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Demo scenes

Now, as you have imported the whole “Low Poly Modular Terrain Pack” to your Unity
project, go to Low Poly Modular Terrain Pack/Demo/Demo_Scenes - and open any Demo

Scene (here is a Demo_04 example). By default, the scene should look like this inside the

Game view without any image effects applied. Scene by default, use Gamma Color Space.

To make it look like this:




you need to use Post-Processing Profile on each demo scene.

Follow the steps below to setup Post-Processing image effects for Demo Scenes!

Post-Processing in Unity 2019.4 LTS and up

*You need at least Unity 2019.4 LTS to setup Post-Processing by following my tutorial!

BONUS

UPDATE! You can watch my video tutorial on the lighting and post-processing workflow |

use for my low poly scenes if you want to light your own newly created scene in Unity:

Unity URP Tutorial - Lighting And Post-Processing

Unity 2020 Tutorial - Lighting And Post-Processing Low Poly Scene



https://youtu.be/5r8n1XTTMLc
https://youtu.be/5r8n1XTTMLc
https://youtu.be/uwYf1yMPuvk

How to Setup Demo Scenes (Post-Processing) in
Unity 2019.4 LTS and up (For PC)

Before we start, let’s open the Demo_04 scene located at: Low Poly Modular Terrain

Pack/Demo/Demo_Scenes

<0 Demo_04

Then go to File > Build Settings

Make sure you are using a PC, Mac & Linux Standalone build.

@ PC, Mac & Linux Standalone 4

- Universal Windows Platform

| fa) Xbox One

SRR EERERERETEE

G =]

2

3

4 IR

Default

Player Settings... .~ Build | Build And Run



1. Change to the Linear Color Space

Go to the Edit > Project Settings

Open the Player tab, Other Settings section, and set the Color Space* to Linear.

DefaultCompany
Nature Bundle-TEST
0.1

2. Install the Post-Processing

Go to the Window > Package Manager

Set view to All packages, search for the Post Processing, select it, and click Install.




*NOTE: If you have problems in the later steps setting up the Post-Processing:

e Restart Unity.
o Ifit still doesn't work, go to Window > Package Manager, and remove the
Post Processing package.
o Restart Unity

o Install the Post Processing package again. Now it should work.

3. Set up the Post-Processing

Select the Camera in the Hierarchy, click on Layer > Add Layer

vlcamera | s

v 0: Default

i ar All
v € Demo_04 H

) Camera

1: TransparentFX
2: Ignore Raycast
4: Water
5: Ul

8: Player

Let’s add a new layer to any blank space and call it Post-Processing (you can call it

however you want).

Post-Processing|
—




Select the Camera again, click on Add Component, and type post in the search bar.
You should see 3 Post-process components. Click on Post-process Layer to add it to

the Camera.

M
vIM

Add Component
a =

Search

Post-process Layer

And set the Layer to Post-Processing (the Layer we just createq).
Also, | like to set Anti-aliasing to Temporal Anti-aliasing (TAA) - to get rid of those

jagged edges and some screen tearing when moving the Camera in the game.

<lcamea

g MainCamera

)
SRS < S




Now, inside the Hierarchy, we need to Create Empty gameObject

Create Empty Child
3D Object >
2D Object >

Let’s call it Post-process Volume

o All
7 o
Y& Domooa" : v P?st progess Volume‘

| Untagged

) Post-process Volume

a All
v -D
v & DoraE . v Post-process Volume

ag Untagged v

v € Demo_01*

Add Component
(<] X

Search

Enable Is Global

v

0
| None (Post Process Profile) ©®©| New
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Then go to Low Poly Modular Terrain Pack/Demo/Demo_Scenes/Post-Processing. Here
you can find my pre-made custom Post-Processing Profiles, which we can use for

every Demo scene to quickly apply effects like Color Grading, Ambient Occlusion, etc.

Drag and drop Demo_04 (Post-Process Profile)

a All
v € Demo_04*

Post-process Volume

IS SIS

Here you can see what effects this scene is using, which you can easily edit:

v
1
0
3 Demo_04 (PostProcessProfile) ) New | Clone

‘Add effect...
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After completing these steps, your scene should look like this:

*For Low-End PC’s - if you hit play and it lags, try disabling Post-Processing effects one by

one on the Post-Processing Profile settings!
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How to Setup Demo Scenes in Unity 2019.4 LTS and
up (For Android)

1. Make sure you are using Android build!

Go to File > Build Settings

File Edit Assets GameObject Compc

New Scene Ctrl+N
Open Scene Ctrl+0
Save Scenes Ctrl+S
Save Scene as... Ctrl+Shift+5
New Project...
Open Project...
Save Project

_ Build Settings... S
Build & Run Ctrl+B
Exit

Select Android and hit the Switch Platform button.

PC, Mac & Linux Standalone

13



2. Clean GI Cache (Optional - Skip this if you don’t have any light baking

errors!)
Before you go to the next step, you need to disable the Auto build/bake feature.

You can find it in Lighting and select the Scene tab (If you don't see Lighting tab go to
Window > Lighting > Settings).

uncheck Auto Generate.

Go to Edit > Preferences

Edit Assets  GameObject Component Wini
Undo Inspector Ctrl+Z
Redo Ctrl+Y
Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+V
Duplicate Ctrl+D
Delete Shift+Del
Frame Selected F
Lock View to Selected Shift+F
Find Ctrl+F
Select All Ctrl+A

| Modules...

Select Gi Cache tab and press on the Clean Cache button!

Unity Preferences

General
_External Tools

Colors

Keys

14



Enable Auto Generate/bake feature

and wait until the generation is done (blue loading bar at the right bottom corner).

