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basemapDistance
castShadows

collectDetailPatches

detailObjectDensity
detailObjectDistange
heightmapMaximumLOD
heightmapPixelError

lightmapindex

terrainData
treeBillboardDistance

treeCrossFadelength

treeDistance

treeMaximumFullLODCount

Heightmappatches beyond basemap distance will use a precomputed low res basemap.
Shodll@te@in'cast shadows?.

Collect Detail patches from ;u(mory.

Density of detail objeCts.

Detail'objects willDe displayed up to this distance.

Lets you eSsentially lower the heightmap resolution used for rendering.

An approximation of how many pixels the terrain will pop in the worst case when switching lod.
The index of the lightmap applied to this renderer.

The Terrain Data that stores heightmaps, terrain textures, detail meshes and trees.

Distance from the camera where trees will be rendered as billboards only.

Total distance delta that trees will use to transition from billboard orientation to mesh orientation.
The maximum distance at which trees are rendered.

Maximum number of trees rendered at full LOD.




J\/ %Tﬁj\

- RO ABH
« Lightmap

© o EEHEE
YIS RUELFRILight

exr &I, Freelmag




J\/ %:Féj\

» MRFRFD
* VIR EH Y R A
* IR D A




iﬂ@ﬁﬂﬁi

o




IEOYIIES

s XBET: A9
- Instantiate BI B s iNE AR NEH 5| HEIR
« Shader(Fallback)
» Texture
* Mesh
* AnimationClip




|
&
[:'//
—
frn

Shader(Fallback
Texture

Mesh
AnimationClip

Overview

Total

Self

«

Selected: Shader.Parse

Calls GC Alloc Time ms Selfms A Object Total Self

0B 1735.24 10.23
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* AssetBundle.LoadAsync

Loading.LoadFileHeaders




IEOYIIES

* LMk 52 AY 7 F LR 1E(Loading. LoadFileHeaders)
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o =ik 4 Prefab, ;=0 Instantiate

Loading.LoadFileHeaders 21.4% 21.4% 2 11.63 11.63
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» Shared B HFAR#F
o RLIEE R EX A LoadFromCacheOrDownload
« Material/MeshZ 1] 32 FH new WWW

« Prefab ®5)75 M Loadsync + unload(false)
* X H new WWW

SEZHZ A http://blog.uwadd.com/archives/ABTheory.html A
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« EEFEIM
* MEF I
* Load vs LoadAsync

- WIZHETNE, HFELoad
- EX A, H#EFFELoadAsync
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* Lightmap m17570%
 LightmapSettings
* lightmaplndex/lightmapScaleOffset
« Shader Stripping
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 Lightmapld
 Terrain.SetNeighbors
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 new Material. Mesh
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» TerrainData/AlphaMap
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 new Material.
Material set

bublde Material dynamicMaterial { get

Mesh %

n mDynamicMat; } }

f (mMaterial != null

mDynamicMat = new Material(mMaterial);

mDynamicMat.name = "[NGUI] " + mMaterial.name;
mDynamicMat.hideFlags = HideFlags.DontSave | HideFlags.NotEditable;
mDynamicMat.CopyPropertiesFromMaterial(mMaterial);

NGUITools. DestroyImmedlate(mDynamchat),

mDynamicMat = r
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TerrainData/AlphaMap

if (_loadedTerrainDataAssets.ContainsKey(dataName))

{
#if IUNITY_S
Te re2D[] splatMa@ps = _adPhamapTextdpts.GetValue( ¢ ir As s[dataName], null) as Texture2

Texture2D[] splatMaps“& loadedTerrainDataAssets[dataName].alphamapTextures;

if (splatMaps != null)

(Texture2D splatMap in splatMaps)

Resources.UnloadAsset(splatMap);




List<Object> groundObjs
groundObjs.AddRange( .
groundObjs.AddRange(

hAssetDependencies

sharedBundlePath = E

.BuildAssetBundle(groundObj ground0bijs.

fig.BundleBuildOptions,

BundleTarget);
.PushAssetDependencies(

terrainDataPaths = Direc
terrainDataPath

t terrainDataObj

(terrainDataObj ==

] objs = {terrainDataObj
bundlePath = BundleConfig.Bu GameConfig.TerrainDataBundlesRelati

+ terrainDataObj.name + Gz

eline.BuildAssetBundle(objs BundleConfig.Bundl ildOptions, Bund] Fig.BundleTarget);

.PopAssetDependencies
.PopAssetDependencies(
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