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iIdTech8 In DOOM: The Dark Ages

1dTech8 Goals

, Performance >= 60hz on most platforms
. Iteration / lteration / Iteration
, WYSIWYG Development
, No More Baked Processes
, Faster Cross Departmental Collaboration
. Reduce Time Consuming Custom Markups
. Better Pixels xNot More Pixels
, Fully Dynamic Lighting
. 5x -10x Increase Iin World Size and World Detail compared to idTech7
, Extremely Fast Load Times
, Many more characters on screen




