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Contacts

E-mail: justinas@Imhpoly.com

Website: https://Imhpoly.com/contact/

Follow me on X / Twitter to see what I'm working on right now:

https://x.com/Imhpoly

| would love to hear your feedback!

Thank you for using my Low Poly Nature Bundle! If you've enjoyed working with it and
found it useful in your project/s, please consider leaving a quick review on the Unity Asset
Store. Your feedback helps me improve the assets and support future updates.

Leave a Review

Don’t miss out, and be the first!

Get notified about the new “Low Poly Nature Bundle” and other asset updates + my new
game asset releases straight to your inbox.

Subscribe to LMHPOLY Game Asset Newsletter.



https://assetstore.unity.com/packages/3d/environments/low-poly-nature-bundle-223104#reviews
https://x.com/lmhpoly
https://lmhpoly.com/contact/
mailto:justinas@lmhpoly.com
https://www.lmhpoly.com/lmhpoly-unity-game-asset-newsletter
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Introduction

Low Poly Nature Bundle includes 4 huge asset packs:

e Low Poly Modular Terrain Pack (LMHPOLY\Low Poly Nature Bundle\Modular Terrain)
e Low Poly Rocks Pack (LMHPOLY\Low Poly Nature Bundle\Rocks)
e Low Poly Trees Pack (LMHPOLY\Low Poly Nature Bundle\Trees)

e Low Poly Vegetation Pack (LMHPOLY\Low Poly Nature Bundle\Vegetation)

Every asset pack has its own documentation on how to use the assets more in-depth:

e [MHPOLY/Low Poly Nature Bundle/Modular Terrain/_READ_ME
e [MHPOLY/Low Poly Nature Bundle/Rocks/ READ_ME

e [MHPOLY/Low Poly Nature Bundle/Trees/ READ_ME

e [MHPOLY/Low Poly Nature Bundle/Vegetation/ READ_ME


https://www.lmhpoly.com/game-assets/low-poly-vegetation-pack
https://www.lmhpoly.com/game-assets/low-poly-trees-pack
https://www.lmhpoly.com/game-assets/low-poly-rocks-pack
https://www.lmhpoly.com/game-assets/low-poly-modular-terrain-pack

Low Poly Nature Bundle has 10 demo scenes at LMHPOLY/Low Poly Nature Bundle/_Demo

Scenes.

In the images above, every demo scene uses Post-Processing camera image effects with my
custom Post-Process Profiles applied, which are included in the Bundle. By default, post-

processing effects are not applied!



When you import the Low Poly Nature Bundle to Unity for the first time, your demo scenes

should look something like this (no post-processing, and gamma color space - Demo_08 ):

To make it look like this (with post-processing, and linear color space - Demo_08 ):

« For 3D (Built-In Render Pipeline) watch this video tutorial or continue reading the

tutorial down below!

* For URP / Universal 3D Render Pipeline read this tutorial section!

« For HDRP / High Definition 3D read this tutorial section! - this tutorial is not for post-

processing, but on how to fix the dark lighting problems in the HDRP demo scenes.
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https://youtu.be/TkdB69wQwS8

How to Setup Demo Scenes (Post-Processing) in
3D (Built-In Render Pipeline) (PC, Mac & Linux)

Watch this video tutorial or continue reading the tutorial down below!

*This tutorial is made for Unity Standard Pipeline (3D Built-In Render Pipeline) only!

on: 2020.3.22f1 wus

= Alltemplates

= 3D Sample Scene (HDRP)

== 3D Sample Scene (URP)

Unity Hub 3.9.1

New project
Editor Version: 6000.0.23f1 irs

All templates

Core
= Universal 2D

Sample ~ Core

Learning
Universal 3D
¥ Core

3D (Built-In Render Pipeline)

zed plications developed with
= High Definition 3D

* Core

. 3D (Built-In Render Pipeline)
Core

read the tutorial here

read the tutorial here

Otherwise, continue reading the tutorial on the next page...



