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By our spline tool you could create very advanced mesh for your water/lava river or cliff and road. By our vertex
paint you could customize meshes and spline in selected places. Here are few steps that will give you ability to create

simple mesh for your river:

1. Create river object at your scene:
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2. Check spline object at your scene hierarchy. You will get such view in inspector window.

© Inspector B Ccclusion R
4 ¥ [Maother_RamsSpline [] Static =

Tag | Untagged 4| Layer | Default ™

b .~ Transform @ .
> (Mesh Filter) ﬁ #*,
|z ¥ Ram Spline (Script) (@ %
. - - | e

Simulate Terrain Shape . .
I [ALPHA] “ [ALPHA] “ File Points “ Tips I

As you see there are few main pages:
- “Basic” - changes which are global for whole mesh or even few of them if rivers are connected.
- “Points” - local changes like rotation, position, scale, add, remove, select.
- “Vertex Color” - modify mesh and customize locally by our vertex color tool if vertex color shader is selected.
- “Flow Map” — modify flow map for shaders that support flow direction
- “Simulate” — this part allow you to simulate river/spline flow from specific point.
- “Terrain Shape” — modify terrain under the spline
- “File Points” — here you could import points from CSV file to create R.A.M spline.
- “Tips” info about lighting and tricks.

3. Add points (raycast from mouse) when you hold CTRL + Left Mouse . Setup few points like that.
4. To setup your material into river you can do this in few ways.

- You could drag and drop it from our library or create your own. Just drag and drop material from
project into mesh renderer component

¥ [c| @Ram Spline (Script) @ % > & Manual
¥ &3 Resources
¥ logoRAM
=l logaRAM
¥ & River
¥ &l Materials
°Rw=r Shader Tesseled -V Direction 2 Gamma Rendering
() River Shader Tesseled -V Direction 2 Linear Rendering
W River Shader Tesseled Spline Example Gamma
» Paints Add point at end 1) 0 smims SEnCenng
River ShadurTessc\ud U Direction 1 Linear Rendering

Triangles density (1296 tris =r—— 10 b (I River Shader Tesseled U Direction 2 Gamma Rendering

Receive Shadows

Motion Vectors
Lightmap Static Ll

[ Per Object Motion

To enable generation of lightmaps for this Mash Renderer, p\eisefable the ‘

¥ . ¥Mesh Renderer #, @ River Shader Tesseled U Direction Linear Rendering

¥ Lighting (I River Shader Tesseled ¥ Direction 1 Gamma Rendering
Wi el Bland Probes - (JRiver Shader Tesseled W Direction 2 Gamma Rendering
e e Celendprobes 4] O River shader Tesseled V Direction 2 Linear Rendering

(@ River Shader Tesseled V Direction Linear Rendering

Anchor Override Hone (Transfarm) o e e
#0 [ Reflection Prabe (5) (Reflection Probe) v & Shaders
21 | o Reflection Probe (1) (Reflection Probe) 15| Water River
82 —Reflection Probe (6) (Reflection Probe) S| Water River Tesseled
83 ~Reflection Probe (Reflection Probe) v & Textures
Cast Shadows [off T_RAM_River_Big_Cascade_Foam

7 T_RAM_River_Foam

B T_RAM_River_Heightmap
IT_RAM_River_Noise

| T_RAM_River_Normalmap
Bl T_RAM_River_Small_Cascade
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- You could drag and drop profiles which contain info about material, mesh shape, spline resolution.
Try our river and road profiles. It’s very useful, you don’t have to coppy pase any values anymore to
create similar effects.

lkivar Linear Profile
Small Stream Profile
» & Resources

» i Shaders

» & Special Materials

> et Points P—TET— Tios ]

’ (1) Add Paint - CTRL + Left Mouse Button Click

Add point at end ]

» Gl Scripts -
» & Third Party Assets Support Files| Mesh settings:
Spline profile [~ Road Profile (SplineProfile) e

Create profile from settings

Save profile from settings

Reset to profile

Triangles density (1440 tris)

UL

u —
v

River width 4 [ Change width for whole river |

Mesh curve

|
( Set all mesh curves

Vertice distribution: 0.07 0.93
— o]

5.Scale mesh.
You could start scaling your river in specific point by clicking "R" or by this marked button. During moving the box up
or down at your screen, river will get different scale at selected point.

