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Abstract 

 
This thesis discusses the differences of programming with the Unreal Engine 3’s visual scripting tool 
Kismet versus traditional programming. A simple action adventure game was developed with the 
Unreal Development Kit (UDK) in order to gain experience with the tool. UDK is the free version of 
Epic Games’ game engine Unreal Engine 3. The resulting game has a mixture of a third person 
behind the character default camera and fixed camera angles. The gameplay is simple; the playable 
character can run, investigate the level, shoot and lift and push objects. The game focused on 
exploration and puzzle solving.  
 
The writer found programming with Kismet to be easy to get into and highly useful. It was preferred 
over traditional programming for beginners. The same principles of planning ahead before writing 
code applied even to visual programming. It was concluded that good structure to the code was very 
important for larger sequences in order to have readable code. For complex gameplay classes the 
Unreal Engine 3’s own programming language UnrealScript was preferred. The resulting opinions of 
programming with a visual language are of highly subjective nature and suggestions for further 
studies were given. 
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1 Introduction 
 

 

1.1 Background 
Today more and more video games are developed using an already existing game engine. One of 
these is the Epic Games’ Unreal Engine 3. It is one of the most popular game engines today with 
critically acclaimed games such as the Mass Effect series, BioShock and Gears of War being 
developed with the engine[1]. The engine has also received numerous awards over the years[2]. 
 

The Unreal Engine 3 game engine features a level editor, an integrated physics engine, and a 
skeletal animation editor among many other features. It has its own programming language called 
UnrealScript (with similar syntax to the Java programming language[3]) and a visual scripting tool 
called Kismet[4]. 
 

As a student at Linköping University I have studied programming using different languages with a 
focus on the C++ language. During my studies no courses focused solely on game development, 
although some courses in programming and computer graphics were focused on subjects very 
closely linked with game development. 

 

 

1.2 Problem 
I aim to work in the game industry and in order to be a competitive player in the job market 
experience with a game engine is important. I have experience with C++ programming but Unreal 
Engine 3 however offers the possibility to program game functionality using the visual scripting tool 
Kismet. How does working with the engine’s scripting tool differ from traditional programming? What 
are the benefits and disadvantages in terms of time saved using this kind of programming solution? 

 

 

1.3 Purpose 
The purpose of this thesis is not to produce a game. The purpose is to point out differences and 
similarities between traditional programming and programming content with Unreal Engine 3’s visual 
scripting tool Kismet, using a simple action adventure game as the product being developed. Benefits 
and disadvantages are discussed. 

 

 

1.4 Method 
I will develop a small game using the Unreal Engine 3 with heavily usage of the visual programming 
tool Kismet: I will get experience through development - a subjective view on programming with 
Kismet. This will enable me to make comparisons between traditional programming and visual 
programming as well as speculation of differences in the time required to program certain 
functionalities.  
 
This will result in very subjective results which would have to be confirmed by other parties or 
scientifically tested. 
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2 Game engine requirements 

 

 
There are several free game engines out there today, but few have been used to create AAA titles 
which have been shipped to both consoles and the PC. Most have only indie titles in their game 
roster. The engine I was looking for must meet this criterion; to have several AAA titles shipped that 
are using the engine which quickly shortened the list of available engines [5]. Since I was making an 
action adventure game set in third person view the engine must also be able to fulfill some technical 
requirements. Here I list my requirements: 
 

- Several AAA titles shipped to both consoles and PC 

- Free to use (or with a very low onetime cost) 
- Able to create a 3D game with real time lighting 

- Well written official documentation 

- An active amateur community 

- Lots of well made tutorials 

- High quality content available from start to work with 

 

 

2.1 Why I chose UDK 
Epic Games’ free version of their game engine Unreal Engine 3 is called the Unreal Development Kit. 
It is free to download from www.unrealengine.com. The main difference between using an Unreal 
Engine 3 license versus using UDK is that with an Unreal Engine 3 license the licensee gets access 
to the underlying C++ source code of the engine and its tools [6]. Since this is not required for the 
simple game I wish to create UDK was more than enough. The engine is quite capable as far as the 
technical aspects are concerned. 
 

