using Blueprintable components complete with a menu, power-up, dangerous objects, and different weapons.


	What you will learn

	
		Write clean and reusable Blueprint scripts
	
		Develop any kind of game you have in mind, following the rules used by experts
	
		Move through Unreal Engine 4, always knowing what you are doing and where to find the right tool for your needs
	
		Integrate C++ code into your projects using Visual Studio and the tools that Unreal provides
	
		Extricate between classes, nodes, interfaces, macros, and functions
	
		Work with different types of assets, from 3D objects to audio sources, from UI buttons to animations
	
		Explore all the aspects of the game logicâ€•collisions, navigation meshes, matinees, volumes, events, and states



	About the Author


	Nicola Valcasara is a freelance game developer and cofounder of Deuxality Games Ltd. He is an expert programmer, specializing in mobile development, with a strong passion for games and technology. He started to work in the game industry in 2012, after winning the first prize at the Microsoft Rapid2D competition for young developers.


	He has also been a reviewer of Unreal Engine Android Game Development, Packt Publishing.
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3D Game Textures: Create Professional Game Art Using PhotoshopFocal Press, 2006
"After reading this you'll have a far better understanding of what it takes to become successful in the games world..." - Advanced Photoshop, April 2006

"Ahearn's book can and will help you become a much better artist, even if you never did much texturing before." - Apogee Photo Magazine, August 2006     

...

	[image: ]	[image: ][image: Electric Motors and Drives: Fundamentals, Types and Applications (3rd Edition)]

Electric Motors and Drives: Fundamentals, Types and Applications (3rd Edition)Newnes, 2006


	Like its predecessors, the third edition of this book is intended primarily

	for non-specialist users and students of electric motors and drives.

	My original aim was to bridge the gap between specialist textbooks

	(which are pitched at a level too academic for the average user) and

	the more prosaic ‘handbooks’, which...
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Dreamweaver CS5.5 Mobile and Web Development with HTML5, CSS3, and jQueryPackt Publishing, 2011

	With this book and your knowledge of Dreamweaver you'll be able to confidently enter the brave new world of HTML5, CSS3, and jQuery. Learning is easy thanks to a hands-on, step-by-step approach. Overview Create web pages in Dreamweaver using the latest technology and approach Add multimedia and interactivity to your websites Optimize your...
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MCTS: Microsoft Exchange Server 2007 Configuration Study Guide: Exam 70-236Sybex, 2007

	This comprehensive book prepares you for Microsoft's new certification, MCTS: Microsoft Exchange Server 2007. Exam 70-236 serves as both the single exam requirement for achieving the MCTS designation as well as the entry exam for the MCITP certification for Exchange Server 2007. Inside, you'll find the practical and in-depth...
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Pro Hyper-V (Expert's Voice in Virtualization)Apress, 2009
Companies of all sizes worldwide are looking to virtualization to change the way data centers operate. Server consolidation, energy efficiency, simpler management, and deployment and increased capacity are all tangible benefits to be gained from a move to virtual servers and virtually hosted services. Microsoft has introduced Hyper–V, a...
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How To Think Like A Computer Scientist: C++ VersionCreateSpace Independent Publishing Platform, 2009

	The goal of this book is to teach you to think like a computer scientist. 1 like
	the way computer scientists think because they combine some of the best fea
	tures of Mathematics, Engineering, and Natural Science. Like mathematicians,
	computer scientists use formal languages to denote ideas (specifically computa
	tions). Like engineers,...
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