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Create games beyond your imagination with the Unreal Development KitDive into game
programming with UnrealScript by creating a working example game.Learn how the Unreal
Development Kit is organized and how to quickly set up your own projects.Recognize and fix
crashes and other errors that come up during a game's development.A practical beginner's
guide with fresh, fun writing that keeps you engaged as you learn game programming with
UnrealScript.In DetailUnreal Development Kit is the free edition of Unreal Engine--the largest
game engine in existence with hundreds of shipped commercial titles. The Unreal Engine is a
very powerful tool for game development but with something so complex it's hard to know where
to start.This book will teach you how to use the UnrealScript language to create your own games
with the Unreal Development Kit by using an example game that you can create and play for
yourself. It breaks down the UnrealScript language into easy to follow chapters that will quickly
bring you up to speed with UnrealScript game programming.Unreal Development Kit Game
Programming with UnrealScript takes you through the UnrealScript language for the Unreal
Development Kit. It starts by walking through a project setup and setting up programs to write
and browse code. It then takes you through using variables, functions, and custom classes to
alter the game's behavior and create our own functionality. The use and creation of Kismet is
also covered. Later, using replication to create and test multiplayer games is discussed. The
book closes with code optimization and error handling as well as a few of the less common but
useful features of UnrealScript.What you will learn from this bookSet up a UDK project and learn
how to compile and test your own codeLearn how to extend the UDK's code to add your own
functionalityCreate your own game types, player camera, and HUDLearn how UnrealScript
interacts with Kismet and create your own Kismet actions and eventsUse networking to create
and test multiplayer gamesOptimize your code to fix errors and performance problemsUse
DLLBind to interact with code outside of the UDKApproachThis is a step-by-step book that
builds on your knowledge by adding to an example game over the course of each chapter. Each
topic uses example code that can be compiled and tested to show how things work instead of
just telling you. Complicated tasks are broken down into easy to follow steps with clear
explanations of what each line of code is doing.Who this book is written forThis book is written
for beginners to UnrealScript, whether this is your first experience with programming or you're
coming into it from another language and would like to learn how UnrealScript uses concepts
you're already familiar with. If you would like to make games with the Unreal Development Kit,
this book is for you.

About the AuthorRachel CordoneRachel Cordone is a designer and self-taught UnrealScript
programmer who has been working with the Unreal Engine since 1999. She has worked for



various game and simulation companies since 2003 including Pipeworks Software and Parsons
Brinkerhoff, and has started up her own game company, Stubborn Horse Studios, to make
independent games with the Unreal Development Kit. Stubborn Horse's first project,
Prometheus, won several awards in Epic Games' Make Something Unreal Contest.
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supermiek, “Great Book for Beginners. This is the best UnrealScript tutorial/blog/video/book/you-
name-it I have found. It is definitely an excellent place for beginners to start out with
programming UnrealScript. If you have a good background in another language like Java or C#,
really any other object oriented or scripting language, you can gloss over the first few chapters
as the author explains what ints/floats, variables, methods, classes, loops, etc... are. She does a
good job of not only explaining WHAT to do by WHY you are doing it. By the time you get
halfway through the book, you will have a simple top down game working; your own weapon,
power-ups, enemies and scoring. In the next few chapters she moves on to some slightly more
intermediate topics like states, some Kismet (like creating actions and events that you can use in
Kismet), adding multiplayer support to your simple game and how to debug and optimize your
scripts. Then she finishes the book with some "odds and ends" as she calls them like using
external DLL's and actor components.This book is JUST programming. You will need to
supplement it with other books or tutorials online for things like design and content creation
(modeling, animation, art, etc...) to have a good looking game but, she gives you a good base to
start out making the game fun to play.Kindle buyers:I bought the Kindle version and some of the
formatting is messed up or characters were dropped in important places, like a minus sign in a
function. All of them I have run across so far have been easy for an intermediate/advanced
programmer to find but would probably cause some frustration for a beginner when their code
won't compile. On the plus side, I do like being able to add highlights, notes, and bookmarks as
well as search in the Kindle Reader app.”

Michael Schilling, “Excellent for starting to learn UnrealScript.. If your main goal is learning
UnrealScript; look no further from this book. It is written very well, covers a large number of
topics, and teaches very good coding practice that applies to all programming.My one complaint
with it is that it utilizes the Unreal Tournament classes instead of the base UDK classes. It
would've been nice to get a better idea on how to better use those classes instead of the code
base from a fully functioning game.”

Jason Olsan, “Phenomenal book for a topic that has little published. On ordering this book, I had
a very low bar. Most UDK books are written about creating levels in the editor and a chapter
(with about half a chapter's worth of information) about UnrealScript. I've always thought that
UnrealScript is the one topic that is woefully under represented considering its importance it
writing a quality game. At such a low price for the Kindle, I was willing to purchase this book with
a high amount of skepticism.I am so glad I did and am more than happy that I was wrong. This
book goes well past the "How to write your first program" rigmarole of most UnrealScript books.
It steps straight into how UnrealScript works, what the keywords are used for, and real-world
examples of what you can do with UnrealScript. I thought I had a good knowledge of



UnrealScript basics, but within the first 30 pages Rachel's book already showed me a MUCH
simpler approach to changing a camera than what I spent three days doing.The most amazing
thing about this book is the professional approach she takes with the organization of her code.
She brings up important points that novices in the development field should know about writing
maintainable code. Having worked in the software development industry for 15 years, this book
feels simple enough to help new people but is comprehensive enough to be a boon to a
seasoned developer.If you want to learn UnrealScript, BUY THIS BOOK.”

