4 Team RGCKET  Alexander Miiller, Maximilian Mayer, Jan-Philipp. Fahlbusch, Lukas Goll

3. Milestone %,
Interim Report L Sy

e SRR
%

=
LT



Technische Universitat Minchen .I.I-m

Buildings

Prebuilt spaceship

»_:Ob‘serv'atory ~ Base

I
¥Z

g

Steelworksﬂ -

Iron Mine
b

Shipyard

Lukas Goll, Jan Fahlbusch, Alexander Miiller, Maximilian Mayer



1 Pl‘a.n»et Generation S 3

‘~ 'WORK IN PROGRESS,
: EDITOR RUNTIME
\_ 709420



Technische Universitat Minchen .rl.r"

Lukas Goll, Jan Fahlbusch, Alexander Muller, Maximilian Mayer



N
o

g -‘<
%) 1

o






a
[0}
L
@
a
W




‘ WORK IN PROGRESS
EDITOR RUNTIME

709420




Iron Ore: 0 Steal Beam: 0
Fuel Cell: O Hull Plates: O
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Optimization

Statistics
Audio:
l._(_-‘;,}.'el,:;‘:74.8 dB DSP load: 0.2%
Clipping: 0.0% Stream load: 0.0%
Graphics: 12.8 FPS (78.3ms)

CPU: main 77.8ms render thread 53.4ms
Batches: 62575 Saved by batching: -62542
Tris: 30.0M Verts: 51.6M

Screen: 1920x1080 - 23.7 MB

SetPass calls: 51 Shadow casters: O

\/isible skinned meshes: 0 Animations: 0
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Statistics

Audio:
Level: -74.8 dB DSP load: 0.2%
Clipping: 0.0% Stream load: 0.0%
Graphics: 460.2 FPS (2.2ms)
CPU: main 2.2ms render thread 0.9ms
Batches: 312 Saved by batching: -310
Tris: 142.9k Verts: 232.8k
Screen: 1920x1080"= 257y
SetPass calls: 9 Shadow casters: 0

\isible skinned meshes: 0 Animations: 0
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https://docs.google.com/file/d/1nZxzmNIpkc5CHkVyI4Vcz8pC4CR5IhZc/preview
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https://docs.google.com/file/d/1stEPtmwOcQeSdr0YPdiDSewnTXT_2V4j/preview
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Al : Tasks

e Building sequence -> Monument Vessel

e Acquire exotic resources from other planets
o Settle on new planets

s

o Connect planets with trade routes : A
e React to possible Deadlocks | b
e Optimize production line / react to supply
shortages
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Al Wildcards

Incr_ease Steel beams Set .Trade Route
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Prototype

Demo
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https://docs.google.com/file/d/1H9jmRTkwfFnA-dsM-gRMQV7cGR8QWZaH/preview
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Appendix - LOD

=

AR

= ‘5-ﬁ-—‘-

Default Object LOD O LOD 1
232.4k vertices 232.4k vertices 52.1k vertices
310 objects 7 objects 7 objects
Y. Y. )

In case you wonder about the high
vertex count...

LOD 2 LOD 3 LOD 4
28.4k vertices 8.1k vertices 6 vertices
6 objects 6 objects 1 object
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Appendix - Billboards
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Optimizing UE4 for Fortnite: Battle Royale

https://www.youtube.com/watch?v=1xiwJukvb60
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Appendix - Building System

_ Building
Load Data Init Game B ang o i tics

(From :jsqn and Systems
.config files)
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Go through all buildings Ship Start Ship
and produce goods Construction pamll Construction
Phase

Update

Check for next
Time Step
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Appendix - Ship System Ship Ship Finished

L Construction
Statistics
m\ Load Data Init Game
(From .json and Systems
.config files) Explorer
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