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HasBaHue kypca | Tema ypoka

CeropgHsa Mbl y3HaeM:

*

YTo Takoe naHgLwagT
naHgwadTHLIN on3aunH

NHcTpymeHT Terrain

Y3HaeM (pULLKKM co3oaHn4d
naHgwadgTra

Co3pgaem cBon MuUp

&



Y10 TaKkoe naHawamT?
NanpwadTHbIN AN3anH?
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JTJaHpwagT — MEeCTHOCTb, 3anoJIHeHHas
penbeomM, HEPOBHOCTSAMMU,
PACTUTENBHOCTBIO U NPOYNUMU NPUPOLAHBLIMU
oeTansamu,

NaHpwadhTHbIN AN3aNH -

3TO HanpaB/ieHNe, OCHOBHOW 3aa4en
KOTOPOro aBnseTcs hhopMupoBaHue
KOM(OPTHOM apXNUTEKTYPHOM cpeabl C
MCNONIb30BaHMEM CPEACTB 03e/IEHEHUS,
reonnacTuKmn, apxXuTeKTYPHbIX (hopM,
OEKOPATUBHOIO NOKPbITUS.




Kakue urpbl c naHgwadToM Bbl
noOMHuTE?

&
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Mpumepbl naHpwadToB B Urpax:

&



HasBaHue kypca | Tema ypoka

Mpumepbl naHpwadgToB B Urpax
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Assets > Scenes

Terrain - cozpaHue

Y106bI CO30aTb NOAOOHbLIN
J'IaH,EI,LIJa(pT, HeO6XO-D|MMO SampleSc... TerrainSce...
MCNONb30BaTb MHCTPYMEHT Terrain.

GameObject Component Window Help

l Create Empty Ctrl+Shift+N
Ho nepep aTnM co3panTe HOBYIO I Sraetiigy Shikl Alteshiit=N
. Create Empty Parent Ctri+Shift+G

cueHy 1 HasoBuTe TerrainWorld. 3D Object B cuwe

Effects > Sphere

Light > Capsule

Audio > Cylinder
3anas Ha 3Ty CLEeHy, co3ganTe Moo | b

u
Te p pe VH : Ul Toolkit 2 Text - TextMeshPro
. . . Camera Legacy N

GameObject > 3D Object > Terrain Visual Scripting Scene Variables P

Center On Children

—— Terrain

(:l.:ar 33!"9!‘71‘ Irfe G
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Terrain

TeppenH - 60nbLIOW y4aCTOK, C
KOTOPOM MOXHO BbINOMHATb
pasnnyHblie gencteuns. Mo cytn 3To
KOMMNOHEHT, B KOTOPOM eCTb
MHOEeCTBO HACTPOEK U
NHCTPYMEHTOB

1 - JobaBuTb eLle OauH KBaapaT
TeppenHa

2 - I3aMeHnTb hopMy TeppenHa
3 - lobaBUTb OepeBbS
4 - 1obaBUTb TPaBy, KYCThbl

5 - HacTpouku TeppenHa

w= ¥ Terrain

No tool selected

Please select a tool

&
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Paint Terrain

ITOT pasnes N03BONAET USMEHSATb PopMy.
TEKCTYPY TeppenHa.

1 - Kakoe pencrteue byaem BbINOAHATb C
TeppenHoM. BeibpaHo Raise or Lower Terrain -
paboTtaTtb ¢ hopMou TeppeHa, Aenatb
BO3BbILUIEHHOCTN Y HU3MEHHOCTW.

2 - cnonb3yeMas KUCTouKa

3 - PasmMep KUCTOUKMU

4 - Cvna paBneHns KNCTOYKM

5 - lobaBneHmne cBOen KUCTOUKMN

BAXXHO!!! Ecnn xoTuTe NOHN3UTb y4aCTOK, TO
3axmnmanTe Shift + JIKM

w= ¥ Terrain

v
<>

Raise or Lower T"’j"“‘
Paint Terrain

= v Terrain

A+

vt
Raise or Lower Terrain
Left click to raise.

Hold shift and left click to lower.

Brushes New Brush...

