SETTING UP VEGETATION STUDIO PRO

This document will give you a quick guide to setting up Vegetation Studio Pro and biomes in a new
project. It uses the new job system and burst compiler and requires some additonal setup.

SETTING UP UNITY
The Vegetation Studio Professional beta has a few setup requirements.

The minimum requirement is Unity 2018.2.11 This will likely increase with time as Unity adds a bit
more of the NativeArray/job functionality.

Set up a new project in Unity.
Go to Player settings and change the following settings.

 Scripting Runtime Version to .Net 4.x Equivalent
e Api compability level to .net 4.x

Configuration
Scripting Runtime Version® | \MET 4. Equivalent

Mano

Scripting ]
LUNITY_| SING_STACK_NV2,VEGETATION_STUDIO_PRO
Allow 'unsa

Active Input Handling* Input Manager

Then open the Package Manager from the window menu. You need to enable show preview packages
to see them all.
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In Project

Packages

s Library

1.9.11
2.0.11-preview

TextMesh Pro 1.2.4

Built In Packages

In Unity 2018.3 + the window changed a bit and you need to turn on preview packages to see all of
them

A Show preview packages
Adve rt|se|‘nen_

nd android that all you to quickly and effec




Select and install 5 packages

e Mathemathics
e Jobs

¢ Collections

e Burst

¢ Postprocessing

Install the latest version of each package.
IMPORTANT: SOME 2018.2.X USERS HAVE REPORTED AN ERROR WHEN INSTALLING THE
LATEST MATHEMATICS PACKAGE. INSTALLING MATHEMATICS 0.0.12-PREVIEW 21 OR

EARLIER SEEMS TO HAVE FIXED THIS. I EXPECT UNITY TO UPDATE A PACKAGE WITH A FIX

SOON.

THERE IS ALSO A PROBLEM WITH THE LATEST BURST PACKAGES TRY TO STAY AT BURST
1.0.0-PREVIEW.6 OR EARLIER UNTIL UNITY COMES OUT WITH A FIX.

These packages are needed to get Vegetation Studio running with the burst compiler and job
system.

if you have the Post Processing stack installed direct from GIT or another source you need to
uninstall this and use the version from the package manager.

When done import the Vegetation Studio Pro beta package.
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lobs | Properties  Window Help
lobsDebugger
Leak Detection (Mative Containers)
»  lse Burst Jobs

Burst Inspector
Enable Burst Safety Checks
~  Enable Burst Compilation
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For better speed in the editor turn of the Jobs debuger and Leak Detection.

To use the burst compiler in standalone builds you need to make sure to install Windows SDK and
VC++ toolkit from Visual Studio Installer

Install the latest available version of each.

Modifying — Visual Studio Community 2017 — 15.7.6

Workloads Individual components Language packs Installation locations

visugl e+ nFC o AR Summaly
Visual C++ MFC for ARM with Spectre Mitigations
Visual C++ MFC for ARMG4

Visual C++ MFC for x86 and x64

> Visual Studio core editor

> Game development with Unity

v Individual components #

Static analysis tools

Windows 10 SDK (10.0.17134.0)

WVC++ 2017 version 15.7 v14.14 latest v141 tools
NET Framework 4.6.1 targeting pack

.NET Framework 4.6 targeting pack

.NET Framework 4.7.1 targeting pack

Visual C++ MFC for x86/x64 with Spectre Mitigations

Visual C++ MFC support for ARM&4 with Spectre Mitigations
Visual Studio SDK

Windows 10 SDK (10.0.10240.0)

Windows 10 SDK (10.0.10586.0)

Windows 10 SDK (10.0.14393.0)

Windows 10 SDK (10.0.15063.0) for Desktop C++ [x86 and x64]
Windows 10 SDK (10.0.15063.0) for UWP: C#, VB, JS

Windows 10 SDK (10.0.15063.0) for UWP: C++

Windows 10 SDK (10.0.16299.0) for Desktop C++ [ARM and ARM64]
Windows 10 SDK (10.0.16299.0) for Desktop C++ [x86 and x64]
Windows 10 SDK (10.0.16299.0) for UWP: C#, VB, JS

Windows 10 SDK (10.0.16299.0) for UWP: C++

Windows 10 SDK (10.0.17134.0)

Windows 8.1 SDK

aEagEg

Windows Universal C Runtime

Location
‘C:\Program Files (x88)\Microsoft Visual Studic\2017\Community Change...

