JlaGopaTopna podoTta Ne9

CrBopenns ganxmadry s 3D rpu

Mema: 03HAOMUTHCS 3 METOJAMHU CTBOPEHHS JaHAMIA(TIB, JI3HATUCS SIK
OPaLOITh MEXaHI3MM JaHAmadTHOro pyuIis, 1 SK IiX BHUKOPUCTOBYIOTH IS
CTBOPEHHS 3arajbHOTO Ta HAIIOBHEHOTO JIAaHAIIA(THOTO CepeIOBHUIIIA.

Jlimepamypa

Cmeopenns ma peoazysanns terrain. hitps://styly.cc/tips/saku_unity-terrain/

https://docs.unity3d.com/Manual/script-Terrain.html

Inecmpymenmu Terrain ¢ Unity: https://www.raywenderlich.com/21911888-using-the-terrain-

tools-in-unity
Texcmypu: https://docs.unity.cn/560/Documentation/Manual/terrain-Textures.html

3micT podoTn

3asoanna. CtBopenns nanamadty mis 3D rpu.

Jnst CTBOpeHHST Tpu HEOOXIJHO: NpOoAyMaTH TelWMIUIaid, TUlaH CIICHH,
NEepEeMIIIEHHS TPaBIsl, B3a€EMOJIS TPaBIsl 3 HABKOJIUIIHIM CEPEAOBUILEM, K I'PaBellb
OTpHUMaE CBOIO NepIy 30poro TOIIO.

st ctBopenHs nanAmadTy (BiAMOBITHO BapiaHTY) HEOOX1THO:
— MIPOBECTH r'eHEepaIlito KapTH BUCOT;

= noOyayBaTH JanamadT;

— HaKJIACTH TEKCTYPH;

— n00aBUTH JIepeBa, TPABH, KBITH TOIIIO;

- n00aBUTH OYIBIIL;

— 100aBUTH SIBUIIA HA KIITAJIT TyMaHy, AUMY, BOJIH.

J{nst cTBOpEHHsI IepeB, TEKCTYp 3€Mill, CKailOOKCIB MOKHA BHUKOPUCTOBYBAaTH
Nature Starter Kit.

Xyoooichiti  cmunv  opopMlleHHs — 0OUpPAEMbCA  BUKOHABYEM  (peanism,
cmunizayis. KomMikcu, anime, nixkcenv-apm, Low-poly...)


https://styly.cc/tips/saku_unity-terrain/
https://docs.unity3d.com/Manual/script-Terrain.html
https://www.raywenderlich.com/21911888-using-the-terrain-tools-in-unity
https://www.raywenderlich.com/21911888-using-the-terrain-tools-in-unity
https://docs.unity.cn/560/Documentation/Manual/terrain-Textures.html
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MeToanuHi pekoMmeHaaLil

Unity migTpumye Kijgbka TEXHOJOTIH 1 KOMIIOHEHTIB. OJHHUM i3 KIIFOYOBHX
KOMIIOHEHTIB cuctemMu € JaHamadtauii pymid. Cucrema Unity mo3Bosisie
CTBOPIOBATH IIMPOKI JaHAIIadTH SIS irop abo 10JaTKiB.

Incmpymenmu nanowagpmy

[Tepmmii xkpok - me crBoputu HoBui npoekT Unity. [Ilo6 momatu irpoBuii
00’exT nanamadTy, mepeimith y menio GameObject 1 Bubepits 3D Object >
Terrain. Ha cuieny Oyae momano moBepxHio (Terrain). Ll moBepxHS € CITKOMO, SIKY
BUKOPHCTAEMO JIJIsI CTBOPCHHS Ha IIbOMY PiBHI JaHAmAPTYy.

[lepeBipuBmu cBiii katanor Assets (y HWxkHiINH yactuHi iHTepdeiicy Unity),
MOJKHa 1modaunTH, 1mo OyB cTBopeHwmid (aiim New Terrain.

