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Unreal

* Profesionalnejsie prostredie

* KyvalitnejSie assety

* O nieco malo aj kvalitnejsi rendering

« Ale len za poplatok

* Musime sa registrovat’

* Dokazu s nim pracovat’ aj ti, ¢o nevedia
programovat’

o Uzivatel’ ma vel’a hotového, ale musi sa tomu
prisposobit’

« Je nevyhntné mat’ poriadny hardware, na
slabSom nema zmysel Unreal ani spustit’



Unreal

* Prostredie s prisnejSou licenciou

« Unity je free do 100000 USD obratu ro¢ne
* Unreal je free len pre non-comercial use



Unreal

« Unreal ma prepracovanejsi Hub nez Unity, ktoré ho
donedavna nemalo vobec
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Unreal

* Nie len herny engine
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Start your game development journey with one of our key classes, levels, and examples.

Film, Television, and Live Events
Choose from templates and examples for nDisplay, VR Scouting, and virtual production workflows.

Architecture, Engineering, and Construction
Select a starting point for multi-user design reviews, photorealistic architectural design visualizations, sunlight studies, or stylized renderings

Automotive, Product Design, and Manufacturing
Find templates for multi-user design reviews, photobooth studio environments, and product configurators.




Unreal

« Nezacina sa na zelenej luke, ale developer si musi
zvolit’ typ hry (template)
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Unreal

* Programuje sa vizualne (Blueprint)
* Pripadnesadaajv C++
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General Settings

Hierarchical LOD Mappings allow for inpuls'thal have a cominuousll'ange.
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