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Choosing 
template

https://docs.unity3d.com/2019.1/Documentation/
Manual/ProjectTemplates.html

https://docs.unity3d.com/2019.1/Documentation/Manual/ProjectTemplates.html
https://docs.unity3d.com/2019.1/Documentation/Manual/ProjectTemplates.html


Universal 3D using URP (Universal Render Pipeline).

• optimized for good performance

• works on PC, mobile, console and VR

• uses modern graphics tools, but not extremely realistic

• mostly used for development of indie games





Render pipeline





Basics of Unity



Procedural Generation

• generated by algorithm instead of manual creation

• terrains, dungeons, oceans/water simulations

• math function Perlin noise

• Minecraft, No Man’s Sky











TerrainManager



Úloha

1. Pridajte ďalšie dve vlny s inou frekvenciou, rýchlosťou a skombinujte ich (Octaves).

2. Zmeňte smer vĺn pomocou vektora. Pridajte premennú waveDirection typu Vector2 so 

smerom (1,0),(0,1),(1,1),(2,1). 

float dir = worldX * waveDirection.x + worldZ * waveDirection.y;

zmeňte premennú worldX v premennej wave na dir

3. Vyskúšajte pridať Perlin noise namiesto sin.



Next steps?

• LOD

• Wind parameter for ocean

• Gerstner waves, Fourier waves

• Bouyancy based on mass and depth submerged – object (boat)

• Better shaders





Zdroje

• https://unity.com/

• https://docs.unity3d.com/2020.1/Documentation/Manual/BestPracticeLightingPipelines.html

• https://img-c.udemycdn.com/course/480x270/1173872_520c_2.jpg

• https://connect-mediagw.unity.com/h1/20220606/learn/images/7fabb375-5282-4852-9ecf-

d8acc254052b_EditorExplore.png

• https://gpuopen.com/learn/work_graphs_mesh_nodes/work_graphs_mesh_nodes-procedural_generation

• https://www.scratchapixel.com/lessons/procedural-generation-virtual-worlds/perlin-noise-part-2/perlin-noise-

terrain-mesh.html

• https://www.noveltech.dev/img/posts/water-shader/depth-section-smoothness-showoff.JPG

• https://www.youtube.com/watch?v=-3ekimUWb9I

• https://www.youtube.com/watch?v=64NblGkAabk&list=PLrMEhC9sAD1zprGu_lphl3cQSS3uFIXA9&index=5

• https://www.youtube.com/watch?v=_j7Rh27ccqk
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