LEBLT 7 VE

& unity

Unity (I U & % X
~HIE #1E 5 ~

el REZ N L 727 —L vy v
http://japan.unity3d.com/

KB ABBED TR 2 ER O CHMZMEICL CTH2EHDHH Y 9., EMICIEIAROFERLECE T2 ERMEADZDTT, TTHEILZI N,
COBERNO O, —FMOXEZUnity AR 4 b2 55 HL T E 3,

© monolizm LLC



il

LSBT 7Y

o> THA XD

X

N
He

1n

Terra

Q
=
=
ks
©
=
S
=
©




LEBLT 7 VE

BTerrain & | ?

INK7e 7 4 — v F % ISR 5 BEEE,
T2 ICAERTX % X,

- EERED B L HITE D A Ak

c T IJRAF ¥ 7L v FICXD
i CZAet7x &) DEREfTHT
- RCE DA

UnityZy:\Terrain~ = = 7 )L
http://docs.unity3d.com/ja/current/Manual/script-Terrain.html




LEBnT 77U E

B/-7- L Terrain7Z \J U 2 #EZ IZEiL7n >

FEICHIEREN S D237 ) 721 &

EACHER ERELD 2HIEIX L Y,
MKYHMA Yy Y a2DHEZ ETXETEETED256 1,

72 D TR CEME R IE 2 1 2 56 1%,
oA 7y =7 b EflAGHLETES S,

235 W) ||
ED[F % /\E : https://youtu.be/gdmLOSIWPBS




LEBLT 7 VE

_ MDD WSRrS

VER 7 1% 13t D GameObject & [A] U,

X = =2 — > GameObject >
CreateOther > Terrain

LTI F — bt =2 —I|CTerrain? B0 X 41,
AVARTZE 2 —T XTI RXA—=XD
RERITS.




LEBnT 77U E

B

O

KREZX L XD

i a e ——— i~ — 2 2 b EARBEFRIT I,

Terrain Settings

Base Terrain

Draw )

Pixel Error —— I:l
Base Map Dist. — —
Cast Shadows %)

Material [ Built In Standard 4]
Reflection Probes [ Blend Probes . ]
Thickness 1 |

Tree & Detail Objects
Draw %)
Bake Light Probes For [

Detail Distance ——
Collect Detail Patches [

Detail Density ——) | 1
Tree Distance — | 2000
Billboard Start A . | 50
Fade Length A —
Max Mesh Trees (—— 5 ()
Wind Settings

Speed — —
Size * 0.5
Bending 0.5

Grass Tin e~

errain Width .
iz | Terraind K & X % 3ET 2 IHH,

e T 7N FEE500mPUFIC s o T W B,

Control Texture Resol 512 >:< Transform O) X 7_ — }l/ ci Terrain T ci ﬂ]\}\:‘&l\‘b

Base Texture Resolutil 1024

* Please note that modifying the resolution will clear the
heightmap, detail map or splatmap.

Heightmap

[ Import Raw][ Export Raw]
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Base Terrain

Draw Terrain DLV BY G DAY FI7EGYEZLGNET .

Pixel Error AT (heightmap, textures i &E) TR T B, ERSNB DT IEL T DREE ENESVIFERENMECGYETA, LS
DG DA —IN—AYREINSIEYET,

Base Map WM TIRFANRABBETCRIINDIRAER, COEMEHBRZLE. DEEDO-OICEBEFEIL-EREBIERINET,

Distance

Cast Shadows B NEEZETHEID,

Material M EHET SDITFEDNEITYT IV T IRFYDAT—F o RILBEDESITHTINOMNTHELET , FHlIE TIR
Fr ZSRBLTIZSN, ARSI TWSF T3

Built InStandard Unity 5.0 Tl PBR (Physically-Based Rendering) Y77 ILHVEFIN TULVET . ED splat layer TH. albedo & smoothness FAIZ18 D

TIRF Y, ERNARABAISEBE T IRAFFIMERDS—EIDEFEIEMNTEET, PBR E1ZES T —F — 2DV THO KLY EEMALIE
ICDONTIF, RAVE—Roz—4 — #BBL TS,

Built In Legacy Diffuse A&, Unity 4x LRTICHAAEN =, TV RARYTUTZILCY . SUN—NTAF72—RBOH)DFATAUTETIVE. £ T3
UTEBRI YT EYR—ELTLET,

