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About Me

A few years ago, I decided to create a rally game for mobile devices
with the goal of publishing it on Google Play as a free download. At
that time, I had access to Unreal Engine 4.21, a tool I had never used
before and had no prior experience with similar software.
By following selected tutorials and documentation in my spare time,
I slowly began developing the game. With three kids, my free time
was very limited (on average about 1 hour per day), but I kept
pushing forward. Since Unreal Engine alone was not enough, I also
had to learn other programs such as Blender, Daz3D, Audacity, and
GIMP—with Blender and Daz being the most used.

Google Play Store link:
My Developer Page

Since Google requires constant updates, some projects are no longer available
on the Play Store but can still be found on alternative sites such as:
APKPure Developer Page

https://play.google.com/store/apps/dev?id=6987097253920104511&hl=en
https://apkpure.com/developer/Rudolf%20%C4%8Culjak
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Projects Below is a selection of projects I have
developed independently using Unreal
Engine and supporting tools. Each
project represents a step in my learning
journey—from experimenting with
physics systems and 3D modeling, to
implementing AI behavior and publishing
on Google Play. While some of these
projects are experimental or still in
development, all of them showcase my
ability to learn quickly, adapt, and deliver
working results.

Every project you’ll see here started as a
personal challenge. With no formal
background in game development, I
taught myself Unreal Engine, Blender,
Daz3D, and other tools in my free time—
often just one hour a day. Over time,
these small steps grew into complete
games and applications. What follows is
a look at that journey, from my very first
rally racing experiment to more complex
projects involving AI, physics, and
multiplayer systems.
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Rally Sljeme
My very first project, built in Unreal Engine
4.21–4.27.

Vehicle physics powered by UE4 Nvidia
PhysX
Car models created in Blender
Custom tracks based on Medvednica
mountain: I cut the terrain into 2–3 km
segments due to size limits
Used road maps and altitude data to build
accurate splines and heightmaps
Integrated Google Play Leaderboards for
competitive score tracking
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Special Transport
Driver Manual
An app created to support my current job by
storing important reference data.

Started in Android Studio, later rebuilt in
Unreal Engine (unusual choice for an app,
but effective)
Unfortunately, the original project was lost
due to an HDD failure, but the data
remains and I plan to rebuild it in a newer
version of Unreal Engine
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This is Rally
A successor to Rally Sljeme, built in Unreal Engine 5.

Vehicle physics implemented with AVS (Advanced
Vehicle System) instead of Chaos, due to better
customization options
Supports Bluetooth gamepads
Championship mode with AI opponents across
multiple categories and difficulty levels
Required mastering Enums and Arrays in Unreal
Engine
Available on Google Play (currently not supported on
Android 13+ due to data-handling changes, but an
update to UE 5.6 is planned)

👉 This is Rally – Google Play

https://play.google.com/store/apps/details?id=com.Optimus.ThisIsRally&hl=en
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Solo
A collaborative project with my brother, currently in
Unreal Engine 5.4.

Based on Unreal ALS (Advanced Locomotion System)
Features implemented so far:

Walking, running, climbing (ALS system)
Hand-to-hand combat with enemy-focused
camera
Player/AI elimination with ragdoll transitions
Modular weapon system (ammo, fire rate, recoil,
sounds) using Data Structures and Arrays
AI enemies and civilians with Behavior Trees

Enemies patrol, engage depending on player
actions, and can join group fights
Civilians move along predefined paths and flee
when threatened

Vehicle driving with AVS system
Weapon effects and explosions with Ballistics FX
and Niagara VFX system

(working title)



Rudolf Čuljak

Page | 09

Other
projects

Microbe Invasion

Loptas Jumps

Impossible Escape Free

Snob Neighbors

https://apkpure.com/microbe-invasion/com.Optimus.MicrobeInvasion
https://apkpure.com/loptas-jumps/com.Optimus.LoptasJumps
https://apkpure.com/impossible-escape-free/com.Optimus.ImpossibleEscapeFree
https://apkpure.com/snob-neighbors/com.Optimus.SnoobNeighbours
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I have developed strong skills in Unreal Engine, working independently and learning through practice. While I am not currently employed in the gaming
industry, I have proven my ability to design, build, and publish games and applications on my own.

Unreal Engine is a vast toolset with limitless potential—nobody knows it all. I am confident in my abilities, but also eager and motivated to continue
learning and improving.
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Thank You
Thank you for taking the time to review my portfolio. I
appreciate your attention and hope these projects give

you a clear picture of my skills and passion for game
development.
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