#Fix%20Dark%20Lighting%20in%20HDRP%7Coutline
https://youtu.be/TkdB69wQwS8

Before we start, let’s open the Demo_08 scene located at: LMHPOLY/Low Poly Nature

Bundle/_Demo Scenes

s Project | B Console

+ -
» = Favorites |Assets > LMHPOLY > Low Poly Nature Bundle > _Demo Scenes
v [@ Assets : zz;tb:;ocessmg
v (@ LMHPOLY € Demo_01
v [ Low Poly Nature Bundle Q Dem0-02
» Bm _Bonus Assets Q Demo_Ua
» e _Demo Scenes Q Demo-ﬂa
» e Modular Terrain Q Demo-05
P Ba Rocks < Demo_UG
> :I"I'EES . < Demo_07
> egetation
T | | |

» m Packages

Then go to File > Build Settings

Make sure you are using a PC, Mac & Linux Standalone build.

Platform
g PC, Mac & Linux Standalone g PC, Mac & Linux Standalone
== Universal Windows Platform Target Platform Windows -
< e Architecture x86 v
BEREY Server Build
=ra PS4 Copy PDB files
' Create Visual Studio Solution
i0OS ios Development Build
Autoconnect Profiler
';‘ Xbox One Deep Profiling
- Script Debugging
|'| Android Scripts Only Build
HYHL
g WebGL Compression Method Default ¥
Learn about Unity Cloud Build
Player Settings... Build Build And Run

, 9o to to File > Build Profiles

Windows Build And Run
Build

Windows

Build Data

Q  Add Build Profile




1. Change to the Linear Color Space (older versions of Unity)

Go to the £diit > Project Settings

Open the Player tab, Other Settings section, and set the Color Space* to Linear.

DefaultCompany
Nature Bundle-TEST
0.1

2. Install the Post-Processing

Go to the Window > Package Manager

Set view to All packages, search for the Post Processing, select it, and click Install.




Post Processing Install
3.4.0 - December 18,

Built=in
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3. Set up the Post-Processing

Select the Camera in the Hierarchy, click on Layer > Add Layer

_[5
 Maincamera -

v 0: Default

1: TransparentFX
2: Ignore Raycast
4: Water

5:Ul

Add Component

Let’s add a new layer to any blank space and call it Post-Processing (you can call it

however you want).

Post-Processing|
2

Select the Camera again, click on Add Component, and type post in the search bar.
You should see 3 Post-process components. Click on Post-process Layer to add it to

the Camera.

0 -56.73
1 1

Add Component

aQ X]

Search
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And set the Layer to Post-Processing (the Layer we just createq).

Also, | like to set Anti-aliasing to Temporal Anti-aliasing (TAA) - to get rid of those

jagged edges and some screen tearing when moving the Camera in the game.

-56.73
1

A.Camera (Transform) @ | This |

Now, inside the Hierarchy, we need to Create Empty gameObject

Create Empty Child
3D Object >
2D Object >

Let’s call it Post-process Volume

o All
Post-process Volume | |
v ) Demo_08* : 2

ag Untagged £ er

0
0
1

Add Component
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Set the Layer to Post-Processing (the Layer we created before).

v ) Demo_08*

Post-process Volume [ |

.r [Post-Processing +

Add Component > Post-process Volume

a All
Post-process Volume
v & Demo_08* H = . :

Add Component

Q x

Search

Enable Is Global

v
1

0

 None (Post Process Profile) ® | New

Then go to LMHPOLY/Low Poly Nature Bundle/_Demo Scenes/Post-Processing. Here
you can find my pre-made custom Post-Processing Profiles, which we can use for

every Demo scene to quickly apply effects like Color Grading, Ambient Occlusion, etc.
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Drag and drop Demo_08 (Post-Process Profile)

To the Profile area in the Post-process Volume section

ar All

v € Demo_08* v Post-process Volume

:ﬁ'i‘t’ﬁ: ge | ?‘V:, { e ,7. ’\V' < n :‘ \,:
4]
o] 0
1 1 1
.
v
1
0
(3Demo_08 (PostProcessProfile) @ New |Clone
i
|
v

Add eﬂ”‘ui

Here you can see what effects this scene is using

v
1

0
(3Demo_08 (PostProcessProfile) @ | New |Clone

8

Add effect...
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After completing these steps, your scene should look like this:

To quickly add the Post-Processing effects to any other Demo scene by applying my custom

Post-Processing profiles, you need to repeat all the steps from: adding Post-process Layer to

the Camera.