Brush Size

Opacity
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Paint Terrain

Terrain

; Untagged

Transform

»
w v Terraln

% 4

Raise or Lower Temain

Brushes

¥ v Terrain Collider

'y

-*

New Brush

&
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Paint Terrain

st
<**
1. Raise or Lower Terrain. [0BbICUTb UAN MOHU3UTH falss o LowetTanal
TeppelH. OTBeYaeT 3a pUcoBaHMe BbICOT U ¥ 1Raise or Lower Terrain
HU3MEHHOCTEMN. 2 Paint Holes
. 3 Paint Texture
2.Paint Holes. PncoBatb abipbl. YoanseTt yacTb jSet Nechs
BbIOpaHHOM TEKCTYPHI. ‘ o
5 Smooth Height
3. Paint Texture. PucoBatb TekcTypy. [o3BonseT Ha Stamp Terrain

BbIBpaHHOM y4YacTKe pucoBaTb TEKCTYPOMN.

4. Set Height. YcTtaHOBMTb BbICOTY. YCTaHaBNMBaeT
ONpefeNeHHY0 BbICOTY Ha BbIODpaHHOM yyacTKe.

5. Smooth Height. Crnagntb BbicoTy. Crnaxusaet
pesKue yrnbl TeppenHa.

6. Stamp Terrain. LLITamn Ha TeppenH.
EoMHOBpEMEHHO NO3BONSET HAPMCOBATb Ha TeppenHe
OOMH pPa3 KUCTOYKOM 3a KIUK.

New Brush...

&
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Paint Terrain - Paint Texture

# v Terrain w i = v Terrain
Y106bI pUCOBaTb TEKCTYPOM, HAJO “ w8
CHayasia co3faTb CNOM TEKCTYpbI. Paint Texture Paint Texture
Onga atoro Haxxnmaem Edit Terrain Fainteihe felecladMateraliayar anio-tnaciairaln taxive Paints the selected material layer onto the terrain texture
Layers 1 Bbibpaem Create Layer. |[BEEEUEE Settings
B HOBOM OKHe MOXXHO BbIbpaThb Default-Terrain-Standard (Material) Default-Terrain-Standard

ntobon cnpanT ong Toro, YTobbI
pUCOBAaTb UM Ha TeppeNHe.

Terrain Layers Terrain Layers

L Edit Terrain Layers... 1 Create Layer.

ﬂpeﬂ,BapMTeﬂbHO ckavamnTe Al Layer
HEeCKOJ1bKO TeKCTyp n3 l/IHTepHeTa Brushes Replace Layer...
nnu Asset Store. [1obaBbTe X0OTH BEGIRE e

6bl 3 TEKCTYPHI
Terrain Layers

MBAXHO!!! Korpa Bbl nobaBnseTte
NepBYy TEKCTYPY, TO eu
OKpalumBaeTcs BECb Teppef/]H_ NewLayer JewLayer 1dewLayer 2

£ Edit Terrain Layers...
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Paint Terrain - Paint Texture
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Paint Terrain - Set Height

YcTaHaBnAMBaET onpeaeneHHyo BbICOTY Ha BblIOpaHHOM
yyacTke. M3HavyanbHO BbibpaHo O - TO ecTb yCTaHaBNMBaET
HYNEeBYH BbICOTY.

o ant &

~

&
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Paint Terrain - Smooth Height

CrnaxkuBaeT pe3Kue yribl TeppenHa. B
napameTpe Blue Direction uem 6onblue
CTOUT YMCNO, TEM CUJIbHEE OHO
crnaxkueaeTt. Ha kapTuHKe crnpaBa
CpaBHeHue c uncnom -1 (cnesa) u
yncnom 1 (cnpasa)

z= v Terrain

Smooth Height

Brushes New Brush...
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Paint Terrain - Stamp Terrain

EovHOBpeMeHHO no3songaeT
HapucoBaTb Ha TeppenHe OOuH pas
KNCTOUYKOM 3a KJIUK.

1 - BbICOTa, Ha KOTOPYIO BO3BbILLAETCA
TeppeunH

2 - byoeTt nn CTaBUTbCSA Bbille
onpeneneHHoun BbicoTbl (0) unn bynet
nobaenatbcsa ceepxy (1)

Y
<>

Stamp Terrain

Left click to stamp the brush onto the
terrain.
Hold control and mousewheel to adjust

height.
Hold shift to invert the stamp.

Stamp Height
Subtract

Max <--> Add @® 0

Brushes New Brush...

&
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Create Neighbor Terrain

lNo3BonaeTt co3natb PALOM C TEKYLLUM
TEeppEeNHOM elle OaVH.

