Get Drunk — Simple

Thank you for purchasing my asset.
Check the demo scene to get the picture of what is this asset all about.

We are going to use the Post Processing
Post Processing ; Stack by Unity for achieving the drunken
effect.

Post Processing Stack

The new Unity post-processing stack is an
iiber effect that combines a complete set of
image effects into a single post-process
pipeline. This has a few advantages

- Effects are always configured in the correct
order
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Drunken script

HINT:

-The package also includes a GetDrunk script which
is attached to a trigger cube around the drinks
which activates the “Drunk Mode” for 20 seconds.
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