Also, every single low poly asset pack has demo scenes located at:

e LMHPOLY/Low Poly Nature Bundle/Modular Terrain/Demo/Demo_Scenes
e [MHPOLY/Low Poly Nature Bundle/Rocks/Demo/Demo._Scenes

e [MHPOLY/Low Poly Nature Bundle/Trees/Demo/Demo_Scenes

e [MHPOLY/Low Poly Nature Bundle/Vegetation/Demo/Demo_Scenes

And every asset pack has custom Post-Processing Profiles located at:

e Modular Terrain/Demo/Demo_Scenes/ Post-Processing
e Rocks/Demo/Demo_Scenes/ Post-Processing
e Trees/Demo/Demo_Scenes/ Post-Processing

e Vegetation/Demo/Demo_Scenes/ Post-Processing
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How to Setup Demo Scenes (Post-Processing) in
URP / Universal 3D (PC, Mac & Linux)

Before we start, let’s open the Demo_08 scene located at: LMHPOLY/Low Poly Nature

Bundle/_Demo Scenes

22 RTTTTHE §

*If your scene has Pink Materials, read on how to fix it here.

Your scene “Demo_08" should look like this:

Unity 6 example
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Open the Post-Processing folder located at: LMHPOLY/Low Poly Nature Bundle/_Demo

Scenes\Post-Processing

* Favorites OLY » Low Poly Nature Bundle » _Demo Scenes > Post-Processing

ng_Profiles_URP

You will find the zip file “Post_Processing_Profiles_URP.” Open it in the file explorer and
extract the files inside to a new folder called “Post_Processing_Profiles_URP,”or whatever

you call it.

You will see 10 Post-Processing Profile files for 10 demo scenes: Demo_071_URP,

Demo_02_URP, etc.

(1
+~

* Favorites

Create Empty Ctrl+Shift+MN

Create Empty Child Alt+Shift+N

20 Object »

30 Object »

Effects >

Light ¥

Audio »

Video »

ul »

Al »

Ul Toolkit »

Rendering >

Volume ¥ Global Volume
ks Box Violume
Visual Scripting Scene Variables S e

17




Select the newly created Global Volume inside the Hierarchy. Drag and drop Demo_08_URP
Post-Processing Profile to the (Volume Profile) location (highlighted in the picture below.)

+ -

' Demo_0

Transform

Volume

+ Color Adjustments

Now, Post-Processing will work in the Scene View only. To make it appear in the Game View,

select the Camera and enable Post-Processing.

Default Renderer
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And that’s it. The Demo_08 scene should look like this:

BONUS TIP

Some of the demo scenes have a second Directional Light, ‘Sun Ambient,’ added to the
scene to fake bounced lighting and add more depth to the scene. For example, Demo_09 and

Demo_70have it.

In Unity URP / Universal 3D, “Sun Ambient’ can be too strong compared to when it’s used in
the Unity Built-In render pipeline. | recommend reducing the “Sun Ambient’ Intensity to a
lower value. For example, for the Demo_09, | set the ‘Sun Ambient’ Intensity to as low as

0.02, and it looks better, not too bright.

