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1. BIE—1IR

2. BEXHFRZERY9Skybox

3. 1EESkybox3:8L /5“6 Sided”

4. EIFECEARIBISIEE R

5. 15EEFESEEWindow->Rendering->Lighting->Environment
a) EESkybox Material /IR BIZAIF 5
b) MEZHRER

© Inspector @ Lighting ® O @ Select Material

O Inspector

= | Folder - : :
I T— ﬂ Skybox CERS el B Realtime Lightmaps | Baked Lightmaps & ]
Vo iha:er : : Shader Skybox/6 Sided v ﬂ ybox a v Environment Assets
esting 4 L 1% a
s el > ? | ) Shader Skybox/6 Sided v | Skybox Material [ Skybox
ssembly Definition In .
Assembly Definition Reference E Shaders | [O\l ] Sun Source ‘None (Light)
s i *Pos i Environment Lighti
. ghting

- Rotatig] Mebile TintC

> A
Nature > < Skybox source Swor
e Front[+ 5 EXpOS Intensity Multiplie ——@
udio Mixer VR N ./ 6 Sided Ambient Mode  Baked
Create > I
e Rotat
Reveal in Finder Lens Flare £ ; F t [ C u bema p Environment Reflections
Open Render Texture | ron -
Delete Lightmap Parameters Back [- GUI > Pa noramic 2ourtl:e f:;/box
Rename Custom Render Texture esolution
o e R, Particles > Procedural
Copy Path NEC| o atis Compression Auto
Open Scene Adtive | sprites > : Intensity Multiplie ® 1
View in Package Manager Animator Controller Spﬂtes N Bounces .
Import New Asset. ey = [+ ol 2
Imzon o " :nir:a&:‘r o:erride Controller  Autodesk Interactive Back [- v Realtime Lighting
Export Package... s Standard Realtime Global lllun
Find References In Scene Timeline Standard (Specu'ar setup)
Select Dependencies Signal v Mixed Lighting
e el B Right [+ Legacy Shaders >l = : ——
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BEEZ—1M5R

B ERERE /I Skybox
1553%ESkyboxz£BY9“Panoramic”

Spherical (HDR) ZppikiF—ikEeEE R, FXAEEER
Advanced->Generate Mip Map, &R iEsEHIN
MappingHIEIRIE S = ERYRELHITIREE

1. 360£8E: %FLatitude Longitude Layout

2. GEIZ=E=E: 156#¥6 Frames Layout
UnityS2EFi5EEWindow->Rendering->Lighting Settings
a) EEﬁSkybox Material IR EIEEAYM R

b) WMEIH=RER
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BUE—Unity bz
a) 3D Object->Terrain
b) TEEHEESE" 1 ElfrE, iEi¥ERaise or Lower Terrain, =i {EH0HHZ
RS E, EALEES N EIRG, EESE=IPaint Terrain
fEEdit Terrain Layers9, EECIFEFHIE, AMFIRINSCEE R
a) INPUESCE, EEFEAIRdSsR, WERSplat Map
4. 1BREERNEFR, fETerrain Resolution¥M&EFEImport RawS AT IRE RIS
EE, FRYSENFEEE
a) height.raw: 1025 x 1025, 8bit, 11EE
b) pubg_erangel_height 116 _lodO.raw: 4097 x 4097, 16bit, IBM PC, 1i&@&
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Paint Trees
- Click to paint trees.
52])3-1:
Hold shift and click to erase trees

453

1. B A06-Tree.unitypackage N —————
2 . %Tq:iﬂ_j,ﬁ 7/ *Ei;% EIJ Eg_/l\ = 1: 7\ [Tr:i?ees defined
3.

4

5

6

152 Edit Trees->Add Tree
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1. ETEWERSSR

2. FAEEGA BRI ETNS E A EIHE
a) wEMML, LSRG ICameraZgi—EL RFE5)
b) FA if (Input.GetKey(KeyCode.W)) &85, LI
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