File Edit Asse eObject Component Asset Store Tools

®d Pivot | & Global

Window Help File Edit Assets GameObject C t Asset Store Tools Window Help

You could also scale river in specific place in Points page — “W” value

¥ [ ¥ Ram Spline (Script) B

Foints Vertex Color | Tips ]

Point: 0
¥|71.64354 | ¥ 36.60321 | Z 128.4792 w10 | E]E]
®[0 [0 |zlo | gar rotation
Snap to terrain L]

Mesh curve ]
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6. Point move.
You could start to move your river specific points by clicking "W" or by this marked button. By moving selected
arrow at your screen river point will change point position.

File Edit Assets

El + BESE BT

# scene

GameObject Component Asset Store Tools Window Help

Shaded

7. Rotation

You could rotate points at river like normal objects in scene hierarchy. Click “R” or marked this button. Note that too
big angle sometimes could invert normal but small changes could fix spline or add additional details. By green and
blue lines you could control shape, by red mesh normal direction. Via mesh normal direction you could create
cascade even at flat area or adjust it before or after cascade. We advise to play with it a bit!

Q Unity 5.6.2f1 Personal (64bit) - Advanced Demo Realistic Linear Rendering.unity - River Auto Material - Asset Store - PC, Mac & Linux Standalone’

File Edit _Assets GameObject Component Asset Store Tools Window Help

O HELE &)

# Scene
Shaded

You could always clear rotation changes and reset to default values by “clear rotation button” in points page.

Foints Vertex Color | Tips ]
Point: 0
X -42,92494 |¥[B.212003 1z|-12,91988 w10 ]@@@
%0 vo 1zlo ][ Clear rotation |
Snap to terrain L]
Mesh curve -
Point: 1
X[-27.36333 ¥ [B.091641 1z[-12.26918 W 10 [allr][s]
X(o I¥[o J2[0 [ Clorrotation |
Snap to terrain ]
Mesh curve e
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8. You could move whole river by selecting big object arrow.

9. Additional point options in points page:

¥ || [« Ram Spline (Script) [ %

[ Basic Points Vertex Color Tips ]
Point: O

¥ 71.64354 'Y 36.60321 |Z|128.4792 w1

®|0 Al Z 0

Clear rotation

Snap to terrain
Mesh curve

- "R" button to remove points from spline.

- "A" button to add point after this selected point.

- "S" button to select "mark" point at spline. Helpful before remove operation.

- “Clear Rotation” will reset rotation in current point to default values

- “Snap to terrain” your mesh ( mesh will fallow the terrain in current spline point), useful for streams and in other
objects then river, our tool is universal.

- “Mesh curve” allows you to change locally mesh shape in current point. Useful rather for roads or small streams in
combination with “Snap to terrain” To get more visible changes you have to change mesh distribution in “Basic”
page.
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10. Mesh resolution.

You could control it by changing triangle density number in U or V direction. From our perspective 4-8 is pretty good
value. You could add more triangles in specific area by adding more control points instead of adding them globally
by this slider. If you connect few rivers you also have to keep a bit more verts in V value to distribute to other rivers.
Note that if you have multiple rivers connected this option will be switched off for rivers which are connected with
main river. More info you will find lower. Anyway just play with it.