3. Disable Realtime Global lllumination (Optional - for slightly better

performance)

You can find it in Lighting and select the Scene tab (If you don't see Lighting tab go to
Window > Lighting > Settings).

4. Make sure that Color Space is set to Linear (not all devices support it).
Go to E£dit > Project Settings > Player
In the Other Setting tab, you will find Color Space#*, set it to Linear.

To use Linear Color Space on Android, you need to set the Minimum API level to at least

Android 4.3 (API level 18) or higher!

15



Setting:

| Resolution and Presentation |

| Icon |

| splash Image |
oi:ﬁersm::_g;

requires OpenGL ES 3.0 or Vulkan,
PI' to remove OpenGL ES 2 API
be at least Android 4.3

,_Statlc Batchmg - .
Dynamlc Batching 4
GPU Skinning* ' 'Gl

_"Vlrtual Reality :Supported Q
Protect Graphlcs Memory Q

:“:ltdenﬁﬁtatlon

Also, uncheck Auto Graphics APl and remove all Graphic APIs from the list, leave only
OpenGLES3 and Vulkan (if you can’t see it, press on + to add it). Make sure your Android

device supports one of those graphic APIs!

Settings for Android

[ Resolution and Presentation ]
[ Icon

 Splash Image ]
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5. Make sure that you are using Forward Rendering. (Use Forward

Rendering instead of Deferred for better mobile performance).

Select the Camera and make sure that Rendering Path is set to Forward.

*|f you set Rendering Path to Deferred, the game might slow down a lot on mobile!

17



6. Disable Real-time Shadows (Optional — for much better performance).
Go to £dit > Project Settings > Quality

Select Android quality level, which is in Green Color, for me, it's Fastest. And set Shadows to

Disable Shadows.

o
|
&
O -~
(]
=l
=
m

*Realtime shadows are not recommended to use on mobile devices because they decrease
the performance significantly. You should bake them instead. Or use them only on high-end

devices.

18



7. Import and enable Post Processing image effects (Optional - Big

performance hit for mobile devices!).

Go to the part of the documentation: Post-Processing in Unity 2019.4 LTS and up

And follow those steps.

*| highly recommend not to use Post-Processing effects on mobile devices because it's a huge

hit to performance!

If you will use Post-Processing effects, use Color Grading only, and leave everything else

disabled. It will look nice, and it will work great on high-end devices (Tested on Google Pixel 2

XL).

19



Now your Demo_04 scene should look like this (if you skipped all Optional steps, and with

Realtime Shadows Disabled):

By using Linear lighting feature for Android and iOS, you can achieve much better results

than using Gamma lighting!

All demo scenes, including Demo_04, has been tested on old Xperia Z Ultra (runs at solid
60FPS): without Post Processing effects, using Realtime GI, Linear Color Space, Forward

Rendering Path and Real-time Shadows disabled.

*| don’t have an iOS device, so | can’t test it on that!

20



Demo_04 scene with the same settings + Post Processing (Color Grading enabled only)

Tested on Google Pixel 2 XL - runs at solid 60fps. Xperia Z Ultra drops to 30fps for using Color

Grading.
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Unity 2019.3 and up - Universal Render Pipeline
(URP)
You might encounter pink textures after importing Low Poly Modular Terrain Pack to your
Unity project, which is using Universal Render Pipeline (URP).

o Game

imator

Display 1~ |16:9 ~ | Scale @——————————— 1x Maximize On Play Mute Audio  Stats |Giz

b Project =B ( le @ Animation
i I
» B ExampleAssets “ Assets » Low Poly Modular Terrain Pack » Terrain_Assets » Prefabs » Mountains » CPT > LOD > L

v (@@ Low Poly Modular Terrain Pac ]

s _READ_ME

s Additional_Files
» BE Bonus_Assets
» B Demo
v (@ Terrain_Assets

= Materials 4 -
T_Mountain_L... CPT_Mountain_L.. CPT_Mountain_L.. CPT_Mountain_L.. CPT_Mountain_L... CPT_Mountain_|

» B Meshes CPT_Mountain_L.. CPT_Mountain_L...

= - . . . . . '

> B ice
CPT_Mountain_L.. CPT_Mountain_L.. CPT_Mountain_L... CPT_Mountain_L.. CPT_Mountain_L.. CPT_Mountain_L.. CPT_Mountain_|

L L]

RAE

» Bmislands
v (@ Mountains
v @ CPT
v (@ LOD

=M CPT_Mountain_L...

It’s because all of Low Poly Modular Terrain Pack assets use material with a default
Standard Unity shader. URP use different materials and shaders. So we need to change all

materials from Standard shader to Universal Render Pipeline/Lit shader.

22



Go to £dit > Render Pipeline > Universal Render Pjpeline >Upgrade Project Materials to

UniversalRP Materials

File Edit Assets GameObject Component Tutorial Window Help

W Undo Ctrl+Z

Redo Ctrl+Y

Disp Select All Ctrl+A
Deselect All Shift+D
Select Children Shift+C
Select Prefab Root Ctrl+Shift+R
Invert Selection Ctrl+1

Cut Ctrl+X
Copy Ctrl+C
Paste Cirl+V

Ctrl+D

Duplicate
Rename

Delete

F
Shift+F
Ctrl+F

Frame Selected
Lock View to Selected
Find

Play Ctrl+P
Pause Ctrl+Shift+P
Step Ctrl+Alt+P

Sign in...
Sign out

Selection

Project Settings...
Preferences...
Shortcuts...
Clear All PlayerPrefs

e

Graphics Tier
Grid and Snap Settings...