Bubepite Terrain i nepernsubTe BKIanky Inspector. Bu moGauute, 110
JaamadT Mae Tpu komnoneHtu: Transform, Terrain script i kommonenT Terrain
Collider.

== O inspector | Services - .:
S § ™ Temain o static %
-
Tag | Untagged ¢ | Layer| Default 3
A\

2@ ¥ A Transform (WK

V. N Position X0 Y0 zZ0

Rotation X 0 Yo zZ0

Scale xi ¥yl j2f
¥\ ¥ Terrain Qe

o | od | & | 7| | G| 3

No tool selected
Please select a tool
» Lighting
° L 2 ¥ . ¥ Terrain Collider Qe

Material None (Phy;( Material) q
Terrain Data »New Terrain ¢
Enable Tree Colliders ¥

| Add Component J

Kommonent terrain Hamae 1HCTpyMEHTH, HEOOXiIHI Ui penaryBaHHS
nanamadTy. Yci 1HCTpYMEHTH Ha MaHell 1HCTPYMEHTIB HaJlaloTh HaOIp MEH3MIB 1
napaMeTpiB JUIsl pO3MiIpy Ta MPO30POCTI KUCTI, TaK caMO K IHCTPYMEHTH MaJIFOBaHHSI
13 3BUYAITHOTO pejakTopa 300paxKeHb.

BuOpagim J100uii MEeH3JIMK i KOMIOHEHTOM Terrain i HaBiBIIM BKa3iBHUK
MUIIIl Ha TOBEPXHIO, MOXHa TOOAYUTH CHHIO 00JacTh, SKa MPOCHUPYETHCA Ha
noBepxHi. lle mo3Bomsie mi3HaTHCS O0MacTh daHAmadTy, Ha SKy BIUIUHE MEH3I.
Mooxcua:

* 3MIHUTHU KYT OTJISILY;

* MOXHa BUKOpUCTOBYyBaTH kiaBimm W, S, A, D mis mepemimienus mo 3D-
CIICHI.

OcranHs KHOTKAa Ha KomroHeHTi Terrain (BHyTpimHiI Bkiagku Inspector)
nokake 0a30B1 MapaMeTpu 00'ekTa JaHamadry.



;JgTenain § ‘b-
I AIPARFAE ] |
Terrain Settings

Base Terrain

Draw ¥4

Pixel Error O 5 |
Base Map Dist. se—_p— 1000 |
Cast Shadows ¥4

Material | Built In Standard [}
Reflection Probes | !{e_l@ Probes

Thickness 1
Tree & Detail Objects
Draw '
Bake Light Probes For v/

(1) GPUinstancing Is disabled for trees if light probes are
/7 used, Performance may be affected

Detail Distance s _p— 80
Collect Detail Patches v

Detail Density s—) | 1

Tree Distance —) 2000 |
Billboard Start Q S50

Fade Length (— | S

Max Mesh Trees (rm—| 5 0

Wind Settings for Grass

Speed e s (0.5 |
Size — — | (.S
Bending ——— 05 |
Grass Tint [ 12
Resolution

Terrain Width 500

Terrain Length 500

Terrain Height 600

BiiacTuBOCTI MOAISAIOTHCS HA PO3/ILIH:
* Base Terrain

* Tree & Detail Objects

* Wind Settings for Grass

* Resolution

* Heightmap

Ycepemuni nepmioi cekiii Base Terrain MoskHa 3HaWTH KiJIbKa BJIIACTHBOCTECH
Ta apameTpiB:

Onmis Draw Bximoyae 4yu BuMHKae penaepunr nanamadry. Pixel Error
NpeCTaB/Is€ 3HAYCHHS TOYHOCTI MEPETBOPEHHS MK KapTamu terrain (Hampukiai,
TekcTyp, heightmaps i terrain). Buiii 3HaYeHHS CTaHOBIATHL MEHINY TOYHICTh, a
MEHIIII 3HA4YEHHS TPHU3BOJAUTUMYThH 10 3aiiBoi oOpoOku. IloTpiOHO 30amaHcyBaTu
3HAYCHHS, 1[00 CTBOPUTH rapHe, HACHYCHE OTOYCHHS.