( [\ Add Paint - CTRL + Left Mouse Buttan Click

[ Add point at end I

Mesh settings:
Triangles density (1728 tris)

u — 8
v

River width 10 [ Change width for whole river I

Mesh curve -

[ Set all mesh curves I

Vertice distribution: 0.5 0.5

Snap/Unsnap mesh to terrain I

UV settings:

w

UV scale (texture tiling)
Rotate UV L

Note: For tessellated shader it’s good to hold pretty square mesh because of equal triangles. Ofc do not add V
density too much. Tesselation will handle non square mesh but when difference is too huge it could start to look
weird. In close distance tessellation will handle and fix most mesh problems with river shape so there is no need to

adding huge density in the mesh — trust tessellation
11. Mesh split.

You could split river into many submeshes. It’s useful for streaming, long rivers parts camera culling and for
reflections. Simply check the box and chose how many submeshes you want to have. This option will be extended so
you will be able to cut river in every specific point.

Mesh spliting:
Split mesh into parts [
Parts 3

12. UV settings

UV control gives ability to change tiling of the river or rotate whole UV by 90 degrees. Our realistic material use non-
rotated uv. This option was added to support textures with different directions. UV scale could be switched off if
river depend from other rivers (multiple river connections) . You could also invert river direction.

Heat stones g : Vertice distribution: 0.34 0,68
py, vertex paint
‘1’ ATy

[ Snap/Unsnap mesh to terrain |

Layers | Default. N
Take Normal from terrain )

UV settings:
UV scale (texture tiling)

Invert UV direction |
Rotate UV J

Rivers connections

Beginning spline None (Ram Spline) [}
Ending spline None (Ram Spline) (]

Object settings:
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13. Mesh curve and vert distribution.
This options allow to change mesh shape and vertex position. Anyway this need a bit more V density. Take a look at
this configuration:

e T T———

P e ——— |

[ Add point at end ]

Mesh settings:
Triangles density (2688 tris)

16
LV 7

River wi dth (2 | Changs nidth for whole river

Mesh curve

Set all mesh curves

Vertice distribution; 0,14 0.5

[ Snap/Unsnap mesh te terrain ]

UV settings:
UV scale (texture tiling) = ]
Rotate UV

rarchy O console 1 Project » Set materials:
|creae - | [ T 0 T ]
e Crouas Ve (5] 3
Main Camera [
Directional Light
Terrain
Ramspline Beginning spline [None (Ram Spiine)

Ramspline Ending spline [None (Ram Spline) |
vethar_Ramine - o 1 I

Ramspline Object settings:
RamSoline

Basic tesseled 1L Basic tesseled - vertex color ]

Rivers connections

We moved vertex density into left side of the mesh and we change shape globaly by curve. You could change this
shape also locally in “Points” setting.

14. In object settings you could:

- change river object pivot position to its center or specific position.

- export it into unity asset instead of editable spline object.

- regenerate mesh object if you need. For example after copy/paste into other scene or multiple rivers
changes/refreshing. It sometimes helps.

0Object settings:

Set object pivot to center ]
Set object pivot position | x[0 'vo |z[o |

Regenerate spline ]

Export as mesh ]

15. About vertex color:

[ Basic Points Tips ]
@ R - Slow Water G - Small Cascade B - Big Cascade A - Opacity

Dram color I ——————

Opacity 0.1

Size 4 ]

[ Show vertex colors |

- When you start playing with vertex color you have to choose vertex color shader variant.
- Each color/mask give ability to paint by different water stage.
- Different surface react on their own way on vertex paint:

Lava:
e R-Pretty cold lava/small slope
e G- Hot lava/bigger slope
e B - Very hot/waterfall
e A-Frozen lava
Lava Frozen:
e R -—Heatyourlava
e G- Cover your lava by ground texture or any other
e B -maybe we will add another 2™ ground texture
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e A-wewillsee @

Water:
e R -Slow water
e G -Small cascade R - SLOW WATER A — OPACITY
G — SMALL CASCADE  MIX — CREATIVITY
e B-Waterfall B — BIG CASCADE

e A —Alpha color It’s useful to blend with other
water systems or paint specific behave in specific
place.