Upgrade Selected Materials to UniversalRP Materials
2D Renderer >

And it’s done!
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*You can do it manually by selecting Material and changing the Shader but it's much slower.
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Now if you go to Low Poly Modular Terrain Pack/Terrain_Assets/Prefabs/Mountains/CPT/
LOD/L -or inside any other prefab folder. You might see all of the prefabs in Pink color.

m Project E Console @ Animation

+ o € K
» Bm ExampleAssets “ Assets » Low Poly Modular Terrain Pack » Terrain_Assets > Prefabs » Mountains > CPT » LOD > L
v (@@ Low Poly Modular Terrain Pac

s _READ_ME
s Additional_Files
» Bm Bonus_Assets
» Im Demo
v @ Terrain_Assets
s Materials

» Bm Meshes in_L.. CPT_Mountai

i . - . . . .

> B ice
CPT_Mountain_L... CPT_Mountain_L.. CPT_Mountain_L... CPT_Mountain_L.. CPT _Mountain_L.. CPT_Mountain_L...

CPT_Mountain_L... CPT_Mountain_L

» B Islands
v (@ Mountains
v @ CPT
v ELOD

CPT_Mountain_L... CPT_Mountain_L

s

e T + @ Assets/Low Poly Modular Terrain Pack/Terrain_Assets/Materials/CPT_Terrain_01.mat —

To fix that - press RMouse on the ,Prefabs” folder and select Reimport.

Create
Show in Explorer

Open
Delete
Rename
Copy Path Alt+Ctrl+C
Open Scene Adc
View
Import New Asset... =
Import Package >
Export Package...
— Find References In Scene —
:_ hroject & Console Select Dependencies
= Refresh Ctrl+R
» Bm ExampleAssets e»res L n Pack
v (@@ Low Poly Modular Reimport
s _READ_ME Reimport All
Bm Additional_Files - -
» Bm Bonus_Assets Extract From
> B Demo Run APl Updater.
v (@@ Terrain_Assets
B Materials Update UlElements Schema
> B Msshes Open C# Project
(aw Prefabs
> M lce
» B Islands
ey .
And it’s fixed!
m Project = E Console @ Animation
+ - =‘ &  *
> :g;::;‘_':sl;'e't:a “ Assets » Low Poly Modular Terrain Pack » Terrain_Assets > Prefabs » Mountains > CPT » LOD > L
» Bm Demo
v & Terrain_Assets
Bm Materials
» Im Meshes
v (@@ Prefabs
» Mmice
» B Islands = = . = - : : = .
3 CPT_Mountain_L... CPT_Mountain_L.. CPT_Mountain_L.. CPT_Mountain_L.. CPT_Mountain_L.. CPT_Mountain_L.. CPT_Mountain_L.. CPT_Mountain_L
v [ Mountains
v @ CPT
v (@ LOD
s
» B NoLOD
;: MT CPT_Mountain_L.. CPT_Mountain_L.. CPT_Mountain_L.. CPT_Mountain_L.. CPT_Mountain_L.. CPT_Mountain_L.. CPT_Mountain_L.. CPT_Mountain_L
»> iver
» Bm Terrain + @ Assets/Low Poly Modular Terrain Pack/Terrain_Assets/Materials/CPT_Terrain_01.mat —

25



How to fix pink textures on U_Terrainin URP

U_Terrain uses Default-Terrain-Standard material from a built-in render pipeline.

O Inspector
ﬁ | U_Terrain_L_f_01 | Static~
- Tag Untagged v Layer Default v
Prefab Open [ Select Overrides v
v /N Transform e i ‘
Position X0 Y 0 Zo
Rotation X0 YO ZO0
Scale X1 e 1 Zi1
¥ s v Terrain ° |
R 7| W|&H
| Terrain Settings |
v Basic Terrain
Grouping ID 0
Auto Connect i) 'Reconnect
Draw v
Draw Instanced 0]
Pixel Error @ B
Base Map Dist. L 1000
Cast Shadows Two Sided v
Blend Probes

Reflection Probes
IMateriaI

@ Default-Terrain-Standard

o]

URP uses completely different terrain material, which you need to create and apply manually!

Create a new Material. | will call it U_Terrain.

s Project

+ -
» K [avcites Assets > Low Poly Modular Terrain Pack > Terre
Q CPT_Terrain_01
v (@@ Assets g
B _TerrainAutoUpgrade il B
sl Sty Qlce0l
v (@ Low Poly Medular Terrain Pack o MT:Tenaln_o1
R Q MT_Terrain_02
B Additional_Files b
» Bm Bonus_Assets 3 MT:Ten-am_m
» Bm Demo o
Q MT_Terrain_06
Q@ Water_01
» Bm Prefabs Q water 02
Ba Textures
= Materials.
» B Presets
B Scenes
B Scripts
B Settinas

Create

Show in Explorer

Open

Delete

Rename

Copy Path

Open Scene Additive
View in Package Manager
Import New Asset...
Import Package

Export Package...

Find References In Scene

Select Dependencies

Refresh
Reimport

Reimport All

Extract From Prefab

Run AP| Updater...

Update UlElements Schema

Open C# Project

Alt+Ctrl+C

Ctrl+R

Folder

C# Script
Shader
Testing

Playables

Assembly Definition
Assembly Definition Reference
TextMeshPro

Scene
Volume Profile

Prefab Variant
Audio Mixer

Rendering

Material

26

Lens Flare

Render Texture

Lightmap Parameters

Custom Render Texture

Sprite Atlas

Sprites

Animator Controller
Animation

Animator Override Controller
Avatar Mask

Timeline

Signal

Physic Material
Physics Material 2D

GUI Skin
Custom Font

UlElements




Select newly created Material U_ Terrain and change Shader to Universal Render

Pipeline/Terrain/Lit

And apply it to the U_Terrain prefab

4 U_Terrain_L_f_01
:v:. Un d

———
(1 1

&\ 7| W ||

27



Unity 2019.4 LTS and up - High Definition Render
Pipeline (HDRP)

You might encounter pink textures after importing Low Poly Modular Terrain Pack to your

Unity project, which is using High Definition Render Pipeline (HDRP).

