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https://en.wikipedia.org/wiki/Synthwave
https://en.wikipedia.org/wiki/Supersampling
https://en.wikipedia.org/wiki/F-Zero
https://en.wikipedia.org/wiki/Wipeout_(video_game)


 

 

https://www.assetstore.unity3d.com/
https://unity3d.com/es/
https://github.com/Arafo/Syncopia
https://www.blender.org/
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https://es.wikipedia.org/wiki/Interfaz_de_programaci%C3%B3n_de_aplicaciones
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https://www.microsoft.com/en-us/research/project/video-games-and-artificial-intelligence/
http://togelius.blogspot.com/2007/08/how-better-ai-can-make-racing-games.html
http://togelius.blogspot.com/2007/08/how-better-ai-can-make-racing-games.html
http://aigamedev.com/ultimate/presentation/physics-racing-superbike/
https://www.microsoft.com/en-us/research/project/video-games-and-artificial-intelligence/
https://forum.unity3d.com/threads/unet-multiplayer-interpolation-and-latency-compensation.398102/
http://www.invisiblerock.com/unet-hlapi-cheatsheet/
https://forum.unity3d.com/threads/unet-multiplayer-interpolation-and-latency-compensation.398102/
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