Base Map dist - makcuManbpHa BifCTaHb, Ha SKId TEKCTypW JaHAMAPTY
B1JIOOpaKaTUMYThCSI 3 MOBHOIO PO3JAUIBHOIO 3AAaTHICTIO. MOXKHAa YBIMKHYTH a0o0
BUMKHYTH TiHi, BuOpasmm Cast Shadows.



Material. Tyr Mo)XHa BCTaHOBUTH Martepiall, SIKHH BHUKOPHUCTOBYBAaTHMETHCS
JUTst peraepuHry nanamadTty. Le BrummHe Ha Te, K IHTepHPETYIOThCS KOMIPHI KaHAIH
TeKCTypH Jlanamadpty. MoxHa oOpaTu:

e Built In Standard mnpencraBisie marepian, 3acHOBaHHMK Ha (I3HYHOMY
peHaepuHry, sBegeHomy B Unity 5.

* Built In Legacy Diffuse € 3acrapinum BOyZ0oBaHHM MaTepiajoM JaHIIadTy
3 mnomepeanix pemi3iB Unity (Unity 4 1 panime). BiH BUKOpUCTOBYe MOjEIb
OCBIiTIIEHHS Jlambepma Ta Ma€ TOATKOBY MIATPUMKY 3BUYAMHOT KapTH.

* Built In Legacy Specular BukopucroBye mouensb ocBitiaeHuas Blinn-Phong i
Ma€ JOJIaTKOBY MIATPUMKY 3BHuYaiiHOi Kaptu. lleli mapamerp TakoxX 103BOJISIE
BCTAHOBUTH 3arajbHUMN KOJIp BIIOOpAKEHHS Ta ONMCK AJIA JaHAA]TY.

* Ommist CUStom BHKOPHCTOBYE MaTepial, MO HACTPOIOETHCS IS JTAHImAdTY.
Leit maTepian mae OyTH MIEHAEPOM, OPIEHTOBAHUM ISl PEHAEPHUHTY JIaH ATy .

Moskna takoxx BcranoButu Reflection Probes (omruuni gaTumku) s OessKUX
MarepiaiiB, ajie BOHU OYyIyTh BHUKOPUCTOBYBATHUCS TUIBKM TPU BHKOPUCTAHHI
BOY/IOBAHOT'O CTaHJIAPTHOTO MaTepiary abo Marepiaiay KOpUCTyBaya, KUl MATPUMYE
peHIIepuHT 3 BimoOpakeHHs M. MoxunBi Bapiantu reflection probes:

Off: Reflection probes BumkHeHO, 1 mIg BigoOpakeHHs Oyze
BUKOPUCTOBYBATHCS JHiie SKyboX.

Blend Probes: Reflection probes sxirodeni. 3MimryBaHHs Bi0yBaeThCs
JuIe MDK JaTdyukamu. SIKmo moOiau3y HeMae JaTudKiB  BiJOOpa)KeHHs, TO
BUKOPUCTOBYBAaTUMETbCA  BIJOOpaKEHHS  3a  3aMOBYYBaHHSIM,  aje MK
B1JIOOpaYKEHHSAM 32 YMOBUYAHHSM 1 JaTYMKOM He Oyzie HISKOrO 3MilTyBaHHS.

Blend Probes And Skybox: Reflection probes Bxmoueni. 3mimryBaHHs
B1I0YBa€ThCS MK JJaTYMKaAMU a00 TaTYUKAMU Ta BIAOOPAXKEHHSIM 332 3aMOBUYAHHSIM.