Maximize On Play | Mute Audio | VSync | Stats | Gizmos |~

Project [ElGemseler e =
| Create | x ) %
v &5l Low Poly Modular Terrain Pack Al | Assets > Low Poly Modular Terrain Pack > Terrain_Assets > Prefabs > Islands > CPT > NoLOD > H

= ...-....

&5 Additional_Files
CPT_Island_H_a.. CPT_Island_H_a.. CPT_Island_H_a.. CPT_Island_H_a.. CPT_Island_H_a.. CPT_Island H_a. CPT_Island_H b.. CPT_Island_H_b..

» 5 Bonus_Assets

» 5 Demo
CPT_Island_H_b.. CPT_Island_H_b.. CPT_Island_H_b.. CPT_Island_H_b.. CPT_Island_H_c.. CPT_Island_H_c.. CPT_Island_H_c.. CPT_Island_H_c..

v & Terrain_Assets
& Materials
» Gl Meshes
v & Prefabs
» G Ice
v & Islands
v & cPT
» G5 LOD
¥ G NoLOD

v @ assets/Low Polv Modular Terrain Pack/Demo/Demo Scenes/Demo 04.unitv

It’s because all of Low Poly Modular Terrain Pack assets use materials with a default
Standard Unity shader. HDRP uses different materials and shaders. So we need to change all

materials from Standard shader to HDRenderPipeline shader.
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1. Fix Purple Materials

Go to £diit > Render Pipeline > Upgrade Project Materials to High Definition Materials

File Edit Assets GameObject Component Tutorial Internal Window Help

Unde Ctrl+Z
Redo Ctri+Y
DEF Select Al Ctri+A
Deselect All Shift+D
Select Children Shift+C
Select Prefab Root Ctrl+Shift+R
Invert Selection Ctrl+l
Cut Ctrl+X
Copy Ctrl+C
Paste Ctri+V
Duplicate Ctrl+D
Delete
Frame Selected F
Lock View to Selected Shift+F
Find Ctrl+F
Play Ctrl+P
Pause Ctrl+Shift+P
Step Ctrl+Alt+P
Sign in...
Sign out
Selection >
Project Settings...
Preferences...
Shortcuts...
Modules...

Clear All PlayerPrefs

&P Render Pipeline > Generate Shader Includes
| cre, o7 X = TR
vi Graphics Tier > ( Upgrade Project Materials

Shan Setfirias... Upgrade Selected Materials to High Definition Materials

And it’s done! Almost.
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All project Material shaders were changed to HDRP/Lit.

© Inspector | &% Lighting W vE

CPT_Terrain_01 @ = w2

(Shader | HORP/Lit ")

v Surface Optlons

Surface Type | Opague N
Rendering Pass | Default ‘]

Double-Sided )

Alpha Clipping LJ

Material Type | Specular Color '

Receive Decals 4

Receive SSR (v

Geometric Specular Al |

Displacement Mode | None 4

v Vertex Animation
MotionVector For Vertd |

v Surface Inputs

[ |oBase map [ 12
o ®,

Smoothness [0.05
oMask Map

Normal Map space | TangentSpace ‘]
oNormal Map w—() 1~ |

aBent normal map

oSpecular Color NN #

Now if you go to Low Poly Modular Terrain Pack/Terrain_Assets/Prefabs/Islands/CPT/NoLOD/

H -or inside any other Terrain folder. You might see all of the prefabs in Pink color.

@ Project Console
5 Crutg z o) (Q
v Gl Assets 4 Assets > Low Poly Modular Terrain Pack > Terrain_Assets > Prefabs > Islands > CPT > NoLOD > H

= . . . . . . .

» Gl ExampleAssets
CPT_Island_H_a.. CPT_Island_H_a.. CPT_Island_H_a.. CPT_Island_H_a.. CPT_Island_H_a.. CPT_Island_H_a.. CPT_Island_H_b..

¥ & Low Poly Modular Terrain Pack:

&3 _READ_ME
CPT_Island_H_b.. CPT_Island_H_b.. CPT_Island_H_b.. CPT_Island_H_b.. CPT_Island_H_c.. CPT_Island_H_c.. CPT_Island_H_c..

&5 Additional_Files
» & Bonus_Assets
» & Demo
v && Terrain_Assets

G Materials
» & Meshes
v & Prefabs
» & Ice
v G Isla
v & cPT
» G LOD
v &5 NoLOD

T I .
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To fix that - press Right Mouse Button on the Prefabs folder and select Reimport.

T A
Create >

Show in Explorer

Open

Delete

Rename

Copy Path Alt+Ctrl+C

Open Scene Additive

Import New Asset...
Import Package > S :_g**:ﬂ
Export Package...
Find References In Scene S ——
@ Project | [l Select Dependencies
Create ~ | : |
V& Assets _— CtleR _ {Terrain Pack > Te

== _Terrain( Reimport
b &5 Examples

v G Low Poly Reimport All
& _READ.
g;dditio Extract From Prefab i I

» &3 Bonus_
» &35 Demo

v &3 Terrain

&l Mate

> G Mest Open C# Project

Run APl Updater...

slands Mc
Update UlElements Schema

» G Ice
¥ & Islands

And it’s fixed!

