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~ Mark Mayers
=¥ @DesolusDev

® Unity & @unity - 12 sept.
Today we announced a change to our business model which includes new
additions to our subscription plans, and the introduction of a Runtime fee. We
wanted to provide clarifying answers to the top questions most of you are
asking.

Yes, this is a price increase and it will only... Viostrar mas
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Advanced

2 Detail
— Water quality

J Anti-liasing.
| Anti-aliasing quality
Lens dirt
Depth of field
‘Motion blur quality
Ambient occlusion
Screen-space reflections
Dithering
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High“

Medium

Fire extinguisher
Extinguishes fires.
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TRANSICIONES (FSM)
CAMBI0 DE IDIOMA
LOGRO DESBLOAQUEARDO
FROBLEMAS DE RED
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ESTADO GLOBALMENTE ACCESIBLE




*MESSAGE BROKER
*ENEMIGO -> JUGADOR
*NIVEL CARGADOD
*ABRIR UENTANA
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*UllA INSTANCIA PARA SIEMPRE

*GLOBALMENTE ACCESIBLE
*CAMBINS GLOBALES
*DEPENDENCIAESTATICA
*POLIMORFISMOY
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DIFICIL DE AISLAR
*ESCENA EN BLANCOY
*UNLIT TESTSY
*ENTENDER
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UNIIT TESTS
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€ Title
Main Camera
Directional Light
Canvas
EventSystem
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Compiling Scripts...

Create =
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&8 Animatic
& Audio
&8 Bucket
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DATA-DRIUVEN PROGRAMMING
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SCRIPTABLE OBJELCTS
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GAME ARCHITECTURE WITH SCRIPTABLE OBJELCTS


https://www.youtube.com/watch?v=raQ3iHhE_Kk
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https://www.youtube.com/watch?v=nvPjmSseOdY
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