»

VI—HA—LIFREEMITBSLEEDEREVNT
H'). Terragen2 Tld#RRGATI TV bD&E
HEMZERLET,

RENICT 7V RAF v — =RV F B2 TE L
TARATLU—AAY bOgEIC K Y M E &
BET. IIRREFLEET,

Terragen2 ODREUI IR TV T —H—IcL>T
BEHENTVWAEE>TEBEETIEELL, ¥—
VeI EREAATVNET,
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— R

%

SN =T — R

Zjﬁ 2 x—4— (Shaders)

o 7

S VI S—ORIBKECHITIDOBYET, BRTIRFr—ERUMIBEO, REICMOEH

© | REIREERLD. REBECEEPRISOEEEOHZEDLADNET, K. LT 7 F v

© | YRWRRIEEAL, AA (Blend) FTLET.
S1— Al BOWBETDRTCEIEL. T ZDMBEF>TETA, 20 [ T—4— (Shader-
9] 2T THBEEEICOY FO—LLET, CTTEDYT—4—EBALETH. ZNEETAT
ATV Y MBS EICEISAT BB ERET

o it

- | /—FeuziEm

Jr—&—0/—F )X ME@EITIEBOZ TIciEED GBI (Add Child Layer) ) RZ2>Hd Y £,
ZhlE. Y —42—HWLKDED ./ — ROEIHEDE T—DODIEBEIT S fedICDIFSNIED T, 18
NTLKBECTORZVOBELVE, [/—F Xy bTJ—7BE@E] TRIEATOADEENTHODLY P
FTWTL&LD,

Fractal breakup 03

fidd Laver .l{ Gidd| Ghild Laser .l)

il /Baze colours
-l Power fractal shader w3 01
-l /Surface layer 01

-l fSurface layer 02
. -l /Surface layer 03
-l /Fractal breakup 0:

7k | /Fractal breakup 02 .
ﬂ JCloud fractal shader w3 O Clouc —— Fractal breakup 01

§ - /Fractal breakup 01
5 m
/=KX MOREEBK /=Ry bT—=7BEEO./— FEEX

= —

3 ,j_f R—AH5— (Base colour)

g X N—RX (B)=#xXTT, KEDHMEK. TLT. TOLICERT A MEZIELETT, X—XHT—EH#
i1 FF‘ Fic TTF&EY] ZLE T, FHOBMIFIE. RO H—T7x—X - LAY —] TIVWET,
D =

- N—RXHZ— (Base colour) Z5&XET %

T D/ — Fi& "Power fractal sheder v3.01" D28 AR T, 55 LULERRAIE A2 (Terrain)] 27, /X7

= — 72V RIVERET B ZERTEL,
(@]

>0

%c-. 5}? M ame |Base colours EI QI

Q ¥ Enable

Seed | [e0ze Random Seed |
Scale | Colour I Digplacement I Tweak, Moize I Warping I
Feature scale ﬂ I'I -

~ 74

% )( Lead-in scale &I I‘IDDD ———

g Smallest scale &I ID.1 [

2 5 Moize octaves &I |15

Z b

o 5

2 2 [ Blend by shader I _I

g ? " Fit blendshader to this " Invert blendshader

B "/—F% (Name)] #&/ELET,
M1 T/ —FoBE® (Enable)] DF v o OBEBEHRELET,

=
| B TEEK (Seed)) ERELET., 75 XLDESOEMBE SR EIBERLEYET,
;Wﬂs (Random Seed) K2 > TEIEES V4 INTERT 2EEHRET,
I\
D
=4
o |
=~

(S-001)
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— k1%

%

NS 7T— R

+ D/ — Ry z—2—%EBTE3] OB EHAEKRELE T, (BEMIT) K2 TEED.,
5 FleldH <z —4—%1EF>THRELE T,

g > H x—4—%zn/—RicgBEIcfEER (Fit blendshader on this) | DB, EhER/ELE T,

?r[%' - @A Ty —4—AR&EEETIER (nvert blendshader) | OB, EWNEERLET,

T
[ Blend by shader: &%h

Image map shader & ¥) F® BmpFile FeidA
Invert blendshader: &%

EREREICLY . R=RAT—HA A=Y
Y TOREWNBRICOIFEBEET N, MIdT
NTCE K AGHREBFYET,

—
D
=
=
=
=)

KEE (Scale) #/%ET 5

M "7>7%2)LOKEET (Featurescale) | #RELE T, 757 2IVICKD /A X TEDELAEER
LET, BUENMEWNZE / A DT HDEERICEYET,
Pl T/ A XDOFEAK(E (Lead-inscale) ] ZHRELET,
El /4 ZX0O&/IME (Smallestscale) | Z#BELE T,
B /A XDF7%2—7 (Noiseoctaves) | ZRELET, D3 DDRERFZENZTNIESHLET,
7K
5 )
© | & (Colour) ZHRET S
> %
3
% .
> =
o =
@
&
= B B /\1rA>—D@E (Apply high colour) | D&, EhEHRELET,
- | A TO—A>—n@EA (Applelow colour) | OBR, ENERELET,
ZD2 DDRETHRICENMIITENE T, /\ 1 &O—HFT—LIFHROFETIZHEL T,
BOBEZWNETS INMHT—), BWEZD (O—HF—) EVWSBKTY, EE50h—A% E
Bl LEbh>BE8lE BESNELSBHEEXEECRELT{NET,
El "> r>X b (Colourcontrast) | #88ELE T, BUEHNBWNTE/NA&O—HAZ—DEo>EWL
o 73 FIH. PREEHECEY. BEMEWEFBEHNRIIE, /\M&O—HZ—H7ELBHYEXT,
S 4 Bl TA>—oE#® (Colouroffset) | #RELET, /\ A &O—HS—DED/NTVAEFAELET,
@ H T[R&D1EE (Colourroughness) | ZRELE T, BEMENEBSNTREL. BEHBWVES
L BVDEHBII>TEET, <0 NEEOHET E TOAVFSAM R TT7Z9Z2)VOKREST] D
- REDSKEHEEZITET,
. High colour
% E/ . Low colour
a - -
o X ER  Colour roughness:0
E = AKX Colour roughness:10
. |
&~ /
o 1~
@xy# [\ HS5—OERE (Clamp hight colour) | 0%,/ EshERE LET,
Za O—A>—0OEZE (Clamp low colour) | DB%, BHERELET. N1AS—H 1L O—
g AZ7—HD0LUTDEFTHRAIENE T, TNETNEEET HETEHH (0-1) #BATEEERT S
o) /I7 TEEBEET,
=