@ Project Console

Create ~ (Q
S -

=) REAE) ME 4 Assets > Low Poly Modular Terrain Pack > Terrain_Assets > Prefabs > Islands > CPT > NoLOD S H

& Additional_Files
» G Bonus_Assets
» & Demo
¥ Ga Terrain_Assets % * q
& Materials 2 ’
» G Meshes

X ?gifabs CPT_Island_H_a.. CPT_Island_H_a. CPT_Island_H_a. CPT_Island_H_a. CPT_ Island_H_a. CPT_ Island_H_a. CPT_Island_H_b..
ce
v & Islands
v & CPT
» &3 LOD ‘
¥ & NoLOD T Q
&L
== CPT_Island_H_b.. CPT_Island_H_b.. CPT_Island_H_b.. CPT_Island_H_b... CPT_Island_H_c.. CPT_Island_H_c... CPT_Island_H_c..
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As you can see, the scene looks very dull. It has no skybox and proper lighting.

€ Game =i = -
Display 1 #|| 16:9 4| scale ( % Maximize On Play | Mute Audio | VSync | Stats | Gi

2. Fix Shadows and Lighting

Just select the Sun in the Hierarchy for lighting and shadows to show up in the scene.

ore archy
4] Scale (— 1% | Maximize On Play | Mute Audio | VSync | Stats | Gizmos ~

v é“i)emo_ln‘“ =
| Camera

. _CPT_Terrain
¥ | _MT_Terrain
» | _Background
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3. Fix the Skybox

Using HDRP, you need to use Scene Settings - to change the Skybox and other scene

settings. Go to GameObject > Rendering > Scene Settings

File Edit Assets GameObject Component Tutorial Internal Window Help
; Create Empty Ctrl+Shift+N
Create Empty Child Alt+Shift+N
3D Object

2D Object

Effects

Light

Audio

Video

Ul

Rendering Density Volume

Camera Decal Projector

Center On Children

33



With Scene Settings selected, you can change a bunch of scene settings like (Shadows,

Skybox, Fog, and much more).

You need to play a bit with all of those settings to achieve similar results, which you can get

by default using Unity without HDRP.

4. Edit the Procedural Sky (Skybox)

Use my Procedural Skybox settings:

Sky Tint (Color code): 68A4C3

Ground Color (Color code): 5FAACF

34



to achieve this:

5. Edit the Exponential Fog

Use my Exponential Fog settings:

v G Exponential Fog =
All None

- l(Q.Il |
1500 |
130

N —C = 0.2
5000
Constant Color

HDR

Set Color Mode to Constant Color and use this Color (R: 165; G:215; B:255)
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Final result

36



How to fix pink textures on U_Terrainin HDRP

U_Terrain uses Default-Terrain-Standard material from a built-in render pipeline.

Reflection Probes
IMatefiaI

O Default-Terrain-Standard

O Inspector
]
v U_Terrain_L_f_01 || |static~ {
W, ,
Tag Untagged v  Layer Default >
Prefab Open [ Select Overrides v
v ) Transform 0 i |
Position X 0 Yo zo
Rotation X0 YO Z0
Scale X1 Y1 Z1
¥V 2= v Terrain 0
KX 7| % | B
| .
| Terrain Settings |
v Basic Terrain
Grouping ID 0
Auto Connect i Reconnect
Draw v
Draw Instanced i
Pixel Error @ 5
Base Map Dist. L 1000
Cast Shadows Two Sided v
Blend Probes

HDRP uses completely different terrain material, which you need to create and apply

manually!

Create a new Material. | will call it U_ Terrain.

+
» = Favorites Assets > Low Poly Modular Terrain Pack > Terrz
Q CPT_Terrain 01
v i Axseta Q CPT_Terrain_02
I Y enainaltaUporads Q@ CPT_Termain03
» Bm ExampleAssets Qice. 61
¥ (@ Low Poly Modular Terrain Pack o MT_T errain.01

B _READ_ME
B Additional_Files
» B Bonus_Assets
» Bm Demo
¥ @ Terrain_Assets
als

» Bu Prefabs
Bm Textures
= Materials
» B Presets
= Scenes
B Scripts
Bm Settinas

Q MT_Terrain_02
Q MT_Terrain_03
QD MT_Terrain_04
Q MT_Terrain_05
Q MT_Terrain_06
D Water_01

QD Water_02

Create

Show in Explorer
Open

Delete

Rename

Copy Path
Open Scene Additive
View in Package Manager

Import New Asset...
Import Package

Export Package...

Find References In Scene

Select Dependencies

Refresh
Reimport

Reimport All

Extract From Prefab

Run AP| Updater...

Update UlElements Schema

Open C# Project

Alt+Ctrl+C

Ctrl+R

Playables

Assembly Definition
Assembly Definition Reference
TextMeshPro

Scene
Volume Profile
Prefab Variant

Audio Mixer

Rendering

Material

Tens Flare
Render Texture
Lightmap Parameters

Custom Render Texture

Sprite Atlas

Sprites

Animator Controller
Animation

Animator Override Controller
Avatar Mask

Timeline

Signal

Physic Material
Physics Material 2D

GUI Skin

Custom Font
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Select newly created Material U_Terrain and change Shader to HDRP/TerrainLit

And apply it to the U_Terrain prefab

© Inspector nting 5 Navigation: ai
— S —_ -~
.0’ v U_Terrain_L_f_01 Static v
v
Tag Untagged v  Layer Default v
Prefab Open | Select Overrides v
v ). Transform 0 it
Position X 0 Yo zZo
Rotation X 0 Y 0 Zo
Scale X1 o 1 Z1
¥ = v Terrain o

| 7| % || %]

Terrain Settings

v Basic Terrain
Grouping ID ]
Auto Connect [ Reconnect
Draw v
Draw Instanced Il
Pixel Error @ 5
Base Map Dist. ® 1000
Cast Shadows Two Sided v
Reflection Probes Blend Probes v
Material Q U_Terrain ® l
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How to use “Low Poly Modular Terrain Pack”

Watch VIDEO TUTORIAL! Or follow the steps below.