There is extensive official documentation of how to use the engine and the tools that come with it at: 
http://udn.epicgames.com/Main/WebHome.html. On the site there are also several links to useful well 
made tutorials to start off a beginner with. There is a very active amateur community at the official 
UDK forum: http://forums.epicgames.com/forums/366-UDK 

 

UDK offers all the tools the professionals use with the engine and comes with almost all of the source 
code to Epic Games’ multiplayer game Unreal Tournament 3 along with two complete levels from the 
game. Included are the assets used to create the levels including vehicles, two playable characters, 
sound effects and music among other things. 
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3 Introduction to the game 

 

 

3.1 A simple action adventure game 
I chose to create a simple action adventure game using UDK. The game focused on exploration and 
puzzle solving with small elements of action. A lot of dark areas are illuminated in real time with a 
flashlight attached to the playable character. 
 

The basic functionality of the game is as follows: 
- Third person perspective where fixed camera angles are used as well as giving the player control of 
the camera 

- Controlling the character with keyboard and mouse or a gamepad controller 
- The playable character can run, shoot, lift and push objects 

 

 

3.2 Developing a game with UDK 
I worked alone on the game project and started with designing a level for the game. I used a lot of the 
3D models that came with the two levels for Unreal Tournament 3 to build the level. All of the sounds 
and almost all of the particle effects I used also came from this example material. Coding wise I 
extended from some of the classes that belong to Unreal Tournament 3 and some of the framework 
classes that come with the engine. I also wrote some of my own classes with the help of tutorials.  
 
Designing the levels took a lot of time and I had to learn all the basics before I was experienced 
enough to create what I wanted. I read up on level design and the UDK editor in the book UDK Game 
Development[9] and also used an online resource with excellent tutorials at www.3dbuzz.com[10]. To 
add interactivity to the level I worked extensively with Kismet. Displaying UI, displaying text 
messages, changing camera angles and puzzles are examples of functionalities programmed with 
Kismet. 

 
 

3.3 The result 
The end result is a simple game with a few gameplay mechanics. The main character is a robot that 
wakes up in a cave. You control him with a keyboard and mouse or a gamepad.  
 
Keyboard and mouse: 

- Strafe left and right with A and D. Walk forwards and backwards with W and S 
- Control the camera and the robots rotation with the mouse 
- Investigate the level with E. Cancel queries with Q 
- Left mouse button fires the primary fire of an upgrade or weapon 
- Right mouse button fires the secondary fire of an upgrade or weapon 
- Switch between weapons and upgrades with the scroll wheel 

 
Gamepad (using an Xbox 360 controller for PC as a template): 

- Move forwards, backwards and strafe with the left analog stick 
- Control the camera and the robots rotation with the right analog stick 
- Investigate the level with X. Cancel queries with B 
- Left trigger fires the primary fire of an upgrade or weapon 
- Right trigger fires the secondary fire of an upgrade or weapon 
- Switch between upgrades and weapons with the shoulder buttons 

 
The player will start to explore his surroundings and discover a flashlight. From there on exploration 
and puzzle solving drives the game forward. Key items, weapons, upgrades for the robot and healing 
items are scattered around the levels. At the end of the game the player will solve a puzzle which 
involves destroying four automated shooting turrets that are blocking the way out through two closed 
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blast doors. When the player destroys the turrets and opens the blast doors and proceeds through 
them the game ends. 
 
The default camera angle is third person behind the playable character – the robot. When the player 
rotates the camera the robot also rotates so the default camera is always behind the back of the 
robot. Below is a figure showing the default camera and the robot with the flashlight enabled. 

 

 
Figure 3.1 The robot and the default camera angle 
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Fixed camera angles are used to provide tension and show the player key areas of interest. Here is a 
figure with an example of a fixed camera angle. 

 

 
Figure 3.2 An example of a fixed camera 

 
 
The robot can lift certain objects with a “LevGrab” upgrade. This enables the character to solve 
puzzles he previously could not. He can also push objects by running into them. 

 

 
Figure 3.3 The player is using the LevGrab upgrade to lift a barrel 

 
 
The robot can also fire guns. He can only fire straight ahead of where he is looking; he cannot look 
up or down. 
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Figure 3.4 The player is firing a weapon 

 
 
Exploration is an important part of the game and to give the player hints or explanations text 
messages are displayed. These convey the robots thoughts on the object examined or the actual text 
the robot is reading from for instance a computer screen. 

