PyKOBOACTBO MO NUCMOJIb30BaHUIO cCKpunTta F525
- RIOS COM SPLINES

Ha3Ha4veHune:

CkpunT npeaHa3HayYeH ansa 6bICTPOro co3aaHns pekn no cniaanHy 6es
MogenunpoBaHus B Blender.

ABTOMaTU4Ye€CKN CO34AET BOAHY NOBEPXHOCTb, aHMMaLMIO BOJIH U
BblpaBHMBaHWe Mo penbedy.

BAXHO:

MNocne ycTaHOBKM CKpunTa nanky textures HeobxoaMmo nepemMecTuTb B
KOpeHb Balluen KapThbl.

Mpnmep CTPYKTYypbI:

map/

|

— textures/

— maps/

— data/

L— map.i3d

Ecnn nanka textures 6ygeT HaXoAUTbLCA B IPYroM MecTe, MaTepuaibi
BOMbl MOIyT He 0TObparkaTbCsA KOPPEKTHO.

MoaroToBKa:

1. OTkpounTe KapTy B GIANTS Editor.

2. Co3panTe Spline  NpoNoOXKUTE ero no TpaekTopum Byayuien peku.
3. OTpenakTUpymnTe TOYKM 14 NSAaBHbIX N3rnbos.

4. BolgenuTe crijlalH nepepg 3anyckoM CKpunTa.

OCHOBHble HaCTPOWKMU:

- WnpwunHa pekun (0-50): onpenenseT WMpUHyY BOAHOW MOBEPXHOCTMU.
- FnybuHa (1-10): 3apgaét rnybuHy pycna.

- CrnaxxusaHune (1-100): BamsAeT Ha NJAOTHOCTb reoMeTpuun.

- Fluxo: BkntoYaeT TeyeHne BOAbI.

- CKopoCTb Te4yeHuns (1-12): peryampyeTt CKOPOCTb aHUMaLUN.

- PazmMep BOJIH: BAnseT Ha MHTEHCMBHOCTb BOJIH.

BblpaBHMBaHue Nno penbedy:
- Alinhar ao terreno: nogcTtpaneaeT peky nopg terrain.



- Deslocamento Y (0-20): cmeweHne no BbiCcOTE.
- Profundidade: rnybunHa BbleMKu pychna.

MeHepauwnsa:
Mocne HacTpoMKKM BbigenuTe cnaamH n Haxxmute GERAR RIO.

PekomeHpyeMble NapaMeTpbl:
WnpnHa 12-18

rnybuHa 4

CrnaxxunsaHue 90

CkopoCTb Te4yeHus 4
FnybuHa BbleMku 3

CoBeTbl:

- DobaBnanTte 6osblue TOYEK Ha MOBOPOTAX.

- Nocne reHepaunm MOXXHO NoANPaBnTb terrain Bpy4Hyto.
- icnonb3ynTe Oekop: KaMHU, pacTeHUs, rpsasb.