16. Multiple river connections

Best practice is to watch our video tutorial with our demo scene then try to do it yourself. Basically you have to
prepare yourself for this operation. Because there is few rules which have to be hold to get good synced mesh. For
non-tesseled shaders you don’t have to keep them all because vertex offset will not desync and destroy mesh at
connections.

- Ifyou create 2 rivers connections and they will become 3™ you have to drag and drop 3™ river as end of 1°
and 2" and adjust how big part of new river is 1°t and 2™ river by “Part parent” slider.

Mesh settings:
Triangles density (432 tris)
u

v e oy
River width i '|___Change midth for whole river |

Mesh curve |
Set all mesh curves
WVertice distribution: 0.5 0.5

L hto terran J

LV settings:
UV scale (texture tiling) 3
Rotate UV =]

Set materials:

Basic ! Vertex color ]
L Basic tesseled I Basic tesseled - vertex color J

Rivers cons
Beginning spline
Ending spline
Part parent

Object settings:

Set object pivot to center
Set object pivot posttion | X0 Yo 120

Regenerate spline

“whala

This 3™ river will now control “V” mesh density of your 15t and 2™ river and tiling. We did this to create
seamless connection between rivers even with tesseled shader. Look at V and UV settings at 1° river. They
were grayed.

- If 1% river become 2™ and 3" river you have to connect 2" and 3" river into mother “1 river” at beginning
spline window. You also have to adjust how big part of the old river is the new one. In this case mother river
will also control 15t and 2™ “V” mesh density. Anyway look in our example this 2" river is also connected to
another river in ending spline window. Bigger constructions are also allowed.

1 Ad3 point at end.

Mesh settings:

Triangles density (432 tris)
i i

v — z

River width B

' Change width for whole river

esh corve ——
Set all mesh curves

Vertice distribution: 0.5 0.5

Snap/Unsnap mesh to terrain

| UV settings:
UV scale (texture tling) G
Rotate UV (W]

Set materials:

Basic IC Vertex color
L Basic tesseled I Basic tesseled - vertex color

Rivers connections .
Beginning spline - Mather_RamSpline (RamsSpiine; °
" Mother 2_ Ramspline (Ramspline)

Object settings: '

" Set object pivot to center
Set object pivot position %[0 Yo 12[0
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In such case you could create connection of 2,3,4,5 rivers at the same place but... each river take 1 or more“Vv”
resolution. If mother river have v resolution = 4 you could create 2 rivers with V=2 and V=2 like at the image or
V=3 and V=1. Play with it and check our complicated example in our demo scenes. We will add more info about
this soon and show how awesome it could be.

17. Flow Map

! " Tag [ Untagged i Layer [Defaulc |

! » A~ Transform @
> (Mesh Filter) @
| v[c) ¥ Ram Spline (Script) @
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-

Neerrron,,
-
‘.".""....

(1) Sharp gradient could generate bugged effect, Keep flow changes smooth,
- “u

b " | d O 0.267
reroa LR Flow spee i
Ak X RO LN Flow direction 0 0326
EERE AR KRR R R R R R R R -
. Opacity 0.2
EEEE TR R R R R S e apapap ey ;. Size 1

BOSRS e AN R AR R

SR R R R R R R R R R R R R ppes ( Hide flow ]
Reset flow to automatic |
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TR g
ot T L L T L E LR e > ¥Mesh Renderer @
Yeua

AL TS Shan e .
“ A, LI X RS LA L R R ey - ,."‘:' | NatureManufacture Shaders/Debug/Flowmap Direction @
bl AL T X SEey B« T w«e® et . > Shader [ NatureManufacture Shaders/Debug/Flawmap Direction |

SAny LR R . @ v’ I
LA X XY - v e’
e ‘ﬁ‘ﬁ‘..’.....h"' wa"’v’ Add Component.
.
.