(5-002)




7 L&D R T %#RET D

g_ Z TARATL—X Ak (Displacement), /A XD (Tweak Noise). Z=HH (Warping) 2T TIhbn

o T BERTEIF. BEEMEICE(LESSEET., 757 2IVICKVERTNIEIER CBX) HAZDFEE
it a 4 ELLT. #RICMMZBERHLE T, ZTNZTNOREIE A (Terrain)] @ "Power fractal shader ” %
== L BRTEL,
B

| bAY—onEm (Add Layer)

i TG2 THEONB LAV —lF. ROXREITAEZELDE (L1V—) TEODFEIERIBIEDI LD, &

O PERREGEXERMENZBHDOREIFEHINET,

S 7

I _Bdd Laver ¥ Surface Layer

| hll Baset g e Shader b
e

(LAv—DEM (AddLayer)) REZVHSRY T7 v TAZ1—HERRENET,
- H—71—X LA+ — (Surface Layer) D HROREICEMIFLET,
«H—T71—RX T x—H— (Surface Shader) : MIRITHLGHREEZ LT, MWRITZTNZTN 3 DIC
PHhNET,

— R 1%

Surtace Layer | 3 Gloud fractal shader +3 EDTSIEI)N YT —H—
\ Surface Shader Colour Shader —_—_ = - O.Dlour adjust shader ERE T —4—
/ \ Diztance shader BiFExy 1 —4—

Dizplace ment Shader
Other Surface Shader

Diztribution shader w4
Imaee map shader

REDIFY T —%—
AA=IIY T V1 —H—

1
|
7k 1 Pawer fractal shader +3 INTO—TSH &), T —4—
é ____________ Wisualize normal SERREDHREL
o ! I Visualise tex coords TBSEEET 7 A F v —DEE(L
o [H | |
L T T T |
| I
Alpine fractal shader WR7> 2720 T —%— Constant shader REDY T —F—
Crater shader /7 L—R2— 1 —"— Default zhader MEED S T — 4 —
9: > Displacement shader FTARTL—RAAV N VT —2— Lambert shader B RS T — 4% —
1 = j( Fake stones shader e T —4%— Planet surface shader BREY—TI—RI1—4—
3 — Heightfield shader INMBET4—IVR T —%— Reflective shader SBERAG Y T — 44—
I (@) X\ Image map shader A—ITw T 1—K— Surface laver T—TJ11—RA LAY —
1 41
'\ % C MOLA map shader MOLANRY /1 —4— Water shader KB T —H—
> == Power fractal shader +3 INT— TSR T—4—
IJ f_lz = Redirect shader BEY 1 —4—
— D Strata and outcrops shader v2 MELEH T —4%—
/ Twist and shear shader EXAHFETIRF T —H—
JU
~ | U=T7x—ALA¥— (SurfaceLayer)
= R IC. BEMTFSHDL A v —%Z05 ﬁt'fi?’ =TI —RALAY—IZEF/—RIC" 75052
— | O9f& (Fractal breakup) " YT —HA—HMFRELET, TN NT—T5 75T T —L—" DR
2 TF, /— FREEER. FFIC2AENDNTHY, FOZTBAE, R, 71 ATL—AA b
FZREL. TORTEHIELEOZTBETHREINNRZ., GBEVERASZTEDOLDICEET 5H %
HELET,
‘ Mame ISurface layer 01 EI _l
() j] [¥ Enable
)EH Q
=R
(_2 Ciolour | Luminosity I Dizplacement I Smoothingl
7+ Q
1/1-\] 2 5 W Apply colour ID.E J

[
Colour function I _l
—] FEE2TEE
EBDOHDORTER, NPT —H—
LT, HMERET BT EDHRET,

Coverage and breakup | Bltitude conztraints | Slope constraints I Effects I

Coverage ﬁl I‘I I

SEIEVEN
—\I\'T

¥ Fractal breakup IFractaI breakup 02 _l
=h
AE | AN y TR TB
% % = /l [ Invert breakup v Orly breakup colour ErEET 3 REEDRER,
r Y i
% l\ I\ Fuzzy zane softhess J;.l I'I Il
=7
2
S |
~7

(5-003)
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H TR AV—ERETS

Z B 7/—F% (Name)) £BELET. F—T1—ALA V—EERERZCET. KUEMTITIL
T

7

k

HY—VERBTZTENHEDDT. LEMTFIXIEFICEETT,
Pl T/ —FoBE%) (Enable)] OF T v 7 DEEEABRELET,

$193(q0

& (Colour) 2 7%E&ET 5

| RN=ZAAS-DOLELSEEDEEZRKRLEE T, VIHARIIMER—ENMEEERLLTYETH. REZFHET S
ETCRICERNZESZCY ., BmEZIEET 2ENHEKT T,

ulells |

| AS—EvA—TBIRENBH TOR
B voRicRFENET, RS54 —1E 18
ELIBOBEEEELET.