19



How to Use the Assets
Low Poly Nature Bundle includes 4 huge asset packs located at:

e Low Poly Modular Terrain Pack (LMHPOLY\Low Poly Nature Bundle\Modular Terrain)
e Low Poly Rocks Pack (LMHPOLY\Low Poly Nature Bundle\Rocks)

e Low Poly Trees Pack (LMHPOLY\Low Poly Nature Bundle\Trees)

e Low Poly Vegetation Pack (LMHPOLY\Low Poly Nature Bundle\ Vegetation)

s Project
+ -
» - Favorites

v (@ Assets
v [a@ LMHPOLY
v [a# Low Poly Nature Bundle
s _READ_ME

» Bm _Bonus Assets
» m _Demo Scenes
» Bm Modular Terrain
» Bm Rocks
> Im Trees
» lm Vegetation

*All assets are ready to use and are located inside the Prefabs folder/s.
For example, if you want to use:

e Modular Terrain prefabs, go to LMHPOLY,/Low Poly Nature Bundle/Modular
Terrain/Terrain_Assets/Prefabs.

e Rock prefabs, go to LMHPOLY,/Low Poly Nature Bundle/Rocks/Rock Assets/Prefabs

e Tree prefabs, go to LMHPOLY/Low Poly Nature Bundle/Trees/Tree Assets/Prefabs

e Vegetation prefabs, go to LMHPOLY,/Low Poly Nature Bundle/Vegetation/Vegetation
Assets/Prefabs

e Also, there are BONUS assets at LMHPOLY/Low Poly Nature Bundle/_Bonus
Assets/Prefabs

*Make sure to use these settings before using my assets for the best experience:

1 - GIEEEE EEREE

Drag and drop any prefab to your Scene / Hierarchy.

To learn more about prefab types and naming conventions, learn how to use the prefabs in
more detail: changing colors, painting grass, painting textures, modifying terrain - continue

reading the next page...

20



Every asset pack has its own Documentation.pdf on using the assets more in-depth.

Documentations are located at:

o [MHPOLY/Low Poly Nature Bundle/Modular Terrain/_READ_ME
e [MHPOLY/Low Poly Nature Bundle/Rocks/ READ_ME

e [MHPOLY/Low Poly Nature Bundle/Trees/ READ_ME

e LMHPOLY,/Low Poly Nature Bundle/Vegetation, READ_ME

Open the Documentation.pdf for:

e Rocks and go to the page 40 - How to use “Low Poly Rocks Pack”
e Modular Terrain and go to the page 46 - How to use “Low Poly Modular Terrain Pack”
e Trees and go to the page 41 - How to use “Low Poly Trees Pack”

e Vegetation and go to the page 47 - How to use “Low Poly Vegetation Pack”

I highly recommend watching these 2 videos on how to use Modular Terrain:

Unity Tutorial: How to Use - Low Poly Modular Terrain Pack

Unity Tutorial - Sculpt, Texture & Paint Assets on the Mesh (Polybrush)

21


https://www.youtube.com/watch?v=dFxu49JwNbU
https://www.youtube.com/watch?v=SiEPhqd6rtI

Unity URP (Universal 3D)

Fix Pink Materials

After importing Low Poly Nature Bundle to your Unity Universal Render Pipeline (URP) /

Universal 3D project, you might encounter pink textures.

o8 Ga
~ QHD ( i cale § Maximize On Play Mute Audio Stats Gizmos

M Project Console 2
- a & € 16
S s > LMHPOLY > Low Poly Nature Bundle ees ee Prefabs > Trees > NoLOD > No_Bottoms > Capsule_Colliders > Acacia_Trees

a

All of the Low Poly Nature Bundle assets use materials with a default Standard Unity
Shader. But URP / Universal 3D uses different materials and shaders, so we need to change

all materials from Standard shader to Universal Render Pipeline/Lit shader.

Go to Edit > Render Pjpeline > Universal Render Pjpeline > Upgrade Project Materials to

UniversalRP Materials

22



Now the Demo_08 scene located at: LMHPOLY,/Low Poly Nature Bundle/_Demo Scenes

should look like this:

All project Materials that used Standard shader were converted to Universal Render

Pipeline/Lit shader.

Specular Alpha
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For newer versions of Unity, for example Unity 2021 - Unity 6

Go to Window > Rendering > Render Pipeline Converter.