Total space required  3.03 GB

By continuing, you agree to the license for the Visual Studio edition you selected. We also offer the ability to download other software with Visual Studio. This software ~
is licensed separately, as set out in the 3rd Party Notices or in its accompanying license, By continuing, you also agree to those licenses. Madify
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Modifying — Visual Studio Community 2017 — 15.7.6

Workloads Individual components Language packs Installation locations

Runtime for compenents based on Node,js v6.4.0 (x86) Summa ry

Runtime for components based on Nodejs v7.4.0 (x86) 3 Visual Studio core editor
Runtime support for R development toals > Game development with Unity
VC++ 2015.3 v14.00 (v140) toolset for desktop v Individual components #

VC++ 2017 version 154 v14.11 toolset Static analysis tools
Windows 10 SDK (10.0.17134.0)

VCs# 2017 version 15.5 v14.12 toolset VC++ 2017 version 15.7 v14.14 latest v141 tools
VC++ 2017 version 15.6 v14.13 toolset .NET Framewark 4.6.1 targeting pack

VC++ 2017 version 15.7 v14.14 latest v141 taols MNET Framework 4.6 targeting pack
VC++ 2017 version 15.7 v14.14 Libs for Spectre (ARM) ANET Framework 47.1 targeting pack
VC++ 2017 version 15.7 v14.14 Libs for Spectre (ARM6&4)

WVC++ 2017 version 15.7 v14.14 Libs for Spectre (x86 and x54)
Visual C++ 2017 Redistributable Update

Visual C++ compilers and libraries for ARM

Visual C++ compilers and libraries for ARM64

Visual C++ runtime for UWP

Visual C++ tools for CMake

Windows Universal CRT SDK

Windows XP support for C++

Debugging and testing

Location
C:\Program Files (x86)\Microsoft Visual Studic\2017\Community Change...
Total space required  3.03 GB

By continuing, you agree to the license for the Visual Studio edition you selected. We also offer the ability to download other software with Visual Studio. This software 5
is licensed separately, as set out in the 3rd Party Notices or in its accompanying license, By continuing, you also agree to those licenses, Madify

UPGRADING FROM STANDARD VEGETATION STUDIO
Vegetation Studio and Vegetation Studio Pro can not be in the same project. Remove the Vegetation
Studio folders before importing. Also go to player settings and remove the VEGETATION STUDIO

compiler define.

You need to set up again and create a new vegetation package.

ADDING VEGETATION STUDIO PROFESSIONAL TO A SCENE.

After installing the Vegetation Studio Pro beta package you can add Vegetation Studio Pro to the
scene using the “Add vegetation Studio Pro to scene” menu.



ene.unity - Install test - PC, Mac & Linux Standalone <DX11=

Window Iqlp

Mext Window Ctrl+Tab

Previous Window Ctrl+5Shift+ Tab

Lﬂ'TDLI‘t: *

D:I:!ug >

Awesome Technologies ¥ Mesh temrain setup tool

Package Manager Add Grass Patch Generator
Regenerate all splatmaps Ctrl+Shift+R

TethesnFro : Add Vegetation Studio Pro to scene

General ¥

Rendering ¥

Animaticn »

Audio >

Sequencing ¥

Analysis #

Asset Management ¥

20 ¥

Al >

iR ¥

Experimental »

If you add the terrain to the scene after adding VS Pro you need to manually add the terrain.

Find the Terrain and add the UnityTerrain component.



h ¥ Unity Terrain (Script)

AWESOME - Unity Terrain

The Unity Terrain comp itimplements the interface needed and communication with the
=tation System P

Terrain Source ID Terrain Source ID1

“ The Terrain Source ID can be set different on each terrain and used for spawning rules,

Next on the terrains tab on the Vegetation System pro component you drag and drop the terrains.
You can add multiple terrains here.