B TsxoeasEA (Apply colour) | OB, EHERELET,
Pl &#eE (Colourfunction) ] #5RELE YT, BET BBIATINEREETITIMA ST EHDHEKRET,

"Surface layer” / — Rli& 6 DD FZ 74
TR ENTWEY, "Base colours”

= 7K & "Fractal breakup” ./ — FIZ#IEREE O

=) SEBERfIFSNTHS Y. &Y 4DDTZ

© M| 54> DR, —DHE (Colour) 27D
TEHEE | DfedDEDEBTYET,
EROHITIE. "RBiTEY —4%— (Dis-
tance shader) " H\EHEMIFSNTVE T,

§ X

2 =

% °

> = EH @ ICMERIENBE.

% - Y= UG —EDE—IRETT,
AR [EiEe] ICRTEY I —4—%

BEEM B E, FaOBEHRT
TOBEBRIETHIET. ¥—

12 &Yy E3IELBET.

Q

> .

5 R

Q

F¢#E (Luminosity) 2 7&5RET 5

o 73 FHEE 1 ZBf:b‘%i@ﬁb‘Bféb‘ﬁilf:h’(bj%{b‘ﬂ)di SICRBEATENHEET, 2L, ThERYE

3 v, FFEITDEDEDT, BEAE L THDA TI 17 M EICEEASZ ST LITHEREEA.

D

0 _

vz

SEIETOIIEN
—NIg\'T

Kl 735% (Luminous)) OB, EHERELE T, RIAM A —TEAEEFAELET,
Pl DEOEAEL (Luminositytint) ] ZRELE T, EATEIEERELE T,
El YefE#eE (Luminosity function) | #ERELE T,

7.—\\

YIOMISN-3PON

S—J7 N

(5-004)
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NS 7T— R

=R
(=]=

$109[q0

ulesa |

S1919pusy sejawe) bunybi alaydsowny 1918\
=

YIOMISN-3PON

N—J7 N

i - X

Yoo

N[

7.—\\

—NIg\'T

EX T30 ZE3

R TR 2B,
BAEDSREONBIHTHIREE
BLTWEY,

TARATL—AA>  (Displacement) 2 7%#&RET 5

Y—T1—ALAV—DT A ATL—RAY M/ A XZERT BHED GV, [T ATL—X
A hHEBEl TEMG/ — FEBEMITZREMENDH I ET,

(T4 RTL—XAV bDAMA (Displacement direction) | #5&E L E Y., SHEAEER

(T4 AT L—X A bDEE (Displacement multiplier) ] #8BELET, FOT A A TL—X
X MIEBED S DIIRIERICIRIBZERELF T,

(74 A7 L—RX A MEEE (Displacement function) | 7’@': HRELET, BIERELTERT S/ —
FThHNEBTITH. EBLEV/ — FERBEMIFIIEE. SIRIEFENE LA,

[F4 RTL—X A FHRDBIAENMIE (Displacement offset) | #%ELE 9., HEAREE,

B5H (Smoothing) 2 7 EKET 5

BODEDREIFM/ — FTEZEBRLTVETH, CDETTREYF—T 1 —ALAV—DEBE, T
ARTL—=AAV FOBEERELET,

K BS5Hh#hR (Smoothing effect) | DB N EHRELET T, BUEICIE. XTAZ—THFED
ROAEEVERELE T,

Displacement function §2E7%& L Displacement function | Smoothing effect:0.5
“Power fractal shader” % &3

Serface colour

Luminosity tint

gy

Displacement function CE8E{T (7 fz Power fractal shader P4 High colour

EXE. ERROKIC THIER T | ORAEEBNCLIEEEDEDTY, FHETEDE
"Power fractal shader” TEREI N/ A XHZ—DEHOTCLEHAVET,

(S-005)
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7+ BREEHE] (Coverage and breakup) 2 7 %#RET %
C | CosTTR BE—EICEBOTALC. BE—EICADS NI EEIOWERT SEALRET.
3 5
l\
5 it
S
5 2

Kl N#EAX (Coverage)] ZRELE T, INE LAV —BOBEBERENREINE T, £feo D
BRAEI2 TRALEDHRICHEZEZET,

K
=
T |
b Coverage:0 Coverage:0.5 Coverage:1

LA v —EHEMIRAE, LAV —BOREZ 50% 2T &, L1 vV—B0REZ 100% &,

Pl 1752 %)U58) (Fractal breakup) | OB ExHERE LT T, FIHABESICIE "Power fractal shad-
=z K er PEEMIFOSNTVET, RS E—/N\—CEFDNRDBEERELE T, 0 FEHEALTT,
g = BEIX0.7~1 ETHEBONCHIRHFEITH. 1 ZHBASZEHHGEO>TEET,