\\\

Mang
- b -
Sheag ~“““ﬁhﬁ¢-ﬁﬁ".v‘,a‘

“““w-

-
Al L L KR

Flow mapped shaders are very sensitive. Gradient between direction must be smooth, mostly in tesselation
shaders where verts must smoothly change UV and direction. We gives to debugs.
e Show flow directions - Arrows with colors which shows direction and speed of water. Deep red or
blue mean big speed. Be careful and blend speed, don’t create big gradient.
e Show flow smoothness — used to debug flow on connections between multiple rives. If you will see
hard gradient there, try to move a bit mother river it will blend flow in connected rivers.

Note!!

In next version we will add flow painting on multiple rivers at the same time. Until now you have to carefully
blend flow on river connections or leave this as it is — it will work fine and natural on automatic mode. Flow
mapping need a bit more love from our side. We will upgrade it many times.
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18. Simulate (Alpha)

This new options is useful to simulate river behave. User setup only one point, chose river length, density of points.
Click “Show simulated river” to check how river will behave and which direction will chose. R.A.M will analise shapes
around and show potential river position. It’s useful for natural river generation. If shape of spline and it’s position fit
you, simply click generate. With our upgraded terrain shaping you will be able to setup whole river in 3 buttons click
with whole bed. This kind of simulation will chose most accurate and natural river bed. If you want to repeat,
operation click remove points except first to start simulation again from 0. This is our first but not last procedural
option. We will extend this area a lot in upcoming updates.

lals] @ [RamSpiine (J Static ¥
NatureManufacture Assets Tag | Untagged | Layer | Default i

» & Additional Tools
v i Object Shaders » A Transform Gt
G NM_indirect ¥ (Mesh Filter) !
s tali ¥ |G-/ & Ram Spline (Script) Qe

S| Standard_Specular_Cover_Wet
5| Standard_Specular_Wet

¥ Gl River Auto Material
> & Assets
¥ i Demo
» & Demo Floating Island

: Basic 1 Points ” Vertex Color ” Flow Map
™ + Wet Stones + Flowmap + Ling
. e | - | -

“QDemo Floating Island
€ Demo Floating Island Mobile =
€ Demo Floating Island Stylized (1) Set 1 point and R.AM il show petential river direction.
€ Demo Gamma Rendering
€ Demo Gamma Swamp River simulation:

Demo Linear Rendering + Road + Sea Simulaten Fverlangth oD

Demo AR Simulation river poi —C
. & points 10
QDemo Realistic + Wet Stones + Flowmap +Lind o i o I
&l mesh —
il mash2 [ Show simulated River

¥ ¥/ RAM Demo [
» #RAM Demo Floating Island
» wRAM Demo 2 [ Remove points except first

Generate Simulated River

19. Terrain Shape (Alpha)

This is early tool to shape terrain around spline. It works on multiple terrains and it could create river bed or road
hill. We will focus on this as well at next releases to save your time.

With this system you create shape of the river in curve editor and you are able to visualize it, adjust shape depth,
offsets and terrain influence distance.

“Depth additional height” — this option allow to add offset, useful for roads or river borders blend.
“Depth multiplier” — allows you to multiply depth of the curve.
“Outside range” — allows you to check how big influence river should have on terrain around spline.

“Smooth” — you can adjust smooth power for terrain shaping.

It’s early version still, there is no undo at the moment.

y alf ¥ bl NatureManufacture Assets t) Layer [ Dafault .
Y » & Additional Tools —
< >~ Transform Qo
V'T M Q P (MeshFilter) ae.
I ¥ || ¥ Ram Spline (Script) W
<persp
jard_Specular_Wet
Auto Material
» Gl Demo Floating Island
» i Demo Floating Tslend Mobile
» @l Demo Linear Rendering + Road + Sea Basic Points l Vertex Color “ Flow Map I
» &l Demo Realistic + Wet Stones + Flowmap + Ling -
SE (W ———
€ Demo Floating Island
& Demo Floating fsland Mobile Terrain curve . ___________—— |
€ Demo Floating Island Stylized Depth additional height 01
i Ok .
Q Demo Linear Rendering + Road + Sea el 2 —
QD!MG Linear Swamp oo
a ok | Hide terrain shape. ]
B Shape terrain )
¥ | ¥Mesh Renderer e
Default-Diffuse @ o
,J Shader (Lgacy ShadersiDifuss -
Add Component
o. I e I O
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20. File Points

This option allows you to import and create splines from CSV file format. Useful if you want to import data from GIS,
and other 3d programs then unity.

