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Design and Implementation of a Multiplayer Survival
Game Using Real-Time Neural Rendering Technology
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Abstract

This project aims to develop an
integration of neural shading and modern
closed source real-time render engine (with its
own editor). We investigate and implement
the cores of neural texture compression, and
try to integrate the state-of-the-art
technologies into Unity with implementation
of synchronized multiplayer networking and
interactive gameplay. As a result, a systematic
game architecture and the modular
programming approach have been designed
and implemented to achieve the goals of
extensibility, maintainability, and reusability
within the game system
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Nvidia RTX Neural  Texture
Compression SDK
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