& . El rozioREs (Invert breakup) | OB, EHEDRE LE T, BRARORGEEBEITOET,

| O T5EE0HOME (Only breakup colour) | DB EHERELET., 75V RIDET -4

OO —FZLDTA AT L—AAY MERZER O TWBTdHD. H5DIMRICHEEZRIZLET, TD

- DEIBEDHDINRZBIMICT BT HEEOEREEZ ST LG BEXEICDOIZEEZSZ S
EHHRET BREIEEMCGOTVET),

5 *

=

5 R

(@]

~ 7

Q

3 P Fractal breakup:1 Fractal breakup:2

i

@ —

2z

SI2J3puay
UL AN

Invert breakup: B3 Only breakup colour: 4 Only breakup colour: %

&/ IHREDHONR) ERTHHE, MADEE, 7127 L—2 A MERHHR TR E TH
551 RERIELTWNET, CNEFRI BT ET. FIBoTy— VBT T BHRES,
ZI\I*

D

20

S |

=~y

(5-006)
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Z=HIR  (Altitude constraints) X J&RET S

CDRT T =T 1AL AV -—DOHRIESHIRZRITET. EablRZEZRET ST Lickh.
FHIDE L ILDBED T HEDMOGEBRENHRE I,

REEE0%IR (Limit maximum altitude) | OB, EhERELET,

=125 (Maximum altitude) ] ZFRELEX T, BEEITBIEEDLERTY, 1B 1 A—MNUVTY,
EEiZaND 7 7Y —1 (Maxaltfazzy zone) ] #RELE Y., mEIEZED FARETY. HENE
WEEEBRN T > T DN, BEHNBWIEEEEEIESDENTTEET,

ZBE  Maximum altitude:650
Maximum alt fazzy zone:0

AR Maximum altitude:650
Maximum alt fazzy zone:100

125 650m LU FHSEREICES DENT
fefe®d, DY 1 — 4 —CHREINT
A AT L—=AAY FDOBHARTRENE T,

[ T&EES0SIBE (Limit minimum altitude) ] OB, ENEHRELE T,
H '&E&&ZS (Minimumaltitude) ] #5%ELEXd., BT HESDTRTY,
[ "&EES07 719 (Minaltfazzy zone) ] #8RELE T, RIEESDTAHRETT,

Maximum altitude:750 3&7E

ZBE  Minimum altitude:450
Minximum alt fazzy zone:0

AKX Maximum altitude:750
Maximum alt fazzy zone:50
Minimum altitude:450
Minximum alt fazzy zone:50

il :

[@ EECRSICYEHDER (UseY foraltitude) | DB, EhEHRELETT, SEFHNEERT S
BEIERELET, CNEEE (MOBEBRZ SNEWVRRA Y MOSY T —42—KRA 2V MET
DRt ) ZEHE T HEEDHEZZFRIL. 3D —VANTEICY #HOREEA{FEHEET,

{ERHHIFR (Slope constraints) 2 JAS&ET %

DRI T, T=T71—ALA V—DOHRIERGIRZRITET, BERGIRZRET ST Lickh.,
BTEMEEICITBEBE RGN, BRODGEROIBEEB LWV OFTIRMENTAET,

RIRDIERR
HIFZODERR
BREFTIIU bOERF

(5-007)
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— R II%
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%
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+ i TS5EROEIRE (Limit maximum slope) ] OBER, ENEHRELET,
| A T&&ENA (Maximumslopeangle) | ZRELEY, BHET HEROLRTY,
g | B TESENOT 7Y (Maxslope fazzy zone) | ZHRELE Y, RBIEMDTHRETT,
D T : T
o) s AR EIVEOSH
- I‘ Maximum slope angle:20
Maximum slope fazzy zone:0
BLOHEBT B5E,
AR LA
— Maximum slope angle:30
@ Maximum slope fazzy zone:15
o 2 BOREICDOHEZEPTHE,
5
[ TSEERNOHR (Limitminimum slope) | OBE%EshaRELE T,
H '&EE&A (Minimumslopeangle) ] ZRELE T, BEBT AERDTRTI,

[ &EBEROT 72— (Minslope fazzy zone) | ZRELE T, REEBERDTHRETT,

AR EIVEDOSH
Minimum slope angle:70
Minimum slope fazzy zone:0
EILDOBREICOHEET BIHE,

ER Lthof)

Minimum slope angle:70
Minimum slope fazzy zone:0
ANEICOHEEERTIES,
= 7K G
~ o H UENOfSI Y BOMER (Use Y forslope) | OB EMERELET. Thid. FrRATL—
= AAY NEOMRD. V—VICERINERICY—T 1 —ALAVY—HERINS D, EEHHE
MLEWTELDIET WHIRER) ., CNEMRT DHEZEIRLET,
MERZBZNICT DERE (Slope key) | i
- TRIEDERR (Finalnormal) ] © #EARFDERE T,
> % - THIFZ AR (Terrain normal) | - MIFED 7 1+ A7 L—RX AV MEICEDE TEEEZEBRAT 51
= &, L SMERSIROEE/ R LT TV FT,
o = TRE/ ATV LY S OER
=i : (Planet/object normal) 1 : EBEA T T MDIHBRLE T,
z =
D)
R (Effects) 2T &ZRET S
| COSTTE. BELSMOESNOEEHRY. 77 I —HORSHEEHELET.
& 7t
5 R ( D
Q I
A 73 CEHTEIY LT
) SRRl Y T
3 X T4 RATL—RAAY bEWD
D)
o
oz
E Nroxz#1L3 (Intersect underlying) | OB, EHAERELE T, . HEZEEREOM N
ZEA L. ERIGERLUEMRSETHBZIUSEET, LLORRITR > TEIFELE DL DI,
? 5 i’ St A \\ I i
B A '
o
v
=
%7\/' =7 : it ! ;
IZ I{ [‘ Favour depressions . Favouriss o Di;blaceentintersection
® FEOSDDB LT, TKIEHCEIWHT] & ZRERICEY HT IFREDBERICHBVETH T4 XATL—ZAAY b
3 "/ WD ATELTE TKIFFHTEIN YT EEBVABY EBA, HIFEORER WS HEEEENICTHE. ZHIRITN
o | LIRS OBRISE TSV EBTNT LENET,
~7 (5-008)