Simple: Reflection probes BkitoueHi, ane MiXk JaTYNKaMU HE BiOYBa€ThCS
3MIIITyBaHHsI, SIKIIO € JiBa 00'€MU, 1110 IEPEKPUBAIOTHCSI.

OcranHiii mapameTp y 1boMy pos3aini — Thickness. lle 3nadeHHs BKkasye,
HACKUIBKU OOCAT 31TKHEHHS terrain MOBUHEH MPOCTITaTUCS B3J0BX HETaTUBHOI OC1 Y.

Hacrymuwuit po3in vanamrysanb — Tree & Detail Objects.

[lepma ommist — Draw. Tyt MoHa HajalITyBaTH MPOMaJIbOBYBAHHSI JI€TaJICH.
B ocHOBHOMY, 11€ TOBOPUTH ABUKKY, YU XOUYETE BH, 11100 JIepeBa 1 TpaBa MaJlIOBAJINCS
yn Hi. € Bake Light Probes mis nepesa. SIkmio yBiMkHYyTH 110 omiito, Unity
CTBOPUTH CBITJIOBI IAaTYMKHU Y MO3ULIT KOKHOTO AepeBa. JJaTurku Oy1yTh 3aCTOCOBaH1
JI0 PEHJEPUHTY JepeB. SIKIIO BUMKHYTH 1€l mapamMeTp, Ha JepeBa, [K 1 paHilie,



BINTUBATUMYTh JATYUKU TPYMH JDKEPEN CBITNIA. 3BEPHITH yBary, mo Ied mapamerp
JTOCTYITHUM TIJILKY JIJIA JIEpeB, Ha SIKUX BCTAHOBJICHI CBITJIOB1 IaTUYUKHU Ha mpedadax.

Detail Distance - me BigcTaHb Big KaMepH, ICHIs SKOT AeTalll BiCIKATUMYThCS.
Detail Density mnpencraBisie KiIbKICTh OO0'€KTIB JeTalei/TpaBu y il YMOBHIi
omuuuil miom. Tree Distance e BiacraHHIO BiJ KaMepH, 3a SIKHUM JepeBa OYAyTh
Bigcikartucsa. Billboard Start - me Bincrans Bix kamepu, 3 skoi 3D nepeBa MOYHYTH
3aMIHIOBATHCS Ha CIipaiToBi 300paxenHs. Fade Length e Bincrans nepexony aepes 3
3D o06'extiB B mutocki cipaiita. Max Mesh Trees - MakcuMaibHa KiJbKiCTh BUTUMEX
JepeB, sIKi OyIyTh MPEICTaBIICHI K OBHOIIHHI 3D Memmy.

[MapameTrpu Wind Settings for Grass

Speed Bu3Havae MIBHIKICTH BITPY, MO 00IyBae TpaBy. Size sBise co0Or0
po3Mip OpwKiB Ha TpaB'SHHCTUX IiIsHKax. Bending mo03Bojisie BU3HAYUTH CTYITiHb
Haxuiy 00'eKTiB TpaBW Iij jgiero BiTpy. Grass Tint mo3Bossie BHOpaTH 3arajabHHMA
BIJITIHOK KOJIbOPY, 1110 3aCTOCOBYETHCS /10 00'€KTIB TPABH.

Y posgim Resolution MoskHa 3HaWTH KiJdbKa BJIACTUBOCTEH PO3ILIBHOI
3maTHOCTI, a came: Terrain Width, Length, i Height. Yci Tpu MaroTh ayxe wiTke
snadyeHHsa. Heightmap Resolution - m03Bin kapTu BHCOT terrain B mikcensx. Mae
OyTH CTyNEHeM JIBIMKHU ILTIOC OJMH, Hanpukian, 513 =512 + 1.