 

 
Figure 3.5 The player is investigating the level and is getting a response – a text message on screen 

 
 
 
Here we see the player running away from a stationary turret that is firing at him or her. 
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Figure 3.6 The player is running away from a shooting turret 
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4 Programming using Unreal Kismet 

 

 

4.1 Introduction to Kismet 
The purpose of this thesis is not to provide documentation for Kismet: a simple introduction to the 
basics of the tool is presented here. All of the information below has been based on the Kismet User 
Guide [7]. Kismet is a visual scripting tool which you use within the UDK editor. It is directly connected 
to the level you are working on and allows the level designer to create interactivity within the level 
without having to write any code. Instead of writing code you create nodes or “Sequence Objects” 
(from now on simply called “objects”) which you connect together via the output of one object to the 
input of another object; you use the left mouse button to drag an arrow between the output and the 
input. You can connect one object to several other objects and you can also attach variables such as 
integers, strings and booleans to an object.  
 
A Sequence Object is created by a programmer. Kismet comes with a hefty amount of already 
existing objects though - so there is no need to create your own unless you have very specific 
requirements. They range in complexity from simple boolean comparative statements to objects that 
for example spawn Non Playable Characters (NPCs) at a certain location in the level. Some have one 
or more inputs and or outputs and some do not. They are grouped into four groups: Actions, 
Conditions, Variables and Events. Event objects always start a given sequence. The type of event 
object and it’s given properties will determine when the sequence starts. There is for instance a 
“Player Spawned” object that will start a sequence when the player spawns, a “Key/Button Pressed” 
object that will start a sequence when the specified key(s) and/or button(s) is (are) pressed. 
 
Below two figures of the Kismet tool window are shown – the window has been divided into two 
figures to enhance visibility. On the first figure which shows the left half of the Kismet tool the menu 
which appears when you right click in the middle of a sequence is shown with the “New Action > 
Actor” menu expanded. To the bottom left the properties of an object are shown when left-clicked on; 
here the “Actor Factory” object has been clicked on. The properties of different objects can vary 
substantially.  
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Figure 4.1 A screenshot of the left half of the Kismet tool window 
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Figure 4.2 A screenshot of the right half of the Kismet tool window 

 
Figure 4.2 shows the right half of the Kismet tool window. Three objects have been created: a “Level 
Loaded” object – the , a “Compare Bool” object and an “Actor Factory” object. They have been 
connected as indicated with the arrows starting with the Level Loaded object to the Compare Bool 
object to the Actor Factory object. The logic of the sequence is quite simple: when the level specified 
in the properties of the Level Loaded object is loaded the object calls the Compare Bool object. The 
Compare Bool object looks at the value of the boolean connected to it and if the value is true the 
Compare Bool object calls the Spawn Actor functionality of the Actor Factory object. If the value is 
false the Compare Bool object calls the disable functionality of the Actor Factory object. The 
sequence ends with either one of these two actions. You can actually loop a sequence; in this case 
you could draw an arrow from the “Finished” output of the Actor Factory object to the “In” input of the 
Compare Bool object. 
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To the bottom right in figure 4.2 the Kismet sequences belonging to the different levels that make up 
a game are shown. Every level has a top sequence but the tool allows the creation of subsequences 
which is shown hierarchically by a standard tree structure. Clicking a subsequence will show the 
objects that are created in that sequence. In figure 4.3 the “ControlRoom” subsequence is shown. It 
is a subsequence to the topsequence “MyGame_Bunker” of the level with the same name. 
Sequences can communicate with each other the same way regular objects communicate with each 
other - using arrows. In figure 4.3 the OpenGate sequnce is communicating with the 
CamAndInvestigateCorpse sequence.  
 
Kismet uses much of the same standard types of variables as most traditional programming 
languages; string, boolean, integer and float variables. You can use variables located in the top 
sequence if they are given a name in their properties. You can then create a variable of the same 
type as the variable you want to use and type in the name of said variable. This will not create a new 
variable but reference the named variable. A regular bool variable, a named bool variable called 
“ExampleVariable” and a bool variable referencing the named bool variable “FilledCanal” are shown 
in figure 4.3. 
 

 
Figure 4.3 Subsequences communicating with each other and variable examples 
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4.2 Programming example: creating a simple puzzle 
In this example I have created a simple puzzle for the player to solve. For the player to advance in 
the game he or she has to get past a canal which is guarded by four automated turrets that will fire 
upon the player when he or she is close enough. The player can fill the canal with water but this does 
neither destroy nor disable the turrets. Instead the player has to push down a barrel with a liquid 
“metal corrosive agent” that will destroy the turrets. 
 
Below is a figure of the UDK level editor detailing a part of the canal, the barrel and one of the turrets. 
Also visible is a part of a light green box – a “TriggerVolume. This is a piece of geometry within the 
level that is completely invisible to the player but acts as an instigator to events created by the game 
designer. The TriggerVolume can be activated by the player character and/or other different game 
objects; for instance movable objects. 

