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Here's how you deploy!
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Moabile Deployment Detalls

* Launch game on device

From UE4 Editor
From Unreal Frontend

From Visual Studio on PC
From Xcode on Mac

* Packaged Builds

* File Server Example

* Driver Tips
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Stand-alone build that can be installed & executed without UE4
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Launch from UE4 Editor

* (Check the Supported Platforms in your Project Settings
— Edit -> Project Settings -> Support Platforms
— Make sure the platform is enabled (e.g. “Android”)
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Select the supported platforms for your project. Attempting to package, run, or cook your project on an unsupported
Input platformwill result in a warning
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Launch from Unreal Frontend

* Engine\Binaries\Win64 \UnrealFrontent.exe

 (Can make standalone builds

* E.g. D:\Dev\UE4\Samples\Showcases \MobileTemple \Binaries \Andraid:

Install_MobileTemple_Development.bat bl S G

Window

main.00001.com.epicgames.MabileTemple.obb  «
MobileTemple-armv7/.apk

& @

e  Documentation:

https://docs.unrealengine.com/latest/
INT/Engine/Deployment/UnrealFrontend /
index.ntml

’
l?ﬁl
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Operation finished. Completed: 3, Failed: 0, Canceled: 0

=Er=

Task
 Verify profile settings
« Cook content for Android_DXT
+ Packaging content for Android_DXT

£ T T

00:00:00 Completed
00:00:12  Completed
00:01:28  Completed
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Launch Android from Visual Studio

* Make sure NVIDIA TADP is installed
— Engine/Extras/Android/tadp-2.0r8-windows.exe

* Execute GenerateProjectFiles.bat to create UE4.sIn
* Open UE4.sIn in Visual Studio
* Make sure your device is connected in TADP toolbar

W UE4 - Microsoft Visual Studio (Administrator)

FILE EDIT VIEW  VASSISTX PROJECT BULD DEBUG TEAM INCREDIBULD TOOLS TEST AMNALYZE WINDOW  HELP

0 - B2 W -, - | | Development -| | Android -|| B _ ¢ Device: |04126143001010000f ~ | [Eo o B2 | o8

-

|Sa|ulian Explorer a2l UnrealEngine.cpp 8 R X
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Launch Android from Visual Studio

* Compile UE4 (or your game) for "Development Editor”, “Win64"
* Compile UE4 (or your game) for “Development”, “Android”

* Copy program arguments to device
— Open command-line in Engine \Build\Android\UE4Game
— Modify UE4CommandLine.txt (project path and filehostip)
— Execute PushCommandLine.bat
* Start file server on command-line
— UE4Editor-Cmd.exe MabileTemple -run=cook -targetplatform=android -cookonthefly
* Hit Fo!
* Documentation:
— https://docs.unrealengine.com/latest/INT/Platforms,/Android/index.html
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Launch 10S from Xcode

* PC with remote Mac:
— Build from PC with Visual Studio, using remote Mac with Xcode
* Modify Engine\Saved\UnrealBuildTool\BuildConfiguration.xml
— UE4_FromPC.xcodeproj will be created on the remote Mac
— Open the project in Xcode on the Mac
— Select the correct configuration, set program arguments and launch

* Mac:

— Execute ./GenerateProjectFiles.command to create UE4.xcodeproj
— Open UE4 .xcodeproj in Xcode
— Compile, set program arguments and launch

* Documentation:
— https://docs.unrealengine.com/latest/INT/Platforms,/i0S/GettingStarted,/index.html
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Tips: Command-line

* How to create a standalone build fromm command-line:
— Copy command-line from Unreal Frontend log
— Save your commonly used command-lines in a text file ©
— Example:
> cd Engine\Build\BatchFiles

> RunUAT.bat BuildCookRun -nocompileeditor -nop4
-project="Samples \Showcases \Mobile Temple \MobileTemple.uproject" -cook
-allmaps -stage -archive -archivedirectory="E:/Builds" -package -Android
-cookflavor=ATC -clientconfig=Test -uedexe=UE4Editor-Cmd.exe -pak
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File Server Example

e Starting file server on PC:
UE4Editor-Cmd.exe MaobileTemple -run=cook -targetplatform=android_atc -cookonthefly

* Contents of UE4CommandLine.txt (pushed to Android device):
\-\..\Samples\Showcases \MobileTemple.uproject -filehostip=15.1.102.51 -streaming

 UE4Game_RunlOS arguments in Xcode:
Samples/Showcases,/MobileTemple/MaobileTemple.uproject -filehostip=15.1.102.51