You could always export spline from unity into file in CSV format.

Basic “ Points “ Vertex Color “ Flow Map

| |
- [
[ J
[ J

Save points to csv file

Load points from csv file

21. Vertex Painter (Beta)

This early version of tool give ability to paint on vertex and UV to get additional effect. In river it will make rocks wet,
but in lava it will heat stone or even overlay it by chosen textures like rocks or sand. By uv painting you could paint
flowmap on models. R.A.M spline mesh should be painted via spline tools, for all other meshes this tool will be best.

e Default color is white — no actions. By decreasing color power R,G or B it starts to shows effects in our
shaders.

e We choose white because shader must work without any effects on default white meshes too.

e Always check mother (object with LOD group) to paint on every LOD at the same time. If you will check only
LOD_0 etc only this lod will be modified. Rest will be untouched. For small changes its pretty cool to leave
last LOD untouched to save GPU and memory. You always could paint on all LOD’s and at the end
change/reset last LOD mesh to default.

e We added flowmap painter which works exactly the same as at spline river. Flowmap painter on meshes was
used in our floating island demo.

File Edit Assets GameObject Component Tools Octane Window Help

@ | ‘*, UL | EI Nature Manufacture > Vertex Painter I
| #:Scene |
" | Shaded -|[20 || % @) [ & - Sizmos 7| (GrAl

Bl \VertexPainter |
[ Start Drawing
Draw color |
Opacity
Size 0.5

(1) R-Emission G- Bottom Caver B - Top Cover
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- Demo Linear Swamp.unity - River Auto Material - Asset Store - PC, Mac & Linux Standalone* <DX11>
ct Component Asset Store Tools | Tools Window Help

o8 Center | © Global Nature Manufacture > Vertex Painter I

13 Asset Store
|4 | = M
Pertect ble
vertex paint

VertexPainter |

Draw color
S Opacity 1
i Size 0.5

(1) R - Emission G- Bottom Cover B - Top Cover

Flow Map
[BETA]

End Drawing

Hide flow directions

Reset flow
Flow speed ————————_) T |
Flow direction —— — O |
Opacity |
Size 0.5

We will improve it every update but.. you also could use own vertex paint tools to play with our shaders.
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22. Automatic rocks heating and wetness.

Simply drag and drop our Mesh Coloring Ram script into object, LOD parent. It will detect R.A.M and make stones
wet by water or heated by lava.

“Threshold and Height above water” — this 2 values are used to adjust blending between wet and dry surface.

“Create new mesh on copy” gives ability to copy this mesh many times without overwrite the data.

w o ) pe—
¥ & NatureManufacture Assets Tag [Untagged +) Layer [Default ol
v S el : : :
@ NM_indirect [N &
|S| Standard_Metalic_Cover_wet v &4 ¥ LOD Group ,

S| Standard_Metalic_UV_Free_Faces Fade Mode [ None. ‘

S| standard_Metallic_Wet

|S| Standard_Specular_Cover_Wet
|S| standard_Specular_Wet
¥ i River Auto Material

, /\ Active LOD biss is 2.0, Distances are sdjusted accardingly.

emo Floating Island
emo Floating Island Mobile )
emo Linear Rendering + Road + Sea [ Recalculate Bounds || Recalculate Lightmap Scale |
emo Realistic + Wet Stones + Flowmap + Line

obile ¥[G|_ Mesh Coloring Ram (Script) L3
mo Floating Tsland - Auto Color On
emo Floating Island Mobile Threshold 0.1
emo Floating Island Stylized Height above water 522
emo Gamima; Rendering [ Clear Mesh Vertex Color

emo Gamma Swamp
emo Linear Rendering + Road + Sea
ama linaar Swamn

Create new mesh on copy “

23. Vegetation Studio Support.

Asset support vegetation studio and vegetation studio pro versions. R.A.M will detect VS out of the box in your
project and show additional option in “Basic” page at the bottom.