1 - Hy»>XHO N1 co3aaTtb HOBbIV TEPPENH
MCMOb3ys BO3BbILEHHOCTU PSOOM
CTOSILLLEro TepperHa

2 - Kak bygeT npukpennaTbCsa TEPPENH
3 - lNMepexopn

4 - OT3epKanuBaHue

#= ¥ Terrain

&

= ¥ Terrain

L 4

Create Neighbor Terrains

Click the edges to create neighbor terrains
Fill Heightmap Using |v

Fill Heightmap Addres Clamp

Clamp
Mirror

v
% v Terrain Collidé

Material None (Fnysic Material)

&
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Create Neighbor Terrain

YT106bI CO30aTb TEPPENH, HYXKHO
OTOANUTLCA N KNTUKHYTb Ha KBaapaTte

i Tag Untagged~ Layer Default »

e 3

Add Component

&
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Create Neighbor Terrain




NpaKTuka:

[lonpobynTe co3gaTb rOPUCTYIO
MECTHOCTb C MICMONIb30BaHMEM Pa3HbIX
TEKCTYP

&



lNepepbiB

Jlydlwnim nepepsiB - BAKTOPUHA

&
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Nob6baBngaem
PacTUTENIbHOCTb
n pepeBbs

&
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MMnopT Mmatepuanos

1-24 of 226 results for trees Sort by Popularity v View Results 24 v

trees x Free Assets x

MNepen Ha4yanom CTouT ckadaTtb cebe
3aroToBKW 415 pasMeLeHmns
pacTuTenbHocTen. Bbutb 3anpoc B
Asset store:

- Trees

- Grass

BynobTe BHUMaTENbHbI MPU CKaunBaHNK
TpaBbl, BAM Hy)Ha He TeKCTypa aNs
MaTepuvana, a UMeHHO pNg PUCYHOK C
NoNynpo3paYHbIMN YacTAMM

1-24 of 134 results for grass Sort by Popularity v View Results 24 v

grass x Free Assets x
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[ ] = -
Pal nt Trees # ¥ Terrain
1 - MaccoBoe pasmelleHne gepeBbeB. PasmellaeT Paint Trees
BCe OOCTYMHble OePeBbS B CNYYAMHbIX 4OCTYMHbIX Click to paint trees.
MecTax. Hold shift and click to erase trees.
2 - PegakTun poBaTb OepeBbA 3TOrO TeppeVIHa, Hold Ctrl and click to erase only trees of the selected type.
34eCb UX MOXHO 0006aBUTb, Trees
3 - PazmMep KUCTOUKM No trees defined.

L Edit Trees... Refresh

4 - TIpOLEHT 3anoNHEHUS pasMepa KMCTOUKM

hepeBbaMu Settings

Brush Size

5 - BoicoTa gepeBbeB Tree Density

6 - BygeT N1 3aBUCMMOCTb LWVPUHbI AepeBa OT ero Fres Heignt Random2 (¥
BbICOTbI Lock Width to Height v
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HGES Trees

No trees defined.

Pai nt Trees No trees defined.

Add Tree

L Edit Trees... R{ 0
Settings Edit Tree

YT106bl 06ABUTL OEPEBO HAXMMAEM Ha Settings
Edit Trees v Bbibepem Add Tree. B HoBOM [EEEINESFE 40 Brush Size Remove Tree
OKHe Bblbepem Moaenb aepeBa, KOTOPYHO ‘ .'
Add Tree n
XOTUM J06aBUTb
Tree Prefab @ None (Game Object)
MNocne 3Toro AepeBo MOXHO BblbpaTb Bend Factor 0
JIKM 1 pasmelaTb NX KUCTOUYKOM Ha | Please assign a tree
TeppenHe.
BAXXHO!!! He 3abygbTe HaXaTb KHOMKY
Select GameObject
Add uTobbl pob6aBUTL AEPEBO a

Assets

W Tree9 2

0

Player Ship PlayerShip
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Paint Trees

I
- ™ w ty * »
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Paint Details

JTOT pasgen Nno3BonseT A06aBNaATb KAPTUHKM
TpaBbl Un Nobble gpyrme TEKCTYPHbIE AeTasu.
YT106bl 06aBUTL AeTanb. HyxHo HaxaTb Edit
Details v BbibpaTb UTO Mbl XOTMM [06aBUTD.

IOns Hauana nobaBmm TpaBy. He 3abyabTe ckayaTb
nx n3 Asset Store.

= ¥ Terrain

Paint Details
Click to paint details.
Hold shift and click to erase details.

Hold Ctrl and click to erase only details of the selected type.

Details

No Detail objects defined.

Add Detail Mesh
Add Grass Texture
Edit

Remove

Detail patches currently all

Detail instance density: 167

&



HasBaHue kypca | Tema ypoka

Paint Details

1 - Ccbika Ha TEeKCTYpy TpaBsbl. CnefyeTt HaXaTb U
BblbpaTb png TEKCTYPY.