Built In Legacy Specular COMAARTITILIZ. TV IR AR EERRE ) DA T4V T ETIVE. AT LAV THREI Y TEFR—ILTLE
T, BERFTAEDBLE MBEADEYZE, £ERICESTIEETHENTEET,

Custom WM EE T B1=0I12, hDRZLITIYTFILEEECEATHERALET , COXRTUTILIEHFEZL )G $ 5T &L= z—
B—TH (f=£Z £, B texture splatting £k 2 B%), HONLHHARAENTNAHA AL z—F —DY—RI—F£REEALT, £
DEERNEERBLTHTIXESITLLD,

Reflection Terrain (#u/12) IZH 1+ TL oL arTO—JDEHN A, CAHBBERSNEZDI(E, YILIavEFERLILUAY T HREER, E
Probes WY DIZEBFVHRILITITIVERBEDAHTY  EBIRATGEA T2 av ERUTDESYTY,

Off YIL93arFa—JREMSICEY., UITLIIavIZIFRADARY IR ERSNET,

Blend Probes YoLoSarda—J 888 HYET, TLoT4o 5 70— 0—J OB TOH ThhET, ELIZYILIL a0y Ta—T M
BWERIETIAHILED RET (N ILILaV ) ERESNET A, TIHILEDREEVILIL a3 TO—TEDRDI L T4 T 1E1TH
nNE€A,

Blend Probes And YIL92arTa—RENEYET, TR—DJETA—T DO/, BLKUTO—TETIAIEREDEDEA T, TLoT12T DT

Skybox hhFET,

Simple YILo2arFa—IJRBHIHYET, Z DU LDGRBENELSHB LN HEH5EE. TO—JEO—TDOETILUT1T 1E1Th
nNE€A.

Thickness YEDEDARIZH>TE DS Terrain DERHFNFEZELITEMEID, #BIHAEE. AT DI MEIREH S thickness EFEICTEDELY

ECAETEERTD(DYRAL)ELHYBET . TDEEEELT thickness DIEZEKRELT B &, Continuous E—F D & itz 224
EBEIHTIC. BRICELKAT O ILDTYIRITEH S CENTEET,
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Tree & Detail Objects (BRETAT—ILATOTIR)

Draw BAR, B, BRUOTAT—ILEHETE0EID,
Detail Distance BREMBEBRADETAT—ILDNERINSG, (AASHLD) FERE,
Detail Density —EDHEANICHFEETEDITAT IV EFTOIIDE BIEF BT DELUF )T —IN—AYREINSTEET,

Tree Distance BREEEBADEBANEBINS, (WATHLD) IBEE,

Billboard Start 3D ATV UMELR—FERICEEMZ 5N D (WASH D) BERE,

Fade length BARD3IDATOIRSEILR—F OHIYEHLY DRER,

Max Mesh Trees 3D ETILTRERT DV —DHERAH, COFIREZEZHE, V) —FELR—FICEESHIOSNET,

Wind Settings (BLMD % 5E)

Speed AN EZREEDIRAE—K,

Size BOEATUTERNPRNEEDNRIOY AKX,
Bending BA IO RIZE->TLEDHE,

Grass Tint BAIDOrOERICERINSBEL,
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Resolution (F2{& )

Terrain Width

Terrain Length

Terrain Height

Heightmap Resolution
Detail Resolution

Detail Resolution Per Patch
Control Texture Resolution

Base Texture Resolution

WMBAT oD X EA RO B A X (B : world unit)

MRA T IO, Y EA R DY A X (BAL: world unit)

Y EE4Z E D Heightpam (B &< YY) DRIEE xS ED E (BAL: world unit)

D Heightmap (B VT) DEVEILEEE Q DR E + 1 127351XF TT, fl: 513=512+1)
BROTAT—ILOED/INVFERET D, TVTDRBE., REBENBWEE /ST IL/NSEEMITRYET,
—EORA—a—LTLYE =SB/ FDEAHDES (18)

WABWBIEHFEDT I RF v EFI#HT S “splatmap” DEREE,

Basemap Distance (L85 R)#HBADIEMNOR-ESICHE ETHERASINS ST IRATFrDREEE,
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Raise / Lower
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Terraina VR —F3 YV FDEDPL2HEHDOFR X VAL TH K S |
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Paint

v up I Terrain e . S = . .
vlﬂaﬂﬂmwM 7UL7£F7/7LE%%
Paint Height %_‘/—\E D % é K: j— % o l!‘iﬂtﬁ

Heold shift to sample target height.
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M2 mworict sy —,

