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Create

Reveal in Finder
Open

Delete

Rename

Copy Path X#C

Open Scene Additive
View in Package Manager

Import New Asset...

Import Package >
Export Package...

Find References In Scene

Select Dependencies
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Testing

Playables >
Assembly Definition

Assembly Definition Reference
TextMeshPro >

Scene
Prefab Variant

Audio Mixer

Lens Flare

Render Texture
Lightmap Parameters
Custom Render Texture

Sprite Atlas
Sprites >

Animator Controller
Animation

Animator Override Controller
Avatar Mask

Timeline
Signal
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Particles

Sprites >
Unlit >
Autodesk Interactive

Standard

Standard (Specular setup)

Legacy Shaders >
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Shader Skybox/6 Sided
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@ Lighting

‘ Realtime Lightmaps | Baked Lightmaps

v Environment

@ | ® Select Material
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Skybox Material (@ Skybox
Sun Source None (Light)
Environment Lighting
Source Skybox
Intensity Multiplie —@
Ambient Mode Baked

Environment Reflections

Source Skybox
Resolution 128
Compression Auto
Intensity Multiplie
Bounces ®

v Realtime Lighting
Realtime Global lllun
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Unity>Z B2 £ EWindow->Rendering—>Lighting Settings
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a) 3D Object—>Terrain
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Paint Trees
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ﬁ‘ - 3_ R Click to paint trees

Hold shift and click to erase trees
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