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¥ .~ Transform e PEAPURTE:, WINAEHE O A X SR s in
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Scale X1 Yi1 Z1
v ¥ Camera &,
Clear Flags | Skybox 4]
sackground [ ¥
Culling Mask | Everything t]
Projection | Perspective s
Field of View e e (60|
Clipping Planes Near 0.3
Far 1000
Viewport Rect .
X0 Y0 |
w1 H1 '
Depth -1 =

Rendering Path | Use Graphics Settings 4 |
Target Texture 'None (Render Textu ©
Occlusion Culling &/

Allow HDR ™4

Allow MSAA ¥4

Target Display | Display 1 s
& ¥ GUI Layer %,
w ¥ Flare Layer *,
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[ Add Component ]
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= Hierarchy # St

Create | Gar | Shads
v € untitled =
Main Camera
Directional Light
Copy
Paste
Rename
Duplicate
Delete
Select Prefab Create E'“Pt)’ -
Create Empty 3D Object > Cube
3D Object > Cube 2D Object > Sphere
2D Object > Sphere Effects N Capsule
Effect: > C I . -
o e Light > Cylinder
Light > Cylinder
Audio > Plane Audio