Go to Low Poly Modular Terrain Pack/Terrain_Assets/Prefabs

Choose which Prefab type you want to import to your scene:

~@project  [TConsole N

For example, open folder Terrain. You will see that you can choose between 3 types of

Terrain:

CPT - Color Palete Texture. All CPT prefabs
use 1 material + 1 color palete texture atlas
64x64.
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https://youtu.be/SiEPhqd6rtI

MT - Material & Texture. All MT prefabs use 1
material. You can also apply a seamless
texture.

U - Unity Terrain. You can edit the terrain
shape, paint textures, draw grass, trees, etc.

Open folder CPT. You can choose between LOD and NoLOD:

2 Versions of all Terrain prefabs

LOD - meshes with LODs
NoLOD - meshes without LODs

LODO LOD1 LOD2
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Open folder NoLOD. You will see that you can choose between L, M, and S:

-

NolLOD

L

3 Terrain sizes

L - Large M - Medium ~ S-small
50m X 50m 25m x 25m
100m x 100m

*L - Large terrain is 100x100 meters (100x100 Unity units).

Let’s open folder L, select and drag Prefab to your scene.

@ Project El
I Create ~
v Terrum_Anel:s . Assets » Low Poly Modular Terrain Pack » Terrain Assets » Prefabs » Terrain » CPT » LOD » L

&5 Materials.

PﬁMelhm
CPT_Terrain_L b..  CPT. T(rraimj.._):.n CPT_Terrain_L_b..  CPT, Tgm: . CPT. ‘I‘trram_]._b..

vEar Prefabs

CPT. T!rriln_].._b CPT_ Teruin L ll CPT_Terrain_L_b..  CPT_Terrain L b..

CPT_Terrain,

CPT_Terrain_L b..  CPT_Terrain L b..
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With a prefab selected in the Scene, Reset Transform (position to 0,0,0) so the Terrain will sit

on the grid perfectly.

Revert to Prefab

© Inspector
% v 4" T 2 e

*| recommend drag and drop Prefabs straight to the Hierarchy tab. That way, you don't need

to Reset Transform because it should be at Position 0,0,0.

Every model pivot is at the bottom corner of the model, so you can quickly drop Terrain to

the Scene, duplicate or add another one, move and snap to the grid.
*Use Pivot and Global settings for the best experience!

You can change it by tapping on the buttons, which are near Move, Scale tools.
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Hold CTRL + Grab and Drag the Transform arrow to snap Terrain to the Grid while moving it.

*L - Large terrain is 100x100 units size, so you can easily change Position by 100 units to tile

Terrain planes perfectly together.

You can also snap Terrain planes by using V. Hold V and hover the mouse cursor on the
Terrain corner, and you will see a little Yellow Square (it shows which vertex of the mesh is
selected for snapping). By Holding V, press and Hold Left Mouse Button and move it to the

other Terrain corner to snap.
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*| recommend using Polybrush for texture painting on MT Terrain. You can also draw prefabs

(rocks, trees, grass, etc.) on any mesh terrain using Polybrush!

To use Bonus Assets

Go to Low Poly Modular Terrain Pack/Bonus_Assets/Prefabs

Select prefab you want and drag it to the scene.

44


https://youtu.be/dFxu49JwNbU
https://youtu.be/dFxu49JwNbU

How to Change Prefab Color / Texture

CPT Terrain, Mountains, Islands, River

CPT - Color Palette Texture. All CPT prefabs use 1 material + 1 color palette texture atlas

64x64.

Watch VIDEO TUTORIAL at 05:17 or follow the steps below.

Go to Low Poly Modular Terrain Pack/Terrain_Assets/Materials - here, you will find 3

Materials that are used for all CPT prefabs (CPT Terrain, Mountains, Islands, and River).

@project  [HEICEREGIE

4| Assets » Low Poly Modular Terrain Pack » Terrain_Assets

Material CPT_Terrain_01 is applied to all CPT prefabs. To change the colors of CPT Prefabs,

you can apply one of 3 CPT materials, or you can edit the Texture colors.

Go to Low Poly Modular Terrain Pack/Terrain_Assets/Textures - here, you will find 3 Textures.

@project  [HEICoREGIE

Assets » Low Poly Modular Terrain Pack » Terrain_Assets

CPT_Terrain_Texture_Atlas_01.png is applied to CPT_Terrain_01 Material. You can open
this texture inside any image editing software and change the colors. There are only 4 colors

on the texture:
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https://youtu.be/SiEPhqd6rtI?t=317

These Colors are used like this:

There are 3 high-resolution .PSD textures included to edit it more easily. Go to Low Poly
Modaular Terrain Pack/Additional_Files - here, you will find the CPT_ Textures.rar file. Extract
it, open any of 3 textures inside Photoshop, Affinity, or any other image editing software.

Then save at a small resolution like 64x64 and import to your Unity project.
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MT Terrain, Mountains, Islands, River

MT - Material & Texture. All MT prefabs use 1 material. You can also apply a seamless texture.

Watch VIDEO TUTORIAL at 1:35 or follow the steps below.

Go to Low Poly Modular Terrain Pack/Terrain_Assets/Materials - here you will find 6 materials

which are used for MT Prefabs:

MT_Terrain_01 MT_Terrain_02 MT_Terrain_03 MT_Terrain_04

MT_Terrain_05 MT_Terrain_06

MT_Terrain_01 is applied to almost all MT Prefabs by default. To change the color of MT

Prefabs, apply any of these materials, select material and change Albedo color:

@ Inspector : a0
MT_Terrain_01 Gl %
Shader | Standard (Specular setup) v

'Renaerinq Mode | Opague s

Main Maps
J  oAlbedo
m
Smoothness 005
. ‘Source | Specular Alpha s
~ oNormal Map
 oHeight Map
o O0cclusion
Saturation | anatail Mael

any
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https://youtu.be/SiEPhqd6rtI?t=695

MT Terrain Texture

Watch VIDEO TUTORIAL at 12:40 or follow the steps below.

