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| 11 Unreal Project Browser

| Projects

New Project

Choose a template to use as a starting point for your new project. Any of these features can be added later by clicking Add Feature or Content Pack in Content Browser.

8 Blueprint g C++

Choose some settings for your projed
using Content Browser.
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Third Person
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Don't worry, you can change these later in the Target Hardware section of Project Settings. You can also add the Starter Content

- %

Desktop / Console

1
| Select a location for your project to be stored.

E:\UE4_Projects
Folder

Maximum Quality

A

No Starter Content

- § MyProject

Name
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v Default file extensions
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