Built-in to URP v

This roject elements from the It-in Render Pi

Rendering Settings 0/0 selected

Converter Disabled 0—- 04 O 0

This converter will look at creating Uni sal Render P s and respective Renderer
onfigure their settings based on equivalent i from builtin renderer.

v Material Upgrade 0/0 selected
— Pending Initialization 0-— o0& O 0

This converter converts Materials from the Built-in Render Pipeline to URP. This converter works
bestond It pre-built Materials tha 2 5 ie ity. n Materials are not supported.

Readonly Material Converter 0/0 selected
Converter Disabled 0- Of O 0

Conve - o Built-In readonly materials to URP readonly materials. This will create
tempo ya. e and that can take a long time.

Make sure that the Built-in to URP is set. Enable Material Upgrade and press Initialize And

Convert.
After it's completed you will see the message “‘Conversion Completed with Errors.” This is

what we want.

- Material Upgrade 71/71 selected

o- Ofk N1

Error and completed messages count can be different for you!
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You can click on the Material Upgrade section to see which of the Materials were completed

conversions and which ones not.

+ Material Upgrade 7171 selected

Caonversion Complete with Errors 0 04 M 60 ¢

Thi fl conv 2 Built nder Pipeline to v
st on default pre-bullt Mate 5 by Unity. C

All project Materials that used Standard shader were converted to Universal Render

Pipeline/Lit shader.

® Lighting

ial)

Specular
Opaque
Front

25



Now, if you open any Prefabs folder, all prefabs might still be pink in the preview window

8 Console

LR 4
: tea]:“j"‘)w 4 Assets > LMHPOLY > Low Poly Nature Bundle > Trees > Tree Assets > Prefabs > Trees > NoLOD > No_Bottoms > Gapsule_Colliders > Acacia_Trees
0g
m Logs_Snow
i Stumps
I Stumps_Snow
(& Trees
s LOD
(& NoLOD
(@ No_Bottoms
@ Capsule_Colliders
m Acacia_Trees
I Apple_Trees
m Birch_Trees
M Dead Trees
W Fir_Trees
B Oak_Trees
i Palm_Trees
Pine Tree

If so, to fix that — RClick on the LMHPOL Y folder, which contains all of the assets, and select
Reimport All.

Refresh Ctrl+R

Reimport

Reimport All

s Project 8 Console

+ - Update UXML Schema
* Favorites

Open C# Project
[+ Assets

e ExampleAssets Properties...
[a® Low Poly Nature Bundle
Bm _Bonus Assets
s _Demo Scenes
Bm Modular Terrain
Bm Rocks
I Trees
s Vegetation

This can take a while since Unity will reimport the whole project with thousands of files...

After the reimport is done, you should see that all the prefabs have a normal color preview.
LMHPOLY/Low Poly Nature Bundle/Trees/Tree Assets/Prefabs/Trees/Nol OD/No_Bottoms/
Capsule_Colliders/Acacia_Trees folder example:

M Project 8 Console B
+ = a HIR 16
s Prefabs “ Assets > LMHPOLY > Low Poly Nature Bundle > Trees > Tree Assets > Prefabs es > NoLOD > No_Bottoms > Capsule_Colliders > Acacia_Trees
I Firewood
I Firewood_Snow
I Fruits
m Fruits_Snow

(& NoLOD

[ No_Bottoms
(s Capsule_Colliders
B Acacia_Trees
pple Treec




Fix Pink Materials on U_Terrain

Go to the LMHPOLY/Low Poly Nature Bundle/Modular Terrain/Demo/Asset Scenes and open

the U_Terrain_Assets demo scene.

*If you still have pink material on U_Terrain prefabs after £dit > Render Pipeline > Universal
Render Pipeline > Upgrade Project Materials to UniversalRP Materials, follow the

instructions below.

U_Terrain prefabs are located at: LMHPOL Y\Low Poly Nature Bundle\Modular

Terrain\Terrain_Assets\Prefabs\Terrain\U

U_Terrain uses Default-Terrain-Standard material from a built-in render pipeline.

g Untagged ¥ Layer Default
Open Select Overrides
o Transform

Position
Rotation

7 v Terrain

ic Terrain
iping ID

Reconnect

Two Sided
Blend Probes
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URP uses completely different terrain material, which you need to create and apply manually

if Unity didn’t do it! Create a new Material and call it U_Terrain.