Detail Resolution 1o3BoJisie BU3HAUYNUTH PO3IIIbHY 31aTHICTh KapTH. YUM BHIIE
PO3IiJbHA 37aTHICTh, TAM MEHIIUMH 1 JIeTalbHIIIMMHU OyayTh NiIsHKU TpaBu. Detalil
Resolution per Patch BcraHoBIIIOE NOBXWHY Ta WHIMPUHY KBajapara OCTPIBIIIB,
BIJIpEHICPOBAHOTO 3a OJIWH BUKIMK MamoBaHHs. Control Texture Resolution -
po3aiibHA 37aTHICTH KapTh Splat, ska KOHTPOJIIOE 3MIlTyBaHHS PI3HUX TEKCTYP
terrain. Base Texture Resolution po3minbHa 31aTHICTH KOMITO3UTHOI TEKCTYPH,
BUKOPUCTOBYBAHOI Ha terrain KOJW JUBHUTECS HAa HBOTO 3 BIJICTaHI, OUIBIIOI HIX
3HaueHHs base map distance.

Ocranniii po3ain — Heightmap. Tyt MokHa iMIIOpTYBaTH BUXITHUE (aiii
heightmap B raw ¢opmati abo ekcriopTyBaTi MOTOYHMIA terrain y ¢ain 300paxeHHs
y RAW ¢opwmari.

Incmpymenmu 013 3miHU 6ucomu

[Tepmmmu Tproma iHCTpyMeHTamu TaHeni Terrain Inspector € iHCTpymMeHTH
3MIHU BUCOTH, SIKI BAKOPUCTOBYIOTH JUIsl MaJTFOBaHHS 3MiH BUCOTH Ha MOBEpXHi. BoHn
HaJa10Th HaOlp "nen3niB" 3 HanamryBaHHsAMEU Brush Size Tta Opacity



© Inspector  [ISERVICES) =
i o Terrain ¥ Static ¥
-
Tag | Untagged | Layer | Default $

¥ .~ Transform ge
Position X0 Y0 zZo
Rotation X0 Yo zZo
Scale X1 Y1 Z|1

¥ o/ Terrain

Raise / Lower Terrain

Click to raise. Hold down shift to lower.

Brushes
Heo® +Ce® (LE%me
LR Kot

Settings
Brush Size
Opacity O

¥ Terrain Collider (7K
Material None (Physic Material)
Terrain Data wNew Terrain
Enable Tree Colliders 4

-

o

o

(-]

| Add Component }

[HCTpYMEHTH:

Raise / Lower Height - Bucora nanmmadty Oyae 30ibIIyBaTUCS JOKH BU
BEJICTC MHUIIKOK 13 3aTHCHYTOI JIBOIO KHOMKOK Mo terrain. I{o6 omycTuTH
nanamadT, npocto yrpumyiite kiasinry Shift mig yac MaitoBaHHS IHCTPYMEHTOM 1 11€
3MEHIIUTH BUCOTY JIAHAIIADTY.

Paint Height - BuUKOpHCTOBY€EThCS /111 BCTAHOBJICHHS I[1JIbOBOI BUCOTH 00J1aCTi
nanamadry.

Smooth Height - He pi3ko 30inbm1yBaTHME a00 3MEHIITyBaTHME BHCOTY terrain,
BiH MOM'SIKIIIUTH JIAHAMAQT 1 3SMEHIITUTH MOSBY P13KUX 3MiH.

Inempymenm 0ns cmeopenHs mekcmyp

JUis mopanemioi poOOTH MOTPIOHO IMIOPTYBATH AaceTH HABKOJUIIHBOTO
cepenosuia. /s nporo Budepith Assets > Import Package subepite Environment
HaTHUCHITH Import.

Unity mo3BoJisie MaTtoBaTH JTaHAMA(TH, BUKOPUCTOBYIOYH TEKCTYpH. TEeKCTYpH
MOXYTh OYTH BHKOPHCTaHI 3 Pi3HOIO MPO30OPICTIO, IIe O3HAYa€, IO MOXKHA POOUTH
IJIaBHI TIEPEXOU MK JBOMA TeKCTypamu. [[j1s MOCATHEHHS HAMKpaliux pe3yabTaTiB
CJI1JT HAMAJTIOBATH JIaHAA(T 13 0€31MOBHUMH TEKCTYpPaMHU.