Settings Cameras Terrains
Wegetation Biomes Edit Biomes
Environment Render Texture Masks

Debug

Add terrains

“ ! can add any terrain implementing the sgetationStudioTerrain interface

terrains

Add terrain

Add all Mesh terrains

T Terrain

Oin autamatic itj

Automatic calculation

Recalculate

The world area will be calculated automatic from all added terrains. For setups where you load



terrain run-time you uncheck automatic calculation and define the total world area.

Next we create vegetation packages/biomes. These are scriptable objects that hold all the rules for

vegetation spawning. For this example we will create 2 biomes. a default biome and a forest.

Create

Show in Explorer
Open

Delete

Rename

Copy Path

Impart Mew Asset...
Impaort Package

Expart Package...

Find References In Scene

Select Dependencies

Refresh
Resmpert

Reirmpeart All
Extract From Prefab
Run APl Updater...

Update UIElements Schema

Open C# Project

Alt+Chrl+C

Folder

C# Seript

Shader

Tﬁtlng

Playables
Assembly Definition
TexthdeshPro

Scene

Prefab
Audia Mixer

Material

Lens Flare

Render Tevture
Lightmap Parameters
Custorn Render Texture
Sprite Atlas

Sprites

Tile

Animatar Controlles
Anirnation

Animator Cvemde Conkraller
fuvatar Mask

Timeline

Physic Material

Physics Matenal 20

GUN Skin

Custorn Font

Legacy

Awesome Technologies

UiElements View

Pesh Terrain
VegetationPackagePro

Asset Labels

Mo Textures

4 termain textures
B terrain textures
12 terrain textures
16 terrain textures




Biomes
# Default
4 Forest

If you are going to use biomes together and create splat map rules it is important that all biomes are
set up with the same number of textures.

Each biome can have its own splat map generation rules and use any subset of the total textures.
This way one biome can use textures 1-5 while the other uses 4-8. There is no problem for the
biomes to use the same textures. When the splatmap is generated the rules will be used inside the
biome mask area.



& Inspector 3t Lighting a Occlusion d Mavigation

-#" ~ -'

ProfeSS|ona

0 To edit an vegetation package add itto a vegetation system pro component

Biome

0 egetation package has no vegetation items configured

Terrain textures

Terrain layer: 1

Next you add the biomes to the biomes tab of the Vegetation System and name them. Here i set my
“default” biome as default and the other as a forest biome. This biome type will also be set on the
BiomeAreaMasks we create later.



h + Vegetation System Pro (Script)

Professmnal__ _

A it ¢
Biomes Edit Biomes

Environment Render Texture Masks

Debug

multiple vegetation packages. Each can be assigned a biomeID for use with the

B Mone (Vegetation Package Pro)

® Default (VegetationPackagePro)
Default

Mo name

Vegetation package

Blome name WO name

Biome sort order

a An higher sort arder will apply the biome on tap of athers, Default biome is always on bottom,

When added you can select what biome to edit on the edit biome tab. This process is similar to
normal Vegetation Studio



Settings Cameras Terrains
‘Vegetation Biomes Edit Biemes

Environment Render Texture Masks

2 Forest

a Select the biome to edit. Changes will be happen directin the sc

General settings
Fackage name
Add Vegetation Items

egetation item. Drop on selected

Crop a TextureZ new grass or plant vegetation item. Drop on selected category to
get initial rules and =

SETTING UP A BIOME MASK AREA

The default biome will be used everywhere where there is no BiomeMaskAreas. Add the
BiomeMaskArea to a component and edit the nodes to select the area you want. There is also a pre
made prefab you can drop in the scene.

For each biome mask area you select what biome should be in the mask area. If the Vegetation
System has a biome/vegetation package of the same type it will be spawned within the mask.
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SPLATMAP RULES

There is a TerrainSystem component on the same GameObject as the VegetationSystem component.
This is used to set up splatmap rules for the added biomes. Select the biome you want to edit. Then
enable the Use with splat map generation setting on the textures you want to use with this biome.

You then set the distribution curves for height and steepness. There is also noise and weight
settings.

Press the generate button to generate the splatmap for all terrains added to the vegetation system.
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