2 - MMHMManbHag WupmHa Tpashbl
3 - MakcumanbHaga WwupurHa

4 - MMHMManbHas BbiCcoTa

5 - MakcumanbHaga BbicOoTa

6 - 3epHo pacnpeneneHnsa Tpasebl. 3agaeTcs
cnyyarnHoe unu BbibpaHHoe.

7 - Pasbpoc TpaBbl Apyr oT Apyra

8 - MNpobenbl B TpaBe OT KpaeB NPOPUCOBKU
9 - O6bIYHbIV (30,0POBbLIN) LBET TPaBbI

10 - LLBeT rpsssHon TpaBbl

11 - byneT v gaHHas TEKCTypa TpaBbl Bcerga
CMOTpPEeTb B KaMepy. Takasa MexaHMKa Ha3blBaeTCS
billboard.

Add Grass Texture

Detail Texture

Min Width

Max Width

Min Height

Max Height

Noise Seed

Noise Spread

Hole Edge Padding (%)
Healthy Color

Dry Color

Billboard

Z1None (Texture 2D)

1
2
1

2
1980059154
0.1

&

_ ‘
N

v

| Prototype is missing texture.
.

&



Terrain Settings

HasBaHue Kypca | Tema ypoKa Basic Terrain

Grouping ID

Reconnect

Terrain Settings

HacTtpounku TepperHa. OnncaHme BCex HACTPOEK Mo

Two Sided

CCblJ1Ke - R(;f\ecli(;I“ Pr Blend Probes
https://unityhub.ru/manual/terrain-OtherSettings Material ® Default-Terrain-S © [Creates:
Tree & Detail Objects
v
ake Light Probes
PaCCMOTpl/lM T€, KOTOPble MOIyT NpuUroanTca npamo : ight Prot v

cenyac: , e Tree Prot

1 - BKNoUMTb\OTKNOUNTb NOKA3 AEePEBLEB M AeTaNIEN
2 - PaccTosiHMe, Ha KOTOPOM MOKa3blBaeTCH TpaBa

3 - PaccTosiHMe, Ha KOTOPOM MOKa3bIBalOTCSH AepeBbs
4 - lnpunHa TepperHa

5 - InvHa TeppenHa

Mesh Resolution (On Terrain Data)
Terrain Width 1000
Terrain Length 1000
ight 600
olution F 32

olution 1024

6 - BbicoTa TeppenHa
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CoBeTbl Nno
neBen-gu3anHy
Ha TeppeunHe

&
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Wcnonb3yuTe foNosHUTENbHbIE
- He NnpupoaHbIe acceTbl.

XOTb Mbl CEMYAC TOBOPUM U NPO
naHgwadT, He 3abbiBanTE UTO eLle
nyylle oH byoeT cMOTPEeTbCS BMecCTe C
OOMaMun, NOCTPOMKaMK, Aoporamm u
NpoYMMN OeTanamMu.




&

Ucnonb3yuTte npumepbl
(pedepeHcbl) U3 ppyrux urp

Bce Benukune XyaoxKHUKM HauMHanu ¢
TOro, UTO NEePEPMCOBLIBAIN KAPTUHbI
M B MOMEHT NepepPMCOBKM N3yYanu
CTWUNb U yunnucb. Bosbmute
OT/INYHbLIN NEN3AXK U3 OPYFON UTPbI U
nonpobynTe ero NnOBTOPUTL (B 3TOM
HeT nupaTcTBal)




&

MDOKYCHbIE TOUKMU

B nrpe Bad Company 2 Ha nokaumum
NCNOJb3YHTCH F’MraHTCKme
BEeTpPOreHepaTopbl, KOTOPble MOCTOAHHO
3abupatoT B3rngg v BHUMMaHue Ha cebs.

BeTporeHepaTtopbl pa3bpocaHbl N0 BCew
KapTe. [ToMMMO TOro, YTO OHU ABMSAOTCS
3aNOMUHAKLLMMUKCA OPUEHTUPOM U
OENCTBUTENBbHO NMPAaKTUYHbIM (DOKYCOM:
MNAasa HA HUX, UTPOKM HAbMoaakoT 3a He6oM
N, TaKMM 0bpasom, HanoMuHarT cebe o
HeobxoanmMocTn BbITb OCTOPOXKHBIMK C
BepToneTamMmm B 3TOWM JloKaLum,




MDOKYCHbIE TOUKMH

MpocTas hoKyCHas ToukKa ™
MOXET KapAMHaTbHO U3MEHUTD ¥
BOCMPUSITUE YPOBHSI.