Smooth

vy ¥ Terrain
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Smooth Height

Brushes

f 000 T 9E® - VY
LM e s

Brush Size O 53 |
Opacity O

AN AW 1
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EREE 3, ] Shift-Q T Raise/Lower ¥V — v 25&ER S E 3, )
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 Shift+ 2 v = (<) & Shift+ F v b (>) T, Tree (BER) IfEHAJGELR A 7T = 7
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Paint Texture
Select a texture below, then click to paint

ALl ERE L] BN
I =

Textures

BEOT I AF YT LV F
LEBOEY T 5 23T
X5, RUICEFHAIANLTET 7
AF¥BT I HNLEFELTT
LA VEIKICEES N 3B,

BAIRANTZT D RTF
| # Edit Textures... 7_'7X9:’V§§ﬁ37~5&{}7|':97/
e = ISV DRES
"I?::Z?Strenqth v{_‘, ﬁE} 7 7Y 2 gﬁé

TORFXYTLURDESE




LEBLT 7 VE

WO L THA LD

T 7 AT ¥ %
Ty bR FTLT v M2




LB T 7 U

WA ARAEAR |

Terraina vV FR—F VY P DONR~—27 2L CTAHA XD |
NV REREZ 5 — )b,

. - Kux 7V ELBMNEICT VE
¥ M Terrain W > > - R
I - S Ll A XTHEZ A Z LB T

Place Trees N—

Hold down shift to erase trees g{ 5 o 7k D 2 73: 2 j— 7\\7\/\\ L 7

es,
Hold down ctrl to erase the selected tree type.

Trees kT 3% OKl

T LAUERITEEEL-#HOKREEA SRR

tree_a tree_d tree
[Mass Place Treeﬂ/ ["Edit Treesﬂfﬁfmﬂ— K%Eﬁﬂﬁ{}?ﬁg)
:::h":i:e -0 2l T5NKES

B —— i
e Height Random? [+ A=)

Lock Width to Height [+ E = 4x > 08
e - P REWBZDBEDHAXDLUD

Color Variation O 04 ]

TELHEMNZ D TEHMIEZZ !
http://docs.unity3d.com/ja/current/Manual/terrain-Trees.html
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v M Terrain &,

(a [ ad 2| WA %] W o7 vV ELRPEICT V&
S _" L7} A XTHEZ 5 Z L 23T
Brushes - %60 %U%&b)j—7\\yl7

Mee® +c®®% v THOK

Details

B EHRMARALREY

| # Edit Details.". || Refresh | 759@*%3
:!tt::’l;-! . ¢_ 7‘5:/—60) gﬁé

g::;:rstmmth C-;C [%_/ —759-6*@2%)%0)%

TEHIENZ LD THMIFSZ !

http://docs.unity3d.com/ja/current/Manual/terrain-Grass.html
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WindZoneZzEBNIL TH X 95 | FIIPIPARIED

Terrain Settings ‘

BREENDE X HIcs X ] e

Draw i
GameObject Component Window Help Pixel Error O[5 |
) Base Map Dist. —— — -
Create Empty Ctrl+Shift+N Cast Shadows o
I Create Empty Child Alt+Shift+N P Material | Built In Standard ™
| 3D Object > Cube Reflection Probes [ Blend Probes Ny
2D Object > Sphere Thickness [1 |
i Light > Capsule Tree & Detail 1:)I:J¢a.|:mi
. . Draw
Audio > Cylinder Bake Light Probes For [
ul > Plane Detail Distance —_——
Particle System Quad Collect Detail Patches [
Ca Detail Density — ) 1
mers Ragdoll... Tree Distance ——[2000
Center On Children Terrai Billboard Start ']
=T Fade Length A — | 5
Make Parent Tree Max Mesh Trees (—| 50
Clear Parent Wind Zone Wind Settings
" . s ——p— | 0.5 (XY
Apply Changes To Prefab 3D Text s::d = E@*
—— —
Break Prefab Instance

Bending — — (.5 =
D B

Set as first sibling Ctrl+=

Set as last sibling Ctrl+-

Move To View Cirl+AltsF Terrain Width 500

) ) . Terrain Length 500

Align With View Ctrl+Shift+F Terrain Height 500

Align View to Selected Heightmap Resolution 513

Toggle Active State Alt+Shift+A Bl el uien B
Detail Resolution Per F 8
Control Texture Resol|512
Base Texture Resolutii 1024

* Please note that modifying the resolution will clear the
heightmap, detail map or splatmap.

Heightmap

[ Import Raw][ Export Raw...
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