Artists, developers, and
designers each face their
own unique challenges
during the production of a
videogame. Whether it is
constant revisions to
game mechanics, or
tweaking visual compo-
nent such as shaders, or
scripting Al behavior,
these obstacles can
sometimes be overwhelm-

Blade3D addresses each
of these issues and many
more. By incorporating the
tools necessary for each
discipline, Blade3D serves
as a common platform for
development, collabora-
tion, and refinement. If a
designer wants to try
multiple versions of a
particular puzzle
mechanic, they may
pursue each independently
with little to no need for
programmer involvement.

The same holds true for
artists. If an environmen-
tal artist is working on a
specific area, they can
spend as much time as
they choose setting up
in-game lights, camera
paths, shaders, and more.

With Blade3D, you spend
less time setting up your
project and more time
actually building your
game. Your creativity will
flourish given the
increased ability to
iterate. There is no limit
to the variety of what you
can build - it is a simple
as...

Point.Click.Play!!!