Briepiiie, BUKOPHCTOBYIOUM IHCTpYMEHT Juiss ManoBaHHs 1exture Tool, we
Oyzae Texctyp. HeoOxigHO nonaTtu HOBY TEKCTypy B mamiTpy. s LbOro HATHUCHITH
kHornky Edit Textures ta Bubepits Add Texture. 3'sBUTbcst HOBE BIKHO.



[ ] @ Add Terrain Texture

Albedo (RCE)
Smoothness (A)

Add

Y npoMmy BikHI MOkHa BHOpatu Select moTpiOHy TekcTypy Ta ii 3BHYAlHY
KapTy, AKIO Taka €. HaTWCHITH, KBaapaT mMiJg TEKCTYpPOIO 1 BUOEPITh TEKCTYPY.

3'SIBUTHCS BIKHO, SIKE€ JO3BOJISIE BUOPATH TEKCTYpy. BHOEpITh TEKCTypy HaIpHKIIa
SandAlbedo ta satucuaite Add.

sand )
l - Albedo (RGE)
Assets =} Smoothness (A) Normal
-
None Metlc O]
Smoothness (e 0
Size Offset

x (15 0
y s 0

— Add

= 512x512 RGB Compressed DXT1
~ 170.7 KB
| Assets/Standard Assets/Environment/TerrainAs

[lepmia cTBOpeHa TEKCTypa 3aBXkAW MOBUHHA OyTH 0a30BOI0 TEKCTYpPOIO IS
nanamadry.

Incmpymenm ona cmeopenms oepes

[1{o6 mouaTn MasroBaTH JepeBa, BUOepiTh Terrain Ha Bkiammi Hierarchy ta
Ha BKJaawi Inspector BuGepith m'aTy KHOIKY.

(a2 ad 2| AR [ %)

AHaNOrIYHO TEKCTypaM HeOOXiTHO TakoX nojatu jaepeBa. Haruchite Edit
Trees > Add Tree.

Y posmimi Settings € kigbka MmapamMeTpiB, SKi MOJKHAa HACTPOITH, KOJIH
po3minnyeTe gepeBa Ha cieHi. Brush Size Bu3Hauae o0macTh, ¢ MajqrOBaTUMETE, a

[v w# o Terrain

| Place Trees



Tree Density Bu3zHadae KiIbKIiCTh JIepeB B HAMalIbOBaHii 1uionli. Bucoki 3Ha4eHHs
03HAYaTUMYTh Oinblie aepeB. Tree Height no3BoiuTh BU3HAYUTH, SIK 3MIHIOETHCS
BHUCOTa. MOJKHA BCTAHOBUTH 3HAYCHHSI B JIOBUIBHOMY TOPSIKY 1 BHKOPHUCTOBYBATH
IHTEpBaJl 3HaYCHb, 00 BCTAHOBUTH ICBHE 3HauYeHHs. ko BuMmkHyTtH LOck Width
to Height nepeBa OyayTh 0IHAKOBHMH.

VY posaini Lighting Mo)kHa BCTAaHOBUTH, SIK TEHEPYIOTBCS CBITJIOBI KapTH IS
JIepeB.

[11o6 Bumanutu nepeBa 3 meBHOI oOnacti, HatucHiTh Shift Ta BUKOpHCTOBYHTE
7By KHOMKY muiii. Lle ounmcTuTh yci nepeBa B 00jacTi KHUCTI. SIKIIO BH XOyeTe
CTepTH TIEeBHUH TUN jAepeBa, yrpumyiite Control 3amicte Shift. I{e ouncTuTh wie
BUOpaHUil TUI JIepeBa.

