RIEFTEHRT BT EDHEWEMOBRT T
M. ZNHTD K\l THYET,
BFICIE T L. BHCIEBEBEICK > TRUVVIKIE
FTCELDZEERLATETLNBKIFERTH Y.
HRODERZR/HLEHDETVET,
BEECTNIES>ER. allZzd Uikl Tu<
NNIDEESE, LAERET UL A oTcIlfRIC
fefe T GABICIERASEIED L DI LEH LT
WET,
THhGEZHEGEZRIAT 5T &% Terragen2 (&
AIEEIC LT NBDTY,
ZO. KT e o e e e



&

— R II%

\
%

- K@ (Water)

SICEROKEZEVHELET, FELAV—ZERTERIETESDT, BPANIIGEE. TLTRI
DBERRIHIENHET T, HILLWNN=I 3 VD LKDBHEZRET 5 LHAIRETT, T/~
I3 TiE T (Lake) | D\ME—DKA TV bELTHEENTVETY,

KiE/ — b5 (GBIIY 2)
il UKE Waten] 27H5/—F -« UZR PERR

Pl [KEA 7Y 7 FDEM (Add Water Object) 1 &+ T (Lake) | %5&4R
B /—FREEECRET S

\ wLBmENekKE/ — K F7Yz4 )

KE/—FERET S

 FEhD/ — REER/ EHICT S (Enable)
Pl 3D 7L E1—BEE TOBREEE/ EHICT S (Handle in preview)
El & %5B%/ EMicT S (Cast shadows)

[ZH, (Transform)] 2 7 DRE

KE L)L (Water level) T/KEDSTAEFAELE T, 0=8K T,
KEDOFE (Centre) ZRELE T,

KEDHZE (Maxradius) ZFRELF T, MOBOHRELZLEIC
FMATELY, NELKTBHEKALPHBIRTH S EHTHY
£9, (AKBER)

=2 (Planet)] 2 7DE&E

i #ER95%E (Planet) OBIEMITZITVET, #FHAEFICIE [Planet0l] AR EINTSH Y. I T
REIND LK RELARZTHAGKE] & LTEBRDRENET,

(W-001)



[t—71x—RX + x—4— (Surface Shaders) 2 7 D&E

il KEOBRGEERETIT—TJ1—R - Y1—4—] #EEMIFLET,
Pl 'OR2>1 %#00)v oL, Ry 77y 7TAZ21—H5 [Goto “Water shader 01”1 %33R,
B4 > KT [Water shader 01] ./ — FREBEHANFRRNEINE T,

& (Waves)] 2 7 DE&RE

KEDHREISFHFEICHHETH DD, TDMRERSOHIIZKEALSHASDEEZ 200m CSWET
TFTP2REDN DY) ET,

er 01 iWater shader)

Edit

Hame ' ater shader 01 EI J

v Enable

Waves | Reflections I Sub-zurface | Seed I

Retahcss S| 002 2 | REOLOERET B/ RIVE,
Wave soal Ja| [0 3 BOEE EROKESEERLABTIA. T
Smallest scale ﬂ ID.'I —f— DBEBHTZDENE BLERTTEL,
‘wind patch effect . |'I } ] B
e La] — - | KEERIERAERET B/ LB
Wilpahses an| 1100 4 KEBERESOKAELICAINC &, Z0%
Wwind patch sharpness Jas| 5 i ERWRICL > CKENKRIIBET. ZhoE
— oOERAE bA—/ILLET,
K TgoRE (Roughness) | MFRE, (FRIZHE, Wave scale:200. Smallest scale:20)

Roughness:0 Roughness:0.15 Roughness:0.3
Pl TEokEs (Wavescale) | DRE, HOBEDRAMECTYT., (FHEHE, Roughness:0.15)

El TERO&/ME (Smallest scale) | DERE, NRODKREES ] & DRIMETTIDKZEIHLET,

Wave scale :10 Wave scale :100 Wave scale:500
Smallest scale:0 Smallest scale:10 Smallest scale:300
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— R

=NC7T— R

4 [ TRERDZR (Wind patch effect) | #RELE T,
- | B TREoKXEE (Windpatchsize) ] ZRELET,
o | @A TARKDBIKRZHE (Wind patch sharpness) | ZRELE T, ThUE. BEYEDEKEDER
® I EENRWTY v =TI, TEFHIRFEEIHLZHRELE T,
a v INS3DDERFZTNTNUTRSBEDY EVETOTTRZERLTCRAELTTEL,
l\
i
S o
) 7
= Wind patch effect  :1 Wind patch effect 4 Wind patch effect  :4
T Wind patch size :100 Wind patch size :500 Wind patch size :200
2 Wind patch sharpness:5 Wind patch sharpness:10 Wind patch sharpness:20
e 4
7o

&t (Reflection)] 2 7 D&E

>
s 7
o X
2 L]
§e)
3 =
@
H 12485 RE%R (Master reflectivity) | DERTE,
- P1 (/B (Index of reflectivity) | DRE, KDOBIFE 13334 KU BVIFERFEHNEHLYET,
o 0 H TkTESOZ{L (Horizon shift ) DRE. EMEC T EEICKERSENS P BRETT.
=N Bl TkmEIcRITT /\1 54 FDIBE (Highlightintensity) | DFBE, (\151 b=t>ELBBLH)
3'>ﬁ B "\« >54 rDEHSZE/0EE (Min highlight speread) | DERTE,
A 7
Q
=
8 _
=
(Highlight intensity:0.5. Min highlight speread:0.01 TEIE)
- Master reflectivity :1 Master reflectivity :0.5 Master reflectivity :1
- L Index of refraction:1.33 Index of refraction:1.1 Index of refraction:3
o ; Horizon shift 0.5 Horizon shift 1 Horizon shift 1
L (Master reflectivity :1
| Index of refraction:1.33
Horizon shift :0.5 CEIE,)
=
2=/ AKX Highlightintensity — :2
Py ||~ Min highlight speread:0.5
prd N
g'; AKX Highlightintensity 1
S| Min highlight speread:0.1
G
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N7 — R

+ EBBE (Sub-surface)] 2 7 DERE
o Z
S v
@ T
& 5

b
o
S
= T \ .
= | W DE#E (Transparency) | OFRE,
CR-S ﬂ [ERRRE DEFFEERE (Decay distance) | DFRE. HIEHS L‘ié:JZU/ (éﬁﬁr%ﬁ'ﬁ%bi?
< NEEADBELY (Decay tint)] DFRE, £ =0%ZEFL LT FROBICHZMABZRELET,
> K Transparency:0.75 Transparency:] ERIC r\DecaytmtJ D%
3 - Decay distance:10 Decay distance:500 X2 TIV—ITERE.
o X
35 - E 'Volume 1 density] DRTE,
> & ['Volume 1 colour] MDE&E, JRap— _ .
% - [A rvolume 1 density function] DERE, i| MEEORBTICOE, UBRELET.

'Volume 1 colour function] MDERE.
: V4
= e A& Volume 1 density: 0
= g A Volume 1 density:0.5
8 /25
FEKDNE DO - - -
A 7
Q
3 X
Q
S N
[E£H (Seed)] 2 TDRE

§ L

P
& &
R
]
- J K "Z%% (Seed) | DFFE. [Water Shader] /— FATITONZHERICERY (=742 LME) H
QR | BhUET, TOTVZLEHKRKENE. BIEOREVRAHNBEHINET
LY s
A
s 1
o
;\_
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