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I'eomeTpus

CneBa HaIlpaBO: BUOMMaA KPOHa, BUIUMEIN CTBOJI,
HEBUOMMEIN CTBOJI, HEBUAUMas KpPOHa

JTro60€e epeBo COCTOUT M3:

» BUOHUMOU reoMeTpuu
« HEBUIUMOM reoMeTpuu Ojisd npocqéTa KOJIJIIU3UHU

T'eoMeTpus OJIst KOJUTMXKEHA CTBOJIA CO3MAETCS IPOCTEIM NyOIHPOBAaHMEM BUIMMOM T€OMETPHUH.
T'eoMeTpus IS KOJUTMXKEHA KPOHEI CO3MAaETCsI B BUIE MAaKCHMAJIbHO YIIPOIIEHHOTO MeIlIla,
IpeqHa3HaYeHre KOTOPOTO - OTHIIPEIBATh 3BYKHU U IIAPTHUKJIILI IPH KOHTAKTE C GU3NIECKUM
00BLEKTOM.

CtBoJ epeBa B 3[-pefakTope yTallIMBaeTCs HUXKe MUPOBOTO IIeHTPa, YTOOH! C 3aI1acoM
IepPEeKpPHIBaTh BCE HEPOBHOCTH JaHAMA(Ta ¥ HAKIOHH 00BEKTa B PENAKTOPE YPOBHEH.

KYCTapHI/IK ¥ KaMBIII OTIIMYAIOTCSA OT Ae€pPeBa TOJIBKO OTCYTCTBUEM 00BeKTa CTBOIJIa, B OCTaJIbHOM BCE
TO 2Ke CaMoe.

HacTpolKu MaTepHaioB

s KaXKOoH 4acTH JepeBa - CTBOJIA, JINCTHEB, U HEBUOWMMEIX qacTewu - CymeCTBYIOT oco0nIe
HaCTPOﬁKH MaTepHuaJioB CO CIieIuaJIbHBIMU meﬁr_[epaMI/I, KOTOPBIE PEANTU3YIOT PEaTNCTUIHOE
IIOKa4Y¥WBaHNE OJEPEBLEB OT HECYIIECTBYIOIIET O BETPA.

Engine Shader Compiler Shader Game Material Onucanue

flora/trunk wave flora/trunk wave materials/tree trunk CtBon (kopa)

flora/leaf wave flora/leaf materials/bush KpoHa (BeTKU C MTUCTHIMHU)
def shaders/def trans flora/flora collision materials/tree trunk HeBupumeiii gy6nukaT CTBOMIa
def shaders/def trans flora/flora collision materials/bush YIpOIIEHHBIN MeI KPOHBI

Bupumas KpoHa Jo/KHA UMeETh (jiar ABYCTOPOHHEN MOBEPXHOCTH (2-sided). HeBumruMou KpoHe TOXe


http://xray-engine.org/index.php?title=%D0%A4%D0%B0%D0%B9%D0%BB:xray-tree-geometry-01.PNG
https://xray-engine.org/index.php?title=File:xray-tree-geometry-02.PNG
http://xray-engine.org/index.php?title=%D0%9C%D0%B0%D1%82%D0%B5%D1%80%D0%B8%D0%B0%D0%BB

MOXKHO 000aBUTh TaKOM (j1ar, HO 9TO, KaK IIPABUJIO, U3JIHIIIHE.

YJIY‘II].IGHHBIG BO3MOZ2KHOCTH

Ins yckopenus co3panus u yuctku HMU-cetku B mpoekTte b.0.P.2K.Y. Grina peanu3oBaHa
reHuasbHas Uesi: Co3aBaTh BOKPYT CTBOJIA iepeBa o6eydaliky, B KOTOPYIO OBl YTHIKATHUCh HOOH B
Ipolecce reHepaluu. ITO HYKHO 151 TOTO, 4YTOObI BOKPYT CTBOJIa coxpaHsnachk 6ydepHas 30Ha 6e3
WH-uom. Ob6euaiika ob6afaeT CreliaabHbIM IIeiIepoM, KOTOPBIM YKa3kiBAeT KOMITHUIISITOPY
UTHOPUPOBATh NAaHHYIO TOBEPXHOCTh. B pe3ynbrate Takas reoMeTpus paboTaeT B pefakTope
YPOBHEY, HO He IIOIIafiaeT B UTPY.

Engine Shader Compiler Shader Game Material Onucanue
def shaders/def trans special/ai obstacle default O6Geyaiika BOKpYT CTBOJIA

Pa3mep obeyaliku BEIOMPaeTCsl TaKUM, YTOOBE OHa ITepeKphiBajia fhaMeTp CTBOJIA IIJTIOC 110 OOHOM
HOJe C KaXIOoU CTOPOHEL, a 110 BeICOTe Oblyia Oombine mapamerpa Can Up B HacTpouKax KUCTU
reHepatopa UH-cetku. [In51 paboTsl onmuu Tpebyetcs 6opirnockuii CIK 1 KOMIUISTOPHI.

