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Wat is Unreal Engine?

www.unrealengine.com
Epic Games
Real-time 3D creation tool

Game engine
Unreal Tournament

Fortnite

Grétis (> €1M = 5%)
Real-Time Rendering
Blueprints (Visual Scripting)

UNREAL

ENGINE


http://www.unrealengine.com/

Wat is Unreal NIET?

- Modeleren - Animatie - Rigging
Blender (Open-source)
Maya
Cinema 4D

- Sculpting & Texturing
Zbrush
Sculptura (i0S)
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extendedoproadcast
www.extendedbrogdcastpbe



http://www.extendedbroadcast.be/