+ P1 28 (ntersectionzone) | Z#RELE T, WABHRBORETHERELET,
’ f : 0 LY Ty f : x LY . Tl 3 LY
o 7 | | . e
o v
g T
2 (& 7
Ebk
WE
5 . Intersection zone:0 Intersection zone: 1 Intersection zone:3
— -/
S 7

El 3%Z&3 7k (Intersection shift) ] Z&RELE T, BTN, T THRELCBIETHL £
IFBMBREEZET, ShRISEREBEGAMEDREDIRTAELELRYET,

o, .
I Y‘;Q,’f._q._\__,_ 3 b e W
=
% Ly
R
TS0 Wiy 2
: e

e Y . [ A ‘:V.J‘ ,,." 4 e b ¥ 4 S S
I Intersection shift:-2 Intersection shift:1 Intersection shift:3

=
% = Bl r&)3%Z>7 6 (Minintersection shift) | #38ELEY., ¥ 7 MIROB/NBEUARELE T,
= NEVT M DREDEHEIET IR L. ThISFRNEMOREZE EIF5Z & T, EIDELIFI
RE=5Z2%79,
1 § AN
| |2 =
~ 8 :
) |l = : _ 3
7 ) ¥ ; 2 /
}[/ ’/// A // &
Min intersection shift:0 Min intersection shift:3
5 *
> B 7779-80X5hE (Fuzzy zonesftness) ] ZRELET, THUIESHIREPERFIR TRES
5 R NZ7 7 —HOERICOVT., BEHNSWEEBBELZ EIF TENLIFBONCHIRETE L%
= BRELET,
)
VA,
==
3 X
/- E
i |& s
| Fuzzy zone softness:0 Fuzzy zone softness:1 Fuzzy zone softness:1.5
» L
5 >
> 4
@ 4
H |4 ]
= | =
27
£ oy |
Zz Lk
(]
g
o |
=~y

(5-009)
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4| HhS5—x—4— (Colourshader)
o | R ALAEEETEELET.
o v
2 T
T

~
o
S

EDTZU%)V T —4H— (Cloud fractal shader) #3RET 5

[ X% (Atmosphere)] 27D TBES T —4 (Desity fractal) ] THBELTWE T, (BEA-012X—)

WRZICEISLTEE, EOXS%E
BENZTDEE. BBEINET,

7K
5
® M

AR T —4— (Colour adjust shader) #&ET 3
> % E.-AOIANIVEFEBDOH VRAREZITVE T, D/ — RZBEMTHES T LFDEL RAZMNE
3 = EIBBICEEDFEED, /\1 b7 14—)UK (Power fractal shader &) DIERICHBLEYT
®) X\
% .
> ==
D =
™
& 7t
= .
5 R
Q@
B T/—F% ©Name)l #8BELET,
M1 T/ —FDE (Enable) ] OB, EWERELET,

o [AFILAIL (Inputlevels) 577 ] DR
3 X El TE20%E (Black point)) Ffcld. TEDER (White point)] Z#RELE T, KEHICZTDDATA
g B—HhHBVEITHIAT—RY VA THEEDEBERET 2HEE. BIBASITRET % 2BEDAL
h = hrHYET,

4

[H>< (Gamma) 2 7 ] DHRE

sI2I9puay
—NI\'T

= B "5y~ (Gamma)) ORELRACL S I 2 BEOREFEAPAEENTVET,

S = /

© || B ROTREBEE Clamp below blackl) 0% EHERELET,

~ || @ TB0LREEE (Clampabove white)) DA% EHERELET. HEF (0. BE (1) EL.
25 EHEE (0~1) OREHLSBIHRELHRLET.

o |

~7

(5-010)
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#+ PEB> T — 4 —(Distance shader) =% E9 %

2
3 o V—VICRITEEREEZBFE. ARIEIE TV L. ERIXIEIPIFIERBEZITVE T, TOHEMBELEEA
o T D/ —RTHRELET,
o 7

[
7
S

C ) I
|

B /—F%&©Name)l #BELET,
Pl [/ — ROF% (Enable)) OB EHERELET,
El 8/7E0& (Applefarcolour) ] ZRELE T, R Z—IEEEDEEVERELE T,
1 T[Fa10OE& (Apply near colour) ] #RELET,
< 0 B TER{TERE® (Fardistance)] #RELE T, BAEITZRITEDERERELE T,
> [A TF=8iD8EH (Near distance)] ZRELEYT., EDOMELSHBRERMBT N ERELET,
§ [iz1] [BEEEE— K (Distance mode)] Z#&#IRLE T,
EH
[EERE[ERAZ] (Distance[spherical]) J
E N ax
3 = [ZED R E [FRE](Z depth[planet])]
(@) X\ BERIGHDZE EICE > CHEINKT,
5 REBM TR & ZNEKTREDOTH
a = D—ETT.
2 E=
()
El TAX5(Camera)] #RELE T, KREDFEL VA—HASTEEHLEITH. [Distance sha-
der] ZERT2AHAEIRET BIBE. <+>REVEFOTEETHRET T EHNHFKET,
C 0 B TEfTEOEEEE(Clamp far colour) ) OB EERELET,
= ik T[Faio@dZEE(Clamp near colour)] NDBEX, ENZRELE T, HEICKVHRIEEDLY FT
= R M BEEELEWMEES/N\L—Y 3 VIEREFEKROIRESZET,
- %
BEEELEWES. GEEDTER
RFBTEITHTEYET,
=V DRREEICEMTT,
A~ 73 £
g BEEETSL. FEOETHEICY
2 X SF—YavRMITHEDNET,
= <257 EDRRICENTT .
°
g L
5 A
o T
. |
pd
821
@vP
z
57
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%