Christopher L. Tedin, “Great programming book in general, best UDK book ever. I really can't say
enough good things about this book. Although I am only halfway through my first "skim", I can
already feel the information flowing in and filling all the little voids that have been nagging me
ever since I started with UDK several years ago. Things like classes, directory structures, and
kismet programming are already becoming much, much clearer. I can't wait until I get to start at
the beginning, with the UDK level on my machine, and go through the "Time for Action" portions
of the book, where I get to put the information to real use, and engage the higher functions of my
brain in really "learning through doing."I have the feeling that, although I have worked with many
scripting languages over the years, (Flash ActionScript, JavaScript, Mel, Python, Lua, C# etc.)
this will get me closer to the "holy grail" of understanding the father of all object-oriented, (real
programmers will probably correct me on this) C++, which I admit, I have been avoiding all these
years.I highly recommend this book to anyone, especially UDK artists, but also to anyone who is
interested in game programming in general. Along with learning Unity scripting, this should be
required reading for any game design curriculum.”

Dickiedido, “Great addition to the Mastering Unreal series of books. A great book, used but
almost like new. £1.45 for a £30.00 quid book, can't beat that.Amazon has many faults but its
great for getting hold of expensive books, some as low as £0.01p.This is a great addition to my
Mastering Unreal volumes 1 and 2.Although the Unreal engine 3 is knocking on abit and got
arthritis, its still fun and relatively easy to design your own game levels and other projects.Once
you get used to 3d environment and using very few tools and key commands you could
theoretically build your own Unreal Tournament level, and I believe Gears of War levels, amongst
others.”

selfsimilar, “Excellent for the first timers. I highly recommend this to anyone wanting to begin at
the beginning for UScript. It demystifies the enigma of unreal script step by step with recaps at
the end. The analogies and examples to help with the understanding, really hammer home the
way the engine works.Having said that, this is an amazing primer, BUT it will not do the work for
you, and it is not supposed to! In my autodidactic excursions into UScript, it seems a lot of
people just want to make a game by cutting and pasting code without the understanding that
comes with it, and much less put anything into it. I have seen this across forums and video



tutorial logs. There IS NO way around it; you have to do the work. The true question is where to
begin to understand what work to do, and with this book + THE WILL, you will have all you
need.Its process from beginning to end will take you through layer by layer of comprehension in
systematic progression and explain what each thing does with the actual code to be
implemented as you work along with the content.You will be have an excellent place of reference
to investigate the engine further and even create your own complete basic games; the book has
a chapter on setting up a server game.Rudimentary knowledge of programming language I
would say is beneficial, however in its early stages the author has taken the time to explain basic
data structures, operators and format of a class file! And there's nothing to stop you from doing
a little extra background research.You can't be better spoonfed. If I can comprehend it, anyone
can and I would exhort this book for the first time Uscripter to get. Forget short cuts, there are
none, and save yourself the agony of searching far and wide for incomplete basic knowledge.
This is one part of the process you can't afford to be miserly with.”

DasPseudonym, “Unrealscript pur. Vorneweg, das Buch ist spitze.Fast jedes neue Code-
Beispiel wird mit einigen Witzen und Scherznamen zugänglicher gemacht und auch sonst gefällt
mir der Schreibstil sehr gut.Erklärt wird von den Grundlagen bis zum fortgeschrittenen
Wissen.Mein einziges Problem besteht in der Versteifung auf UnrealScript alleine.Der
eigentliche Level-Editor des UDK wird fast nicht genutzt/erklärt, wodurch der Leser ständig nur
im zuständigen Text-Programm unterwegs ist und Kommandozeilenaufrufe eingibt um das Test-
Spiel zu starten.Das ist vollkommen in Ordnung, führt aber ohne Abwechslung schnell zu
Langeweile.Insgesamt ist das Buch topp.Wer eine gute Einführung sucht kann damit nicht falsch
liegen. Allerdings sollte man sich Zeit nehmenund die einzelnen Kapitel langsam durchgehen”

Peter Torjesen, “This is THE book for UnrealScript.. I bought this book because I already have
programming experience in various languages (C++, Java etc) and I wanted something that
would explain the ins and outs of UnrealScript. This book does exactly that and for me, it was
money well spent. It starts off with the basics, even suggesting free third party software that can
be installed (and even how to set it up) to make writing and compiling UnrealScript easier. It
then goes through all the UnrealScript syntax, such as variable types, and eventually gets into
full game development, and explains to readers how to now use what they have learned to do a
lot more. The thing that really made this book stand out for me over all other programming
books I have ever owned, is this one gets you to try out different code experiments, compile and
run and then see what went wrong... in other words the author sometimes demonstrates a
concept by intentionally getting you to make an error and then learning from it.”

The book has a rating of  5 out of 4.3. 53 people have provided feedback.
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