Standard Vegetation Studio it will cut foliage around the spline.

Debug Settings:
Show debug gizmos m]

Vegetation Studio:

- Vegetation Mask Perimeter 5 ]
0| -
D Calculate hull outline |
4
» .. ¥Mesh Renderer [
v (G| ¥ Vvegetation Mask Area (Script) @

' Vegetationstudio

l (1) Create the area where you want to modify the vegetation, you can remove and/or include vegetation types H

Insert Node: Ctrl-Click
Delete Node: Ctrl-Shift-Click

’ (1) Select ground layers that il be used for selection when adding and moving masks. These will ba used in addition to unity terrains. ‘

Ground Layers Nothing ol
Show Area 7]

Show Handles “

Mask settings

Mask Name [ |

Global vegetation removal

[ (1) The area within the additional perimeter range will be filtered by a noise texture. To get a 100% removal in this area set min and max range to the same distance.

Remove Grass ~
Additional perimeter range | (== |
Noise scale 1
Remove Plants 4
Additional perimeter range 0 l—> [5
Noise scale |
Remove Trees 74
Additional perimeter range 0 —>D 5 — ]
Noise scale G|
Remove Objects -
Main Camera Additional perimeter range 0 — ]
»FPs Noise scale 5 |
Terrain .
WindZone Remove Large Objects -
Prefab_Wind Additional perimeter range 0 — 5 1
CTS.CTSTerrainManager Noise scale 1
» VegetationStudio
> M,:e,, Localized vegetation placement
Ramspline Include vegetation (w]
Ramspline . =
RamSpline || | Aceuracy — =
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Vegetation Studio Pro it’s could be biome object like in first Lennart biome video presentation. We made there:
Frozen river biome, water river biome, lava river biome. In this pack you could find example biomes for VS PRO beta.

Ofc they could be broken because VS PRO is in development, we will keep this up to date as we can. In biomes we

mixed our assets so to support our biome profiles you probably need most assets. We share our examples, give us

feedback.

At image below we spawn ice floe around the frozen river, everything is procedural, no single object at this scene at

all.

Vertice distribution: 0,5 0,5

G

Snap/Unsnap mesh to terrain

Layers
Take Normal from terrain

UV settings:
UV scale (texture tiling)
Invert UV direction
Rotate UV

Rivers connections
Beginning spline
Ending spline

Object settings:

| Default

(m]

13
(]
(]

[None (Ram Spline) |

[None (Ram Spline) ]

Set object pivot to center.

] xlo Jxlo zfo

[
[ Set object pivot position
[
[

Regenerate spline

Export as mesh

Debug Settings:
Show debug gizmos

(=]

[

Add Vegetation Biom Mask Area

Select biome
Biome Blend Distance
Biome Mask

Biome 2

5

>

. ¥ Mesh Renderer

>

Ice Lake 7.3_epic 1

Shader |

/Ice Shader Specular Lake T

24. Small API.

[

Add Component ]

CreateSpline(Material splineMaterial = null, List<Vector4> positions = null) - Creates spline with points

AddPoint(Vector4 position) - Adds point at end of spline
AddPointAfter(int i) - Adds point in the middle of the spline
ChangePointPosition(int i, Vector3 position)

ChangePointPosition(int i, Vector4 position) -

Changes point position, if new position doesn't have width old width will be taken

RemovePoint(int i) - Removes point in spline

RemovePoints(int fromlID = -1) - Removes points from point id forward
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