HacTpoHKku o0BLeKTa

OOBEKTY OepeBa HyKHO 3a[aTh CIIeIMabHbIM THUII TEOMETPUH OJIST HHCTAHCUPOBAHUS, TaK
Ha3eiBaeMbli Multiple Usage. OH He yKa3bIBaeTCs IIPU 3KCIIOPTE TeOMETPUH U3 3[-pefaKkTopa, ero
HY2KHO 3a/laTh BPY4YHYI0 B OubInoTeKe 00HEKTOB pemakTopa ypoBHeH. [Ins aToro B MeHio Objects ->
Object Library BriOpaTh HYXKHEIM 00BEKT, HaxkaTh KHOIOUKY Properties 1 Ha Bkitagouke Main
Options 3agaTts Object Type kak Multiple Usage.

Ecnu 3a0BITh 3TO cHenaTh, TO pu cOopke ypoBHS LE BeIZACT OIMIMOKY 0 HEBO3MOXKHOCTHU IIPUMEHSITh
menneps GI0PH Ha 0OBIYHOM CTATHUYHOM O00BEKTE.

r ___________________________________________ =
[0bject 'mu\flora\trees\tree sosna 1 01': engine shader 'flora\trunk wave' not compatible with static
lobjects

| surface: 'trees bark sosna 01 SG'
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O06s13aTeIbHO HYKHO CO3MaTh CIEIUAbHYI0 TEKCTYPY-0UI00pH B TOM XKe OKHe Ou0IMoTeKn
00BeKTOB. [I7151 3TOTO ClieflyeT BKIIIOYUTH ranky Preview Object v naxats kHonky Make LOD.
Cospactcs Tekctypa gamedata\textures\lod\umsi_mexcmypol_o6vexkma.dds. TTono6HEIE
TEKCTYPHL Ipu cOopKe ypoBHS B LE cKnenBaioTCs B 0OuH OOJBIION aTiac, KOTOPHIA COXpaHSeTCs B
dbain X:\gamedatallevels\ums_ypoensl\level_lods.dds

PaccraHOBKa iepeBbeB

Kak u mo00# MHOM CTAaTUYHBIH 00BEKT, IEePEBhS MOXKHO PACCTABIISTh BPYYHYIO IIOOAUHOYKE,
BPYYHYIO CIIy4alHOM BEIOOPKOWM U3 CIIHCKA, ¥ IaXKe MAaCCOBO MTOJIyaBTOMATUYECKH 3aCaKUBATh
mpocTpaHcTBa (moppobHee cM. CtaTuuHble 00HeKTH (Objects)).

Hctounuk — «https://xray-engine.org/index.php?title=lepeBpsa&oldid=1236»

Kateropus:

X-Ray SDK

« Ctpanuua usmeHesna 10 ¢espans 2024 B 23:22.


http://xray-engine.org/index.php?title=%D0%A1%D0%B5%D1%82%D0%BA%D0%B0_%D0%BD%D0%B0%D0%B2%D0%B8%D0%B3%D0%B0%D1%86%D0%B8%D0%B8_%D0%98%D0%98_(AI_Map)&action=edit&redlink=1
http://xray-engine.org/index.php?title=%D0%91.%D0%9E.%D0%A0.%D0%96.%D0%A7.&action=edit&redlink=1
http://xray-engine.org/index.php?title=xrLC
https://forum.xray-engine.org/index.php/topic,252
http://xray-engine.org/index.php?title=%D0%A2%D0%B8%D0%BF%D1%8B_%D0%B3%D0%B5%D0%BE%D0%BC%D0%B5%D1%82%D1%80%D0%B8%D0%B8_%D0%B2_X-Ray
http://xray-engine.org/index.php?title=Level_Editor
http://xray-engine.org/index.php?title=%D0%A1%D1%82%D0%B0%D1%82%D0%B8%D1%87%D0%BD%D1%8B%D0%B5_%D0%BE%D0%B1%D1%8A%D0%B5%D0%BA%D1%82%D1%8B_(Objects)
https://xray-engine.org/index.php?title=Деревья&oldid=1236
http://xray-engine.org/index.php?title=%D0%A1%D0%BB%D1%83%D0%B6%D0%B5%D0%B1%D0%BD%D0%B0%D1%8F:%D0%9A%D0%B0%D1%82%D0%B5%D0%B3%D0%BE%D1%80%D0%B8%D0%B8
http://xray-engine.org/index.php?title=%D0%9A%D0%B0%D1%82%D0%B5%D0%B3%D0%BE%D1%80%D0%B8%D1%8F:X-Ray_SDK

K aroit cTrpanute obparanuck 332 pa3sa.
Copepxumoe poctynHo 1o nuieH3urd GNU Free Documentation License 1.3 unu 6onee mo3pHssS
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http://xray-engine.org/index.php?title=License
http://www.gnu.org/copyleft/fdl.html
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