ERE T = —4 —(Distance shaden % s%EJ %

=T —ALAV—] OEETER2TELTHSHREIN/—F, B/ —-FELT. BORELRER
VIS DHEEN DY FT, (5006 N—IBE)

AA—=I<w T+ 2 —4—(Image map shader)ZRET

A A—VBEGREMPIEE) ST ET, KV UTIVEY—2ZED T EDNHRBM AT A XD
EERIBHIETRAEVI—FHREIFIATZIEDHRET, D/ — Nid BA (Terrain)] DIER
TEHLTEYEIH. [ (Colour) 271 [CDWTTEIF T THEHRWLET,

K T&%Em (Apply colour) | OB, EHERELET, ENFIIEBEROBEALIELHEVET, D
£ BIEROB Y MIFISEZ T ITH. BIRBERITD ST Z DMOMEEIZBEE T,

Pl 5o SH LR (Smooth interpolation) ] &%), EMICRE LE T, BERGEDEGRE S &£
BHC, RofcTyvIREABELEY, BBEEXZMET SEDTIEHY A

El T70UIVF 751 DESh (Unpremultiply) #B%), ENICRELE T, @F. YIVEEGRDLS
IIET7 > FITA) 7 REBICK 2T, Whp S BRI ECENEC OREICE>TVET,
TNEREEY I —2—THVREETS L ZABOENT Y VY (D3) AE->TLEVET,
BYEICIE. 7IVT7 7 F v v RIVCREDEREERELE LTERVIRWVWET,

LTFOEBRICDOWTIE [HIfZ (Terrain)] 2 7 T020 XR—IHSBIEETL,
(S-012)




it

— K|

S~
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N7 — R

+ A > b —4—(Painted shader) 2% E9 5

2
| ZRUMERET BB T —4%ES (Blend by shader) HEET Z20OA—BTIH, TDYT—4
ﬁ' T I, 3D 7L E 2 —EEICEEI AT TBODT IV 7 F v o RIVEBEAG T EHHEE T, Bk
- BODMmGAAEIRE LY. B8 THWESDGEARIBIBDITRIIDTL £ D,

N
o i
s

B T/—F% Name)] #BFELET,
Pl T/ —FoOEZN (Enable)) OB%h, EhaRELE T,

K 72 Brush)Z2 7&5H/ET

El T4@5M 7> %R (Use absolute brush) (&, 75 DY A AHBARETHY . FETIRE LY A
ATHEZET, 3DE1—DFE. BIINEL, FIFARECRRINE T, DT Z Y THFELY
NENRAVPLEDETHERHFRRTLET, EDPSMHFEDLDTT,
[ 75244 X (Brush size metres) | ZEREL XY, BldA—FILVTY,
3D E 2 — |G 7S > & (Use view-relative brush)] (&, 75DH A4 X & 3DE1—D
BITEICEDETEILL. 2DELTTSVDH A X E—FICRETVWET, TDT ST TlE, &
FEICENRL Y T BT EDAIRETT .
3D E2—DOEMH TS A X (View-relative brush size) | #3%E L %9, 3D E2—DLEE%
1 & LR GERETEABERELET,
[ 72202 Brush falloff) | (&, 75V A XEENFEIFIEDTHERELE T, 0XIFH LE
LT K 2EYELTgERET T, 1IOEDKIEET SOOI v IIKIEDNLHEDDYET,
RS
- TUse absolute brush 3R, Brush falloff:0
« [Use absolute brush | &R, Brush falloff:1

1918 \\

i - X )
& B

N

aJaydsowy

ck

- [Use view-relative brush] 3##R. Brush falloff:0
« [Use view-relative brush] 3ZR. Brush falloff:1

~’7
zﬁ

/.

bunybi

[7iE (Flow)] ZRELE T, FEHOLDEEEZEN 0)HSEN) ETERELET,
[ (Colour)] #RELXITH. KOBEDBETLHEREITHY A

Yoo
o]

Sselawe)

Z1t(Transform)2 75 &ET 5

N[

SEIETOIIEN
—NIg\'T

=

e N 1 Ry (Projection)] Z:#IRLE T,

oy | -3D RAY R UEbOETRE LTRELET.

z B SY# (PlanY) Y#AEE (EHSTICEN>T) ICRELET,
3 - X8 (SideX) X BAMICEND SRICED > THRELET,
S é <28 (SideZ) Z#EABICFRIDSHEICEAD>TIRELET,
S
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Pl [#:5& (Coordinates)] HiEHEEIRLE T,
- TR THECE (Final position) ] (&, ¥— > EEH T 2 RQBRETEEBRELE T,
- TH#bFZ / 72 A F v EICERE (Position in terrain/texture) | &, R T 7 X F v LICEREBEHS
T B8, BIEEHETFHEICRET DRELDHYET,
El (%79 (Translate)] (&, XAV b LIcEDEEED X y. zEHIBEILE T,