Bceepemuni xommonenta Terrain Collider € nmone 3 iM'sm Enable Tree
Colliders. SIkmo BuOparu 1eit mapamerp, MOXKHa BBIMKHYTH KOJI3ii MK 1HIIMMH
ITPOBUMH 00'€KTaMU Ta JIEPEBAMH.

v 4 o Terrain Collider
Material None (Physic Mat

T in Data New Terrain 2

Enable Tree Colliders 4

SIK1I0 He XO0YeTe MallloBaTH JIepeBa BPYYHY, MOKHa BUKOPHUCTOBYBATH KHOTIKY
Mass Place Trees. SIkmo HatucHyTH ii, 3'sBUThcs HOBe BikHO. [lotiMm Unity
HOMPOCHTh CTBOPUTH Kilbka jaepeB. BcranoBite Number of Trees ta HaTHUCHITBH
Place. Unity pan1oMHO po3Mililye JepeBa Ha MMOBEPXHI.

¥\ ¥ Terrain Qe
IIIra -~ K3

Place Trees

Hold down shift to erase trees.
Hold down ctrl to erase the selected tree type.

Trees

adleaf Deskinifer Desktil

Settings

Brush Size — [tos
Tree Density C 83
Tree Height Random? C—0

Lock Width to Height 4

Tree Width Random?

Random Tree Rotation 4
. ¥ Lighting

Incmpymenm 0ns cmeopenms IHWUX efleMenHmie

Unity 103BoJIsIE CTBOPIOBATH TPaBY Ta 1HIIN HEBEIMKI 00'€KTH, TaKi sIK KAMIHHS.
TpaBa peHIEpUThCS 3 BHUKOPUCTAHHSIM JIBOBHUMIPDHHX 300pa)ke€Hb, I1HINI OO0'€KTH
3a3BUYail € CTAHIAPTHUMHU MEIIaMHU.



[Ilo6 nmomatm meram mo naHmmadTy, Ha Bkiammi INSPector HaTUCHITH Ha
IIOCTY KHOIIKY, 3 KBITaMH.

Ockinpku He BUOpaHOo aetam o0'ekrta, momamo ix, HatucHyBmu Edit Details >
Add Grass Texture.

Binkpuerscs BiKHO, € MOKHA 3a7aTH KiJibKa BIacTUBOCTEH i Tpasu. Detalil
Texture mo3Boisie BUBHAYUTH TEKCTYPY, SKa Oy/Je BHUKOPHCTOBYBATHCS JIJISI TPaBH.
Taxo> MOXKHA BCTAHOBHUTH KilIbKa BiIacTUBOCTEH, Takux sk Max Width, Min Width,
Max Height, Min Height, Noise Spread, Healthy Color, Dry Color Ta Billboard.
Bci mi BmacTrBOCTI BU3HAYATh, SIK BUTJISAATIME TPaBa.

SIKIo BM XoueTe JOAATH MEIIH, 1100 HaMalioBaTH JeTalll Ha JaHamadTi,
HaIPUKJIaJ, KaMiHHS, IOTPIOHO MOBTOPUTH TOM € MPOLEC, IO 1 3 IMIOPTOM TPaBH.
Onnak 1mporo pasy, HatucHyBmun kHonky Edit Details, Budepite Add Detail Mesh.
BigkpueTrbcst BIKHO, /16 MOYKHA BCTAHOBUTHU KUJIbKa MapaMeTpPiB JIsl MELIEH.

KoHTpo/bHI NMTAHHS:

Ski € TeXHOJIOTIi CTBOpPEHHS JaHamadTy?
[Io Take terrain?

[HCTpYMEHTH 711 3MIHU BUCOTH?

[ITo Take mem(Meshes)?

[Ilo Take meiaep?

UuM BU3HAYAIOTHCS BIACTUBOCTI MaTepialy,

SonkowdpE

Camocriiina podora

JloompanroBaTu MpoeKT