Show in Explorer
Open

Delete

Rename

Copy Path Alt+Ctrl+C

n Package Manager

Import New Asset...

Import Package >
Export Package...

Find References Ir

Select Dependencies

Refresh Ctrl+R

Reimport
Reimport All

Extract From Pr

Update UXML Schema
Open C# Project

Properties...

Assembly Definition
Assembly Definition Reference
TextMeshPro 2
Scene
Scene Template
» Template From
Volume Profile
Prefab

Prefab Variant
Audio Mixer

Rendering >

Lens Flare

Render Texture

Lightmap Parameters
Lighting Settings

Custom Render Texture
Animator Controller
Animation

Animator Override Controller

Avatar Mask

Timeline
Signal

Physic Material
GUI Skin

Custom Font

Ul Toolkit >

Select newly created Material U_Terrain and change the Shader to Universal Render

Pipeline/Terrain/Lit

And apply it to the U_Terrain prefab/s

28



® Lig

v U_Terrain_L

Unta = L Default

Select Overrides

! Transform

-

Position
Rotation

7 v Terrain

Reconnect

Two Side
Blend Pr

29



Fix GrassPlane Materials

Go to the LMHPOLY/Low Poly Nature Bundle/Vegetation/Demo,/Demo_Scenes and open the

Demo_01 scene. If your GrassPlanes look like this:

Go to LMHPOLY/Low Poly Nature Bundle/Vegetation/Vegetation Assets/Materials. Select all
GrassPlane materials and enable Alpha Clipping.

=)
O 4 #516
LMHPOLY e >\ > Materials

GrassPlane_a_01 GrassPlane_a_02 GrassPlane_a_03 GrassPlane_a_04 GrassPlane_a_05

GrassPlane_b_01 GrassPlane_b_02 GrassPlane_b_03 GrassPlane_b_04
® Lighting

Universal Render Pipeline/Lit

Surface Options

30



Now, the GrassPlanes should look like this:

URP Post-Processing

*Since | don't have post-processing profiles made for URP, | have this video tutorial you can

watch on How to Setup Post-Processing in Unity URP for my or your own scenes.
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https://youtu.be/5r8n1XTTMLc

Unity HDRP (High Definition 3D)
Fix Pink Materials

You might encounter pink textures after importing Low Poly Nature Bundle to your Unity
High Definition Render Pipeline (HDRP) / High Definition 3D project.

e o® Game
Display 1 ¥ QHD (2560x1440) v Scale @

B Project a
+v Q HR 4 #19
- Assets » LMHPOLY > Low Poly Nature Bundle > Trees sets » Prefabs > Trees > NoLOD > No_Bottoms > Capsule_C s » Acacia_Trees

All of the Low Poly Nature Bundle assets use materials with a default Standard Unity
Shader. But HDRP / High Definition 3D uses different materials and shaders, so we need to
change all materials from Standard shader to HDRP/Lit shader.
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Go to E£dit > Render Pjpeline > HD Render Pipeline > Upgrade from Builtin pipeline > Upgrade
Project Materials to High Definition Materials

Go to Edit > Rendering > Materials > Convert All Built-In Materials to HDRP.
Or
Go to Window > Rendering > HDRP Wizard.

Scroll to the bottom and press Convert All Built-In Materials to HDRP.

Current Quality

n shaders. These

Convert All Built-in Materials to HDRP
Convert Selected Built-in Materials to HDRP
Upgrade HDRP Materials to Latest Version

v

All project Material shaders that use Standard shader were changed to HDRP/Lit shader.