[loMecTuTe POKYCHbIE TOUYKMU
TyOa, Kyaa Bbl XOTUTE
HanpaBuTb B3rnag urpoka. C
3TOr0 MOMEHTa BaM NPOCTO
HY>XHO BblbpaTb, Kak caenaTb
TakK, YTObObl OHW BbIAENANNUCH.
[lpowie BCero Bnagatb B
KPanHOCTU: CAenaTb HEeUTO
bonblioe, APKOe, LiIBETHOE.




YCTAaHOBUTE HEeKoTopble
rpaHuLbl

rpaHI/ILI,bI — 3T0 cnocob nokasaTtb
MrpokaM, Korfia OHU NEPEAC TR Solid Boundary clealryinfofming

O[HOW 30HbI B Apyryto. CyliecTsyeT ABa the player where enemies are
ThnNa rpaHny — MArkme rpaHuubl “ and defining the area of combat.

TBEpAble rpaHuLbl.

TBepable rpaHunLbl MOTyT
MCrnonb3oBaTbcsa A9 0603Ha4YeHNs
30Hbl HEOXXWAAHHOCTU UM aKTUBHOCTM
NPOTUBHMKA. Bbl HE XOTUTE, YTOObI
NFPOKW 3HANN, YTO HAXOAUTCS BHYTPW,
N XOTUTE, YTOObl OHM YETKO MOHMMANM,
YTO MEHSOT MECTOMOSTOXKEHMNE,




&

[danTe Urpokam XopoLuyo
OTNPaBHYI0 TOUKY

jelocation is framed
lea dinglines created by

OT TOro, KaK UrpoKu nonaayT B 2’ | \\ "N U e
30HY, byOeT 3aBUCETb UX i“ B N Ny \
nepBbIM War. HaunHamnTe
MIPOKOB C NMPaBUSIbHOMO
HanpasieHuna n ybeamnTech, YTo
MX CTapTOBas NO3ULMS OAeT UM
BU3yasibHble NMOACKA3KM U
BapuaHTbl AENCTBUN.

|
’

L
e
; % X
e'path a head s 0,
Y X ! / * A > e " Viéw of openings informs
A, A < *% players that thece is more to
}’*’ﬁ;e, and glves them the option

" to explore.< ©

l\
¥ 2
(4 The player hal ﬁ%ar v:eéi.ﬁ_th
F = (Y - .
g v




HasBaHue Kypca | Tema ypoka

Ba>xHoe HanNoMMHaHue

Mol genaem urpy, B KotTopom byaet 2
YPOBHS:

- C kocMmunyecknm Kkopabnem B kocmoce
- C TeppenHoM Ha 3emne

[MpuaymanTte TO, Kak X MOXHO CBHA3aTb
CIHOXXETHO. Hanpumep, MOXHO caenartb
4YTOObI B HA4Yarne urpbl Mbl NETENN Ha
Kopabne, conBanu acteponbl B NOTOM
caguMCcs Ha nnaHeTy 1 NPoAoIKaemM urpatb
y>Xe 3a yenoseka. inu HaoboporT -
Ha4YnMHaeM c 3eMsim, caanumcs Ha kopabrnb U
Aanblue rnosBsieMcs yXXe B KOCMOCe.
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NpaKkTuka

Co3panTte TeppenH U pa3sMmecTuTe acceThbl Tak,
4YTOObI BCA KapTa 6bina 6bl IorM4eckum
NpoAOSKEHMEM BaLLEN UrPbl NPO KOCMUYECKUM
Kopabsnb. icnonb3ynte Kak MMHMMYM 3 COBETa U3
TeX, KOTOpble Mbl BaM ganuv. Yaayu!

&



Bpem4a Bonpocos!

&



Beb-pa3spaboTka | YTo Takoe canT

YTto bypeT Ha cnenyloweM 3aHATUM:

4

3yunM 4TO TaKoe peHLEPVHT 1 Wengepsl

HayunMmcsa nonb3oBaTbCqd MHCTPYMEHTOM A5 CO34aHMUA
athekToB B Unity

Co3paamm HeCKONbKO 3ahheKToB s Hawwen nurpbl!

&



3anosiHm, NoXanyucTa,
dopmy 0b6paTHOM CBA3K NO YPOKY

&



0o BcTpeuun!

&



HanomMuHaHue pns npenopaparend

e [lpoBepuTb 3anosiHeHue XXypHana
e 3anonHuTtb thopmy T22

&