You can apply any tileable Texture to all MT Prefabs. Here are 4 MT_Terrain Prefabs added

to the Scene (Terrain use default MT_Terrain_01 material):

| will apply a simple Grid Texture to the MT_Terrain_01 Material (Albedo slot):

And change material Albedo color to White:
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https://youtu.be/SiEPhqd6rtI?t=759

Now Terrain looks like this:

NE 4 i

HF AR AR W
EFEEEEEDR

U Terrain

U - Unity Terrain. You can edit the terrain shape, paint textures, draw grass, trees, etc.

Watch VIDEO TUTORIAL on how to use it at 13:45
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https://youtu.be/SiEPhqd6rtI?t=825

How to Use CPT Terrain Transition Parts

If you go to Low Poly Modular Terrain Pack/Terrain_Assets/Prefabs/Terrain/CPT/NoLOD/L -
you will see there are a bunch of terrain transition parts. They can be used to make a

transition from a grass to a snow terrain, mud to grass, and so on.

@ Project
l Create 'l
v & Terrain_Assets Assets » Low Poly Modular Terrain Pack » Terrain_Assets » Prefabs » Terrain » CPT » NolLOD » L
(&l Materials
» Gl Meshes
v (& Prefabs
> G Ice
» Gl Islands
» & Mountains
> G River
VaTll‘l"lin CPT_Terrain_L_a..  CPT_Terrain_L_a.  CPT_Terrain_L_a.. CPT_Terrain_L_a..  CPT_Terrain_L_a.  CPT_Terrain_L_a.. CPT_Terrain_L_a..  CPT_Terrain_L_a..
v & cprT
> LoD
¥ (& NoLOD.
ﬁ s
» G MT

EU CPT_Terrain_L_a.. CPT_Terrain_L_a.. CPT_Terrain_L_a.. CPT_Terrain_L_a.. CPT_Terrain_L_a.. CPT_Terrain_L_a.. CPT_Terrain_L_a.. CPT_Terrain_L_a..

Here is an example of 3 MT Terrain prefabs in the scene. Terrain prefab on the left, transition

Terrain in the center, and another Terrain on the right.

CPT_Terrain_01 CPT_Terrain_01 CPT_Terrain_02
material applied material applied material applied

Change Transition Terrain Color

Go to Low Poly Modular Terrain Pack/Terrain_AssetsTextures -

CPT_Terrain_Texture_Atlas_01.png is used for all Terrain transition parts by default.

| @ Project El Consols
I Create 'I
PQFavorite! I Assets » Low Poly Modular Terrain Pack » Terrain_Assets

v Gl Assets »
¥ &l Low Poly Modular Terrain Pack

&5 _READ_ME

&5 Additional_Files
» &3 Bonus_Assets
» &3 Demo _
v ﬁTerram_muu . |CPT_Terrain_Tex.. CPT_Terrain_Tex..

» G Prefabs.
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So open CPT_Terrain_Texture_Atlas_01.png in any image editing software and change the

color you want. Here is the original color:

@ Project
I Create ’|

» 7 Favorites

v Gl Assets _
¥ &5 Low Poly Modular Terrain Pack
&5 _READ_ME
&5 Additional_Files
» &5 Bonus_Assets
» &5 Demo
v | Terrain_Assets

Assets » Low Poly Modular Terrain Pack » Terrain_Assets » Textures

CPT_Terrain_Tex..

Changed the first color block to Blue:

@ Project
I Create 'I

U 8 U

CPT_Terrain_Tex.. CPT_Terrain_Tex.. U_Terrain_Grass.. U_Terrain_Rock_.. U_Terrain_S,

> /Favorites

v Gl Assets
¥ & Low Poly Modular Terrain Pack
&5 _READ_ME
&5 Additional_Files
» &5 Bonus_Assets
» &5 Demo
v | Terrain_Assets

Assets » Low Poly Modular Terrain Pack » Terrain_Assets » Textures

CPT_Terrain_Tex..

U 8 U

CPT_Terrain_Tex.. CPT_Terrain_Tex.. U_Terrain_Grass.. U_Terrain_Rock_.. U_Terrain_S,
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Changed the second color block to Yellow:

@ Project
l Create '|

» |/ Favorites

VG Assets

¥ &5 Low Poly Modular Terrain Pack

&

¥ & Terrain_Assets

Assets » Low Poly Modular Terrain Pack » Terrain_Assets » Textures

U (] U

CPT_Terrain_Tex.. |CPT_Terrain_Tex.. CPT_Terrain_Tex.. U_Terrain_Grass.. U_Terrain_Rock_.. U_Terrain_s.
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How to Paint Vertex Color And Textures on MT
Terrain Using Polybrush

UPDATE! Watch my new Polybrush Tutorial on how to use it properly (including texture

painting, prefab painting on the terrain, and mesh/MT_Terrain sculpting)!

1. Import Polybrush.

If you are using Unity 2019.1 and above, you can install Polybrush from the Package
Manager! Window > Package Manager - Polybrush. Click on Install, after installing it, click on

Import in project (to import example shaders we need to paint on terrain mesh).

Packages [ >
| + | All packages

]Advanced v l (0, Search by package name, verified, preview or version number...