 

 
Figure 4.4 A part of the canal with a barrel, a turret and a TriggerVolume 
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The logic for the destruction of the turrets is shown below. It consists of a trigger event triggering a 
comparative statement which in turn decides the outcome of the sequence. Named variables – 
booleans – are used. The object that triggers the sequence is a “TriggerVolume Touch” object; 
belonging to the Event group of objects. The used outputs of the TriggerVolume object are the 
“Touched” and “Empty” outputs. When the Barrel enters the TriggerVolume the Touched output is 
fired. When the Barrel is removed from the TriggerVolume and the TriggerVolume is subsequently 
empty, the “Empty” output is fired. 
 
If the Touched output is fired the BarrelInVolume boolean has its value set to True using a Set 
Variable object. When the Set Variable object has set the value of the boolean it activates a Compare 
Bool object which looks at the FilledCanal boolean value. If the value is False nothing happens; the 
sequence is finished. If the value is True however a Modify Health object is activated which will deal 
damage to the four turrets and as a result destroy them. A special type of variable called “Object” is 
created four each of the turrets and connected to the Modify Health object to enable damage dealing 
to the turrets. A delay is set to the activation of the Modify Health object so the barrel will not instantly 
activate the destruction of the turrets – it will be in the water for five seconds first. When the Modify 
Health object is done it activates a Set Variable object which sets the boolean TurretsDestroyed to 
True which marks the end of the sequence. 
 
The FilledCanal boolean has its value modified in another sequence. The name is pretty self 
explanatory though: if the canal is filled the value of the boolean is True, otherwise False. 
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Figure 4.5 Left half of the Kismet tool window showing half of the DestroyTurrets sequence 



 

15 
 

 

Figure 4.6 Right half of the Kismet tool window showing the rest of the DestroyTurrets sequence 
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4.3 Additional programming with Kismet 
Of course the above puzzle is just a small part of all the programmed content that makes up the 
game. The scope of this thesis is however not to show every bit of programming that went into 
making this game. A lot of sequences are also very complex. Instead I will show the simplest and 
most recurring systems that are used in the game which I have developed with the Kismet tool. 
 
First I present a figure with a Trigger and a TriggerVolume below. These two objects have been key 
to activating sequences in Kismet. They are placed in the level and are invisible to the player.  

 

 
Figure 4.7 A Trigger to the left and a TriggerVolume to the right 
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4.3.1 Opening a sliding door 
This functionality requires a TriggerVolume and a Trigger to be placed in the level. They will be 
invisible to the player but the placement of the Trigger is indicated by placing a 3D model of a button 
in the level. When the player is inside the TriggerVolume the Trigger is enabled using a Toggle 
object. When the player leaves the TriggerVolume the Trigger is disabled – the player is not close 
enough to the button. When the Trigger is enabled the player can interact with the Trigger and either 
start or reverse a Matinee object. A Matinee object is a special object which uses the Matinee tool to 
animate characters, doors and other objects placed in the level.  
 
The Trigger is used via the ‘Use’ button on the keyboard or gamepad. When it is used a sound is 
played via the Play Sound object to indicate that the button was pressed. After the sound is played a 
Compare Bool object will look at the boolean variable attached to it; the boolean variable indicates 
whether to play the Matinee animation or reverse it. If the boolean is True the door is closed and the 
Matinee animation is played to slide open the door. If the boolean is False the door is opened and the 
Matinee animation is reversed to slide the door back into place. Every time the door is slid open or 
closed the variable is also set to True or False using a Toggle object. The Toggle object will set the 
boolean to False if it is currently True and vice versa. 

 

 
Figure 4.8 Opening a sliding door 
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4.3.2 Displaying a text message 
For this functionality I used the custom created Kismet objects which I found here: 
http://www.hourences.com/tutorials-ue3-kismet-interface/. They enable Kismet to show images and 
text messages on the screen. These text messages are displayed when the player is investigating the 
level for clues. Like the door functionality this also requires the placement of a TriggerVolume and a 
Trigger in the level. In this scenario the player will attempt to open a door but a text message will be 
displayed to tell the player that the button is broken. 
 
The player will turn on the Trigger when he is inside the TriggerVolume and disable it when he is 
outside of it. When the Trigger is used it will use the Toggle object to toggle a Render HUD object on 
and off. When it is on a text message is displayed; the actual text message and it’s placement on the 
screen is specified by the Render Text Box object. The Render HUD object can also be turned off by 
the TriggerVolume via the Toggle object to remove the text message from the screen when the 
player is too far from the object being investigated. 

