Ecaoblocks-arabichousespack3
by Luigi Marini

notes

The pack include fourob objectsandeachof themembeda modularblock of arabiehouses. Everyhousea-block is composedy several elementg/hich are shared
by manyhouse prototypeJointly, all theecdlocks are verysuitable for generate distaatabictown panoramashy ecosystems technique
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After you unzip tle pack3, you will get the four eddocksarabitouss, ready to use, to makeautifulArabic-town-panoramas. But ifqu like, you can change any
parameterssuch 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 thieouse-elements, anticipated by prefid{=Housed , H2=Hous&, and so on)




To change thecolors variability for the houses elements

60s very simple:
select, by material browser, theuseelement you want to change the colormap,
active t he a6 dolbte clickdn the tofptmapdand choose a new colormap, or edit it as you like.

Advanced Material Editor: H3-house F
[ . - Type Effects

- O Simple material W Dne sided Cast shadows
Mame ® Mized material Anti-aliased Receive shadows
Seale [ # ‘Yolumetric material Indirect lighting W Only shadows

W Animate material surface [Z = time) ® EcoSystem Mapping

= &H3-house F g \

—

Color & &lpha

Coloring mode Color correction
® Mapped picture O Procedural colors Overall color [N

|

Color production

& Ll

# Function scale

A @

H3-house F

wl
-
e

|

e b B e e e e e e e ) e e e

WA OGS OB B OODO OO Y Y




any samples:
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Al so thi s

one itods
- selet, by material browser, tHeouseelement 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

To change thefrequency variability for the houses elements

very s
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in the Function editor:
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