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Keeping level designers
In the zone through level
editor design
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Game Design
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Navigating the editor
Creating geometry
Snapping

Editing geometry
Terrain

Texturing

Lighting

Importing assets
Placing assets

Playtesting
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b Scripting/IO/Visual scripting
b Shader editing

b Nav editing

b Optimization

b Quests/Speech trees

b Etc.

Too little time!
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Navigation

Generating a flow state for navigation

b Get to where you need to be, fast
b Quickly see any part of the level from any angle

% @ @unity
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