 

 
Figure 4.9 How to display a text message 
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4.3.3 Change the camera angle 
I used Kismet extensively for creating cinematic camera angles. Either a TriggerVolume placed in the 
level or a Trigger is used to alter the camera angle. The TriggerVolume is used to change the camera 
angle when the player enters an area. The Trigger is used to change the camera angle when the 
player interacts with it in the level via the ‘Use’ button. When the player leaves the TriggerVolume or 
presses use again the camera switches back to the standard third person camera positioned behind 
the player. 
 
The figure below is an example of changing the camera via a TriggerVolume. When the player enters 
the TriggerVolume a Set Camera Target object is enabled which will change the camera from the 
standard camera to the one attached to the Cam Target input of the object. An object variable for the 
camera is created to specify which camera placed in the level we want to use. A variable for the 
player is also created to specify which target for the camera to target. When the player leaves 
TriggerVolume the UnTouched output triggers another Set Camera Target which will set the camera 
back to the default one – this is done by using the player variable for both the Target and the Cam 
Target input.  

 

 
Figure 4.10 Changing the camera angle 
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5 Discussion 

 
 

5.1 Programming efficiency 
Programming with Kismet is like connecting already written functions together. By connecting them a 
certain way you have created a whole new functionality and this can be nicely framed by creating a 
comment box around the objects. Connecting objects together can however be a little tedious. You 
will also almost exclusively work with your mouse hand which can be strenuous. Certain 
functionalities can require the creation of a lot of objects which have to be connected not just to one 
other object but rather to several other objects. The result can be a very convoluted Kismet sequence 
- there is an art to create easy-to-read Kismet sequences as much as there is an art to write good, 
apprehensible code. 
 
There are several tools you can use to avoid making a hard-to-read Kismet sequence. You can name 
variables and use them in different sequences in the same level. By naming a variable you can create 
a “Named Variable” which is a variable that is equal to the original variable. This is a good way to use 
variables so you do not create an overly convoluted sequence. You can also add a comment to an 
object which is displayed above the object. One very important thing to avoid bad Kismet coding is 
using subsequences. You can add a subsequence to a subsequence. 
 
Below is a figure with a sequence that could use some cleaning up. Instead of connecting several 
objects to object A and having “wires” running all over the place object A can be duplicated several 
times and placed next to the objects that need to connect to object A. The use of subsequences 
would also make the functionality created here more easy-to-read. Comment boxes have been used 
but sub sequencing would make for an even more structured approach. 
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Figure 5.1 An example of Kismet programming which could use some structure 

 
If you are able you should compartmentalize your sequence so that each part can be thoroughly 
tested. Like programming it is always best to create a small part of the end functionality and then test 
it before moving on with the next part. Testing your Kismet sequences can be done by just playing 
the gameplay you have created in the level. This is just as simple as pointing the mouse where you 
want to spawn your player character in the level and pressing “play from here. You play and observe 
what happens and draw conclusions about the sequence in question. To further help you along there 
is a real time debugging feature[11]: the objects that are currently being used in the game are 
highlighted in the Kismet tool window.  
 
You can add breakpoints to objects which will pause the game when the object marked as a 
breakpoint is executed. The Kismet tool window will then be opened and centered on the object 
marked for debugging. You can mark several objects for debugging. Another helpful feature is using 
log objects which will print the text message you wrote in the log message on the screen when 
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executed. If you have a complex sequence of events log messages helps you keep track of what is 
happening. These debugging features are very handy and help you find bugs and optimize your 
code.  
 
To make new objects or to customize an already existing object to make it more efficient - suitable to 
your needs - UDK offers the possibility to create your own custom Kismet objects. I did not feel the 
need to do so during my work with Kismet but I did however use already created custom Kismet 
objects for displaying text messages. Depending on the complexity of your game you would have to 
use more or less amount of UnrealScript classes. To communicate between Kismet and these 
classes’ functions you can create function calls via an object called “Console Command”. You type 
the name of the UnrealScript function you want to call in a text box in the Console Command object’s 
properties.  
 

With Kismet you often create gameplay that is level specific. When you are coding functionalities 
closely linked to the level Kismet is nice to work with – perhaps ideal. UnrealScript should be used to 
create more complex behavior and especially functionalities that isn’t level specific. For managing 
camera functionality, complex AI with states, weapons, power ups etc. object oriented classes with 
variables and functions are more viable and UnrealScript the way to go. 