Opaque
Default
Back

Specular Color

Surface Inputs

=
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Now the Demo_08 scene located at: LMHPOLY,/Low Poly Nature Bundle/_Demo Scenes

should look something like this:

*If the scene looks dark, without lighting or have black shadows read on section Fix Dark

Lighting in HDRP.
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Now, if you open any Prefabs folder, all prefabs might still be pink in the preview window

8 Console

-
: tea}:es,&inow 4 Assets > LMHPOLY > Low Poly Nature Bundle > Trees > Tree Assets > Prefabs > Trees > NoLO No_Bottoms > Capsule_Colliders > Acacia_Trees
0g
s_Snow
mps
tumps_Snow
& Trees
i LOD
(& NoLOD
@ No_Bottoms
& Capsule.
s Acacia,
B Apple_
m Birch_Trees
M Dead Trees
I Fir_Trees
m Oak_Trees
M Palm_Trees _Tree_|O1

If so, to fix that — RClick on the LMHPOL Y folder, which contains all of the assets, and select
Reimport All.

Refresh Ctrl+R

Reimport

Reimport All

s Project 2 Console
g Update UXML Schema
# Favorites

Open C# Project
s Assets

e ExampleAssets Properties...
[aw LMHPOLY

[ Low Poly Nature Bundle
Im _Bonus Assets
e _Demo Scenes
e Modular Terrain
R 3

Bm Vegetation

After the reimport is done, you should see that all the prefabs have a normal color preview.
LMHPOLY/Low Poly Nature Bundle/Trees/Tree Assets/Prefabs/Trees/NolLOD/No_Bottoms/
Capsule_Colliders/Acacia_ Trees folder example:

2 Console 2l 8
R #16

law Prefabs “ Assets > LMHPOLY > Low Poly Nature Bundle Assets > Prefabs NoLOD > No_Bottoms > Capsule_Colliders > Acacia_Trees

s Firewood =

s Firewood_Snow

W Fruits

M Fruits_Snow

M Leaves

M Leaves_Snow

m Logs

B Logs_Snow ee. . .. Acacia_Tree_crk_... . ree_crk... ee_crk... _Tree_crk...  Acacia_Tree_crk_...
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Fix Pink Materials on U_Terrain

Go to the LMHPOLY/Low Poly Nature Bundle/Modular Terrain/Demo/Asset Scenes and open

the U_Terrain_Assets demo scene.

7
’W —L:?::: o
o
o
e o—,‘i "::
i ', .
’::. 'g’ Pogds :‘ ::.: .
”: -:,,;_—u.,‘{::- $SLE3333

Posgg *o
PPl P oded el
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*If you still have pink material on U_Terrain prefabs after Edit > Rendering > Materials >

Convert All Built-In Materials to HDRP, follow the instructions below.

U_Terrain prefabs are located at: LMHPOL Y\Low Poly Nature Bundle\Modular

Terrain\Terrain_Assets\Prefabs\Terrain\U

U_Terrain uses Default-Terrain-Standard material from a built-in render pipeline.

@ Lighting
¥ U_Terrain_L_c_01

) Untagged ¥ Layer Default
Open Select Overrides

> Transform

Position
Rotation

7 ¥ Terrain

Reconnect

Two Sided
Blend P

© | Create...
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HDRP uses completely different terrain material, which you need to create and apply

manually if Unity didn’t do it! Create a new Material and call it U_Terrain.

I Project B

+ -
(@ Assets
s HDRPDefaultResour
(e LMHPOLY

© Inspector ® Lighting

ferrain

Surface Options

Terrain
Enable Height

llar

Advanced Options

Enable GPU Instancinc

3lend

From Ambient Occlusion

e R T DT e

C— Scene Templat

Show in Explorer

Open Volume Profile
Delete Prefab
Rename
Copy Path Alt+Ctrl+C Atidis Misr
Rendering >
|l vaterial ]
Import New Asset... Lens Flare
Import Package > Render Texture
Export Package... Lightmap Parameters
Lighting Settings
Select Dependencies Visual Effects >
Refresh Ctrl+R Custom Render Texture
Reimport Animator Controller
Reimport All Atimation
Animator Override Controller
Avatar Mask
Timeline
Update UXML Schema Signal
Open C# Project Physic Material
Properties... Alt+P GUI Skin

Custom Font
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And apply it to the U_Terrain prefab/s

