Eco-old housespack2
by Luigi Marini

notes

The pack include fourob objectsandeachof themembeda modularold townhouse Everyhousebox iscomposedy several elementahich are shared by many
house prototypeJointly, all the eceold house, are verysuitable for generate distant urbi@nvn panoramagsy ecosystems technique
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After you unzip tle pack2, you will get the four ecold house, ready to use, to makeautifultown-panoramas. But if you like, you can change aarameters,
such thecolor-rangeand thefrequencyrange for eachhouse-elements.

Seefollowing:



Using

The onlywayto use this vob objectd isdnside the ecosystem$ou have to charge all of them in ecosystem
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Therefore, you will see, in the material browser, a long ligeafis. They are theouse-elements, anticipated by prefid{=Housd , H2=Hous&, and so on)




To change thecolors variability for the houses elements

ltés very simple:
- select, by raterial browser, theouseelement you want to change the colormap,
- active t he a6 dolbte clickdn the topptmapdand choose a new colormap, or edit it as you like.
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To change thefrequency variability for the houses elements

Al so this one itdéds very simple:
- select, by material browser, theuseelement you want to change the frequency rgagmeelements not have this featulbecause they are basic
- act i vieanspareaay i trighbclickonid Tr an s p ar e n parampteandéhoasdiEdibfunctiond, by contextuaimenu
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in the Function editor:
- sel ect t he nOff
sl i

et (X+a)o filter
- by AOffseto er

, Yy o tousecalement.hange the frequency range