 
 

5.2 Difference in time requirements 
For someone with a programming background Kismet is easy to get started with and the learning 
curve is not steep at all. Kismet is also easier to get in to if you are not a programmer: it is easier to 
understand how you should create something by looking at nodes and arrows. Learning how Kismet 
works and the way you create sequences and subsequences goes fast; Kismet is not hard to 
navigate. What you will find yourself spending time on is reading up on the various objects’ 
functionality. Some of the objects do not work the way you think they do; sometimes the name of an 
object is a little ambiguous. I could sometimes find myself connecting together objects which would 
emulate the functionality of an already existing object.  
 
Like programming it is best to do some thinking, perhaps some research and plan how you will 
structure your code before you start programming. Kismet has the strength of being a visual tool 
which makes it easy to structure up your code via subsequences and comment boxes from the get 
go. You can copy and paste objects or whole sequences via the usual Ctrl+C, Ctrl+V combination so 
this will spare you the time that would have to go into duplicating a sequence. Since you can copy 
and paste objects so easily this aspect of Kismet programming almost becomes the equivalent of 
creating a function which you use in several parts of you code: you create a subsequence which is 
called within the sequence you are currently creating and just copy paste the already created 
functionality into it.  
 
A programmer working with the Unreal 3 engine should learn when it is more appropriate to use 
UnrealScript rather than Kismet and vice versa. How much planning and research would you have to 
do before you can create the gameplay you want with UnrealScript versus Kismet can be very hard to 
determine – depending on your experience of course. It is always safest to do some research before 
you decide which language to use. A safe rule of thumb is that if what you want is simple and closely 
linked with level geometry – for instance moving a door, spawning an object at a specific place in the 
level and so on – it is often faster and easier to use Kismet. Kismet is first and foremost a scripting 
language which creates gameplay by simple scripted interaction between already created classes. 
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6 Conclusion 

 

 
I found Kismet easy to work with and was able to create what I wanted relatively easily after some 
research. Kismet is a powerful tool. It is often times very intuitive; when you grasp the basics you find 
yourself researching less and less. Sometimes the functionality of an object is not how you thought it 
would be so it is always safest to read up on the objects you think you would have to use to create 
the functionality you want. The game I created was not fully realized just by using Kismet though; 
several UnrealScript classes had to be created. Most of the time spent on creating the game has 
gone into the level creation; without a level the Kismet coding cannot be done. Creating the geometry 
for the level, adding assets into it and lighting it has proven to be a time consuming task and 
sometimes a complex one at that.  
 
Creating a game is certainly time consuming. Today ready-to-use game engines like Unreal Engine 3 
exist which removes the necessity to create your own game engine - if you are content with what the 
engine has to offer. Time that would go into making an exclusive engine have to be invested into 
learning the engine of your choosing instead. To save time a game engine which will be used by a 
very broad user base that will develop games from all genres and of all sizes – AAA to indie – should 
have easy-to-use systems. Kismet is a powerful tool and a step in that direction. Users without a 
programming background can create powerful sequences in no time with the tool.  
 
The conclusions drawn in this report are from a student with limited programming experience. 
Therefore further benchmarking studies could be made to provide evidence of performance between 
UnrealScript and Kismet. The time requirement that is needed to create the gameplay you want with 
Kismet versus UnrealScript could also be benchmarked. This would provide guidance of whether to 
use UnrealScript or Kismet for specific functionality. 

 
 

6.1 Future of the game 
This game is a dear hobby project of mine and I intend to polish it into a small finished product which 
I can use as a showcase of my programming and game design skill set to potential employers. There 
would have to be more content added; especially music and sound effects. 
 
The game is quite short at the moment so more levels would have to be added. I have also almost 
only used assets that come with the game. Perhaps in the future I can develop assets on my own or 
pay for them and add them to the game in order to have a commercially viable product.  

 
 

6.2 Suggestions for future work 
Unreal Engine 4 is being developed by Epic Games[8]. Therefore it is uncertain how Kismet in the 
newer version will differ from Kismet in Unreal Engine 3. For Kismet with the current Unreal engine I 
have some suggestions for future work: 
 

 Benchmarking Kismet versus UnrealScript - which would be the best choice performance wise 
in different decisions, would be an interesting read. 

 A list of which solution to choose, UnrealScript or Kismet, for the most common gameplay 
functionalities applied by game developers.  
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