» Mobile Notifications 108 |4 Polybrush
» Multiplayer HLAPI 1.04
- - Version 1.0.1
» Oculus Android 1.38.3
I Do 5 View documentation - View changelog - View licenses
peGElUS DRASLOR i com.unity.polybrush
> OpenVR (Desktop) d0is Author: Unity Technologies Inc.
» Package Manager Ul 22D Mesh painting, sculpting, and geo-scattering tool for Unity.
» Polybrush 2
: Samples

» Post Processing 2 - -

- Shader Examples (Standard) 43,97 KB
» ProBuilder 4.0.5 ,
» Quick Search 141 | RlEder Examplerii WHE) S
» Remote Config 1.06 A Shader Examples (HDRP) 102,57 KB
» Rider Editor 11.0 O
» Scriptable Build Pipeline 1.5.2
» Shader Graph 6.9.1 - 1
« Qiihevetam Ranictratinn ina ! o |
Last update spal. 8, 13:07

2. Setup MT Terrain for Painting Vertex Color

Go to Low Poly Modular Terrain Pack/Terrain_Assets/Prefabs/Terrain/MT/NolLOD/L - and
import any MT terrain to the scene. Select MT Terrain from your scene and change material

Shader to Polybrush/Standard Vertex Color and set Color to White:

Mormal mapped shader without a normal map. Consider using a non-normal mapped shader for

performance.
Color
Normal Map
Tiling X1 Xl
Offset X0 Y 0
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https://youtu.be/dFxu49JwNbU

3. Setup and use Polybrush to paint Vertex Color on any MT prefab.
Go to Tools > Polybrush > Polybrush Window
You should see a Polybrush window.

1. Open Paint vertex colors on meshes tab

2. Choose a Color to paint

Polybrush 1

Brush Settings

[ BrushSettings-Default :] Save

» Brush Radius Min / Max

Outer Radius
Inner Radius
Strength
Falloff Curve

Brush Mirroring @
Color Paint Settings L
[ ColorPalette-Default #] Fill Flood
Color Mask ws]icialsnles!
)
L™

3. Select MT Terrain in the scene and Paint

» Brush Radius Min / Max

Outer Radius —r—
Inner Radius —— 0 5
Strength —)
Falloff Curve

Brush Mirroring

I ) World

Color Paint Settings

ColorPalette-Default 4 mu Fill Flood
Color sk ™ ren ey o
2

(L] HE N EEH




4. Setup MT Terrain and use Polybrush to paint Textures on.

Select MT Terrain from your scene and change material Shader to Polybrush/Standard

Texture Blend Bump. Apply Textures you want to paint as Base Color, Texture 1, Texture 2,

etc.

¢Qll

rznwcnlﬁr

*Textures I've used in this demo are not included in the package!

Now inside Polybrush

1. Open Paint textures on meshes tab
2. Choose the Texture to paint

3. Paint on the MT Terrain

f bva, 1

,x'l:? : 4 Polyprush
Y . N ' Nl O Lo L

Brush Settings

» Brush Radius Min / Max
e & Outer Radius ——_ ] O
,’/Q Inner Radius —— 0 .5
7 3 Strength —) | 1

Brush Mirroring

Texture Paint Settings

3 erush IGIRIGETR

Material : | MT_Terrain_o1 2 |[ configure |
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[6)
Brush Settings .
BrushSettings-Default #) [save |
» Brush Radius Min / Max I
Outer Radius —— 1 (]
Inner Radius ——— 0 .5

Strength —) (1
Falloff Curve

Brush Mirroring

‘ Texture Paint Settings
i [ MT_Terrain_o1 sl Configure

Texture2 | _Texture
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Additional Info

Naming Conventions

Prefab name example 1: CPT_Terrain_L_b_27

e CPT - Color Palette Texture (All CPT Prefabs use 1 Material + 1 Color Palette Texture
Atlas 64x64)

e L -Large100m x 100m Terrain Size

e b - Just aTerrain type letter,

e 27 - Prefab number

Prefab name example 2: Ice_H_BT_01

e H - Hugesize

e BT - With Bottom (ice has bottom faces and can be seen from both sides)

The same Terrain Prefabs comes in 3 different types:
e CPT - Color Palette Texture (All CPT Prefabs use 1 Material + 1 Color Palette Texture
Atlas 64x64)
e MT - Material and Texture (All MT Prefabs use 1 Material. You can also add any
seamless Texture to it!)

e U - Unity Terrain (You can edit the terrain shape, paint textures, draw grass, trees, etc.)

Almost all Prefabs come in 2 versions:
e LOD - Prefabs with 3 LOD levels: LODO, LOD1, LOD2
e NoLOD -Mesh Prefabs without LODs

Prefabs come in 4 Sizes:
e H - Huge ~500x500m
e L-Large100m x 100m Terrain Size
e M - Medium 50m x 50m Terrain Size

e S-Small-25m x 25m Terrain Size

You can also find letter R at the end of the River part names. This means Reversed!
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Scripts

Every scene Camera, Directional Light, and _Clouds (an empty game object which contains

all clouds on the scene) have movement controls.

For, example, select Camera and on Inspector scroll down to the bottom, you will see
Modular Terrain Camera Control (Script) attached to it. Here you can control Camera

Movement Speed using sliders.

V ¥ Modular Terrain Camera Control (Script) 3%,
Script ModularTerrainCameraControl (]
Camera Move Speed_x Cr {q_:[
Camera Move Speed_y O 0 :
Camera Move Speed_z Cr 1 |

Same with Direction Lights (Sun) and _Clouds.
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Contacts

If you have any questions, suggestions on what to improve or create. Maybe found any bugs,

please send me an e-mail!

E-mail: justinas@Imhpoly.com

Website: https://Imhpoly.com/contact/

Follow me on Twitter to see what I'm working on right now:

https://twitter.com/Imhpoly

Don’t miss out and be the first!

Get notified about the new “Low Poly Vegetation Pack” and other asset updates + my new
game asset releases straight to your inbox.

Subscribe to LMHPOLY Game Asset Newsletter.

\# LMHPOLY
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