U NREAL Unreal Engine 4 West Coast DevCon 2014
ENGINE



I0S Certificates & Provisioning Profiles

* Login to https://developerapple.com

e Download i0S certificate

— Install on your PC / Mac by double-clicking the certificate file
— |PhonePackagerexe can also install certificates

* Download IOS Provisioning Profile
— Create a Provisioning Profile
— Edit the profile to add your 10S device(s) to the profile
— Download it to your PC / Mac
— Install it by importing it with IPhonePackager (PC) or Xcode (Mac)
* PC: Engine\Binaries\DotNET\IOS\IPhonePackagerexe
* Mac: Xcode copies it to ~/Library/MabileDevice/Provisioning Profiles
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Android ADB Driver

* |If the driver doesn't install correctly, try this (Windows 7):

< Open DeVICe Manager = Device Manager

. . « . ” Action  View Help
— Right-click on your “other device EIEICILE
OM driv

— Select “Update Driver Software...”

Update Driver Software...
Disable
Uninstall

Scan for hardware changes

Properties

Launches the Update Driver Software Wizard for the selected «
=
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Android ADB Driver

* Select "Browse my computer for driver software”

|l Update Driver Software - Android ADB Interface

How do you want tc 1 for dr

lly for updated driver
mputer and the Internet for the latest driver
e disabled this feature in your device installa
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Android ADB Driver

* Select "Let me pick from a list of device drivers on my computer”

.

* Don’t choose the top option! [ -,

Q |l Update Driver Software - Android ADB Interface

Browse for driver software on your computer

\\\ Search for driver software in this location:
NS

. .
. = =
N i \NVPACK\Drivers\Shield
DR ¥|Include subfolders

, and all driver

U NREAL Unreal Engine 4 West Coast DevCon 2014
ENGINE



Android ADB Driver

g SeleCt “ShOW A” DeVICeS” @ UpdateDriverSofMareTADBIntedace
K - _
° Don t Se|ECt d SpeCIfIC typel Select your device's type from the list below.
g CliCk “Next” %)lj)es:
Show All Devices.
\\ @ 61883 Device Class
};‘ ADB Interface

. @ AVC Devices
T p @?Bat‘teries
2 Biometric Devices
P 0 Bluetooth Radios
1M Computer
s Disk drives
& Display adapters

4 DVD/CD-ROM drives
= Floppy disk drives
L. aa

Next H Cancel
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Android ADB Driver

 (lick “Have Disk...”
* Browse to driver folder
e (lick “Ok”

UNREAL

ENGINE

Update Driver Software - ADB Interface

Select the device driver you want to install for this hardware.

Install From Disk

5 Insert the manufacturer’s installation disk, and then
= make sure that the comect drive is selected below.

Copy manufacturer’s files from:

CANVPACK\Drivers\Shield

Tell me why drin gning is important

Cancel
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Android ADB Driver

* Select “Android ADB Interface” [
@' [l Update Driver Software - ADB Interface
* Click “Next”

* Accept If warning shows up

computer might become unstable or
want to continue installing this

omposite ADE Interface

] This driver is digitally signed.
Tell
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Android ADB Driver

* Installation is complete!
* C(lick “Close”

U | Update Driver Software - Android ADB Interface
= -

Windows has successfully updated your driver software

Windows has finished installing the driver software for this device:

k Android ADB Interface
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Android ADB Driver

* Verify that your device is recognized by Device Manager and ADB

=4 Device Manager

Administrator: CAWindows\system32\cmd.exe

Microsoft Windows [Uersion 6.1.76811
Copyright <{c> 288? Hicrosoft Corporation. A1l rights reserved.

C=~Users~niklas.smedbergradh devices
Lizt of devices attached
A4126143001010008f 5 f device

g C:“Userssniklas .smedberg>
¥ IEEE 1334

Z2 Keyboards

Il Mice and other pointing devices
A Moni

Metwork adapters
KT} Portable De

ndroid Phone
ADB Interface
and game controllers
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UE4 Mobile Deployment Questions?

Documentation, Tutorials and Help at:

 AnswerHub: http:/ /answers.unrealengine.com

* Engine Documentation: http://docs.unrealengine.com

e (fficial Forums: http:/ /forums.unrealengine.com

e Community Wiki: http:/ /wiki.unrealengine.com

*  YouTube Videos: http:/ /www.youtube.com/user/UnrealDevelopmentKit
*  Community IRC: #unrealengine on FreeNode

Unreal Engine 4 Roadmap
Imgtfy.com/?g=Unreal+engine+Trello+
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