® Lighting

v U_Terrain_L_c_01

)
W,

Untagged > Default

Open Select Qverrides

A Transform

Position
Rotation

= z
za ¥ Terrain

ettir

Basic Terrain

Reconnect

Two Sided
Blend Prob:

=

==

e i

e e ‘J:}’
o A

P e e e —

ﬂfﬁ”ﬂ”:“ﬂ:; =

(ot ot et ot
Pt o o,
1 e o,

et i i o i i g g P P P P P P PP PP PP P PP P PP PP PP OO OOOd
i g i i i i i B i P B P P P P P P OGS
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Fix Dark Lighting in HDRP

If demo scenes look dark, without any lighting like this:

Demo_07 example, located at LMHPOLY\Low Poly Nature Bundle\_Demo Scenes

Try selecting the Directional Light (Sun) in the Hierarchy (disable it and enable again) to
update the lighting in the scene.

# Scene o® Game : = Hierarchy
1 ¥ QHD (2560x1440) Scale @ Maximize On Play Mute Audio Stats Gizmos v < a
- - " <) Demo_07*
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If your scene is lit but it has black shadows like this:

Using HDRP, you need to use Scene Settings - to change the Skybox and other scene

settings.

Go to GameObject > Rendering > Scene Settings.

go to GameObject > Volume > Sky and
Fog Global Volume.

Also, select the Directional Light in the Hierarchy, and inside the Shadows section, change

Resolution to High to make it look much better if it looks strange, like in the image above.
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And you will see that the Skybox is applied to the scene right away + High resolution

shadows.

It could still look a bit dark and different compared it to how it would look in Built-In Render

Pipeline or URP.

With the Scene Settings / Sky and Fog Global Volume selected, you can change a bunch of

scene settings like (Shadows, Skybox, Fog, and much more).

m @ = O Inspector EFE i‘._l_g‘ﬁ“i‘ﬂg. ﬁbcd'mfﬂn' '& '&av._i:ga" tion &=
| create - | (Brall ) - -
v € Demo_04* - = ¥ Scene Settings [] static =
L./ Camera Tag | Untagged | Layer | Default al
L /8un ¥ .~ Transform @ = =
| Spotlight Position %[0 v o zlo
b _Clouds Rotation x[o Jr o Jz[o
’VZ“‘""’:E—OEI Scale X1 IaE lz[1
round_m
:Ground_m_u? NG ¥ volume (Script) ﬁ - a
i Mountain_01 > Is Global =4
P 1 _Rocks Weight 0 (1
| Light Probe Group Priority o
t Profile [l Scene Settings Profile (1 @[ new [ Clane
»  Shadows E

4

» & Visual Environment
» « Procedural Sky
»  Exponential Fog

4

Fl

| Add Override
¥ = o Static Lighting Sky (Script) 5
Profile |8 Scene Sg_t_tin__g_s__P__r_t_)_f_ilg__(_yglumeProﬁIe__)__] (o]
L Static Lighting Sky [ Procaduralsky &
Add Component I
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Global

~ Visual Environment

Sky

Planet
ol

-

Wind

Model

You need to play a bit with all of those settings to achieve similar results which you can get

by default using Unity without HDRP.

For example, to make the scene lighter, you can change the Exposure Compensation to

something like 2.

Miscellaneous
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Now, it looks much better:
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Contacts

E-mail: justinas@Imhpoly.com

Website: https://Imhpoly.com/contact/

Follow me on X / Twitter to see what I'm working on right now:

https://x.com/Imhpoly

| would love to hear your feedback!

Thank you for using my Low Poly Nature Bundle! If you've enjoyed working with it and
found it useful in your project/s, please consider leaving a quick review on the Unity Asset
Store. Your feedback helps me improve the assets and support future updates.

Leave a Review

Don’t miss out, and be the first!

Get notified about the new “Low Poly Nature Bundle” and other asset updates + my new
game asset releases straight to your inbox.

Subscribe to LMHPOLY Game Asset Newsletter.

\# LMHPOLY
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