$123(q0

INTD—T 5242V T —4%—(Power fractal shadern) =8EJ %
[Terrain] @ /XU =752 %) (T-008) &8, Zhic Colour()] NMERINIEEHDTY,

—
(1)
®
=
=
>

FEDOEE(LS T — 4 —(Visualise normal shaden #s%E 9 %

T AF v DFEEE /B T — A4 —(Visualise tex coords shader) =& E I 5

MEEML (Visualise)] &l&. 3DNY MLZERGBERIET DT EAEVEY, RBEEIEx. GBHEIXyY. B
BAEIE z CRIFEL, B (1 ~+1) I[CRIKREDEREMBIEAIRE 0~ 1) THREINE T,

ZIE (0~ 1) DEETHREET BT LMD, A VER—PLIEUW Y THRED UV EZELTEHS ZED
HERBDT. TIVRF v &R EEDF v 7GR EICHIBLABETT,

Kl 58 (Diffuse)) DB EHEFIRLET,
P TEE (Luminous) DESD,ESHERIRLE T,
= El REBEZERE (FlipX)) OB ENEERLET,
~ 0 O TGBHEERE(FlipY)) OB, Eha2iRLET,
a H BBEEAKRE (Flipz)) OB ENERRLET,
[ &R (Repeat)] DB EMHEEIRLET, HWEPA TV LI LTIV RAF v EHEIST S
BE. UWRETNTLEWLS B(z) DIED (0~1) ITHIFRENTW W e, TD lRepeat] #F
T DRELDYET, Blz) DIEE 0~1) DRI TR LZELET,
= K
2 &
© | TARTL—AAY b x—4— (Displacement shader)
~ | Dt (Terrain)] & 7 OIEE TRENEH
— | EOMDY—T 1—2R> x—4— (Other surface shader)
s B RAGEEY -T2y SERBNLET,
S IR
- RAZED T —4%—(Constant shaden=HET %
HIEABSIC [B= (Background)] #7799 bOY—T 1 —RVx—ATEVHTENEY T —4 T,
LY A—BHCBETIVT 7—F v v XIVEREH LET,
S A TUIHMNEEERRAVNET BEAE, COY I —4—%EYYETET L TEBICTAF Y IER
= EHALET, Ffoe ERHFOLS ICEAPRBHELRIEL. Z2AE—BTIERIL—IT—
| UCRGBEKEERIEEINET,
S _ IV 7—F v x)VEBRIE. XZ21—/\— [File] 55 TExplore Temporary Files] ZB< 2 &TRD
=4 DIFBTEDHFEET,
w5 L
=2V
5 F
o >
v | M /—F%©Name)] #/ELZXT,
Pl T/ —RDOBER (Enable)) OBERN,ENERELET,
- El & (Coloun) #8%ELET,
o 0 B 77 r—FvrxIVE (Alpha)) ERELET.
5y .
=k F
g
S |
=%
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5 774 )b b T —4—(Default shaden) #58E 3 %

| Fornb v TY T FORETY EY IERSLOT, BOBEE. HE. R, 71
T

7

b

ATL=AA YV b, ZLTA A =Dy TEHEDEUAR G ENMTASBEZEN/ — FTT,

$193(q0

—
(1)
@
=
=
>

B(ColounX2 7% _ET 5

K Kl TIEEE (Diffuse coloun)) #RELE T, BB LIENEZFTH TV MHSETZBEDT L
= HELOWEKT,
= & Pl oD+ X— B (Colourimage)] ZERDEIRT 71 IV SEVAHE T, EICIZXVINTH
< DEFEERLET,

El T&DERA (Colour function)) I EED ./ — REBER T 5T & TELEDIF BT EHHERET,

Il DO&EBE (Translucency)) ARELE T, XHFA TV 17 FOXREE@BY B, BREEER
> % THHD. ATV b EBLTRESZIRNTDEDONERLEEBBBOBEVNVEFTUET,

3 - REHEIETEBEEZIE L. RELLBEBIXZDEBRTELLLE T,
o X BO 0 LB THLBEHDTBEOMRIFELEYET,
5 H O&EBDO X—IE (Translucency image) ] 1& TColourimagel T,
~ @A TEEREOLEA (Translucency function) ) (& Colour Function) EEIETY
@
[YEE (Luminosity) | &4 797 PSRRI ZHERELET. HEIERAAETEDBWIEER
BIOEDEEXT, BEABIEERELILAETELLET,

El THEDOA A—IEK (Luminosity image) | (& TColourimage] EEFETY,
= o0 Bl THEOER (Luminosity function)] 1& TColour Function &ERRTY,
>0
= R
- $EE/R St (Speculan 2 7 EBET S

DRI TEATIV7 bORAGELORFENZHEZD Y FO—ILLET,
~ 74
Q)
3 X
S _
sz
w5 L
- | TRHE Reflectivity)] ZRELET, 77V bDINAFA MDD SREFENZHOEE T
o Z FO—ILLEY, BEAORFIEIREEERBLETHN. TORZTTEORWHLFT TV b
o 7 ERENMMTWVBDIDISICRERTENTEET,
|| B R5EH Reflectiontint) T. HEHEELEEOBAL (£%) ERELET,

El [/E#7=X (Index of refraction)] (&, #7170 FOREZEBT AHEBITEZRELET., TN
= WEBBREDEWA TV IV M ETRBMENE T, FREDQLSETEWNATI IV MEEITELT
S/ WET, BEZ 1 UTICTBEY—V2ERDESRICED/N\ITDHIET)

@y l\\ Bl 8maiEE (Speculerroughness)| T. RETENZHD®HEEFR SN HRELE T,
A

g

o |

=~
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7+ T4 AT L—A A (Displacement) 2 7%= E&ET 5
O SBIRA TV ORICHERE S A I, BN Y AT v B TS EELETO
E' I BEDEEBIRT BT &ICK>T. 77V 7 FREDOMOEZRRLE T,
° 3
2
S R

[F4 AT L—RX A bDEE (Displacement direction) | #3%ELET., Ry 7 v TAZa1—hH
SERLETH, MR [T (Terrain)] D T-009 X—2%BRFIELN,

(T4 AT L—X A2 ~DFER (Displacement multiplier)] Z%RELE T, HMOZELT DHET
EFLEY,

74 A7 L—RX A MEHR (Displacementimage) | ZE&&LE YT, N\ I vEVTTBREB6D
BEiR, & LIERR Y F v U 2IVERER IS B T EDHEERET,
74 AT L—X A MMEA (Displacement function)] Z#E&LET, T4 AT L—XAAV FHR
EEZBIHD/—FEERELET,
[T RTL—X AV FhBRDBERAIE (Displacement offset) | #5RELET, EEHHICHTL, &
= 7K DEEHNSMREEZA BN ERELET,
Q
7 &
FFERRE (Opacity) 2 7 & ERES 5
[BEBARE (Transparency) | EIHEWL. 77V 17 FOADENLITHEEE T RABELNERDET, FiB
> BEN 0%DATI T bE. —VDSHEATLEVEITH. EBE 100%DEDIFFTLITEIT TV
5 A VBEDODRZITVET, ALDEEEL LTARNBAEERIRT ARG SIEALET.
5 =
_8 .
>0 ==
D E=
@
S
=
g' R
(1] [R3& [ (Opacity)] ZRELET, 0 CRBICAEBLA TV MIRZABELEVET, (1-0)
(COBREIES FL BV TVEVESBDOTIRA VMBI LT BIZ5H000HEHNEEA)
2] [RBERER (Opacity image) ] H#RELE Y., KRV F ¥ U RIVERETDETHITITY
A 7 DYV IREREIFERLEY,
v I7IWT 7F v xIVEFER (Use alpha channel)
% X - [REBERDKE: (Invert opacity image) |
)
c
w5 L
=
5 A
o
v
TIVT 7 F v I VB EEGREER L TEBRERD KR
E-WEMGDTIOEVET
&/
o 3 [RBEBADYER (Opacity function) | ZRELE T,
A5 S (4] MEBEDEET VT 7F+ > XJVICEA (Alpha from coloun)] ZBZNCLE T, SBEROFH S
gg B—DERIEIZAY E L CGERLEVEICERLET.
31
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H TEE=& (AlphaKey)) #RELE Y, BEGREFEALET,

17_\ [ TEDHFAERE (Keytolerance)] #RELE T, HEHAAETVNZEELUEDEBHNLENY ET,

s o

D T

3 4 .

7R A A—(Images)Z T &RET

A7V MOGERT AT I7AF v (BfR) DREETVETD,

=

S

5 T2

M&g22 47 (Projectiontype) | ZZIRLEX T, Ry 77w FITDWVWTIE A (Terrain)] T-017.
T-018 BT T,

M4%8¢4 X = (Projection camera)] Z5&E L X T, #FHARHLL > Z—7H A S (Render Camera) Hh'E%
ETNTVWETH. EETHDOAEL SR T IR EHICAATERELET,

B0 7 RIVF T2 A4 EEMNL (Unpremultiply colour) | OBEX,EH%ERELE T,
PEBEBAD T IVF 75 A ZHEMNE (Unpremultipy translucency) | DB, EH%ERELE T,
YED T RIVF T2 A HEMNL (Unpremultipy luminosity) ] DB, EHWEHRELE T,

P

= 7K TURIVF 751 DEE © E5h
Q
~ AKX
M| FURILVF TS A DESHE : B
SR RTMETH kb Nfc Ty IEAH
BEICNEINET,
P
5 2
o X\
% .
: =
= SV IN\— b « T —4&—(Lambert shadenZ2 75 HET 3
IR S & {E > CRREANEBHEITS DY 1 —2 TIH. KicgHZLic (77406 -2 —%] T
FESEDOMEEDNEVIATENTVEYT, WDV T —L2EZFESFSlE. HEIRSICELL TWB I
| BTEEDEVLVSROHFTT,
g
> .
5 R
Q@
~ 7
Q
g A
- = K L8 (Diffuse colour)] #/ELET,
Pl T(Biz&%(ER (Use existing colour)] ZB% EMICRELE T, BEFEEEEFTTITII M ZDE
DDBEEIELEXT,
El T3%8E=R (Translucent)] ZRELE T, KDL > TVWBEDRTDEICENTEITDEDHHE
o | BIDLODZERELET, BELED. TOMREZFERITADICELTWAATI TV MIBEYET,
- O THERAOBHE (Translucency tint)) ZRELE Y, BRI ZHDBERELET,
> 4 =
T > -
- |
S~/
@w# -
g l Default shader % { > fz ERRILIE Lambert shader TO¥FERER 1.2 Lambert shader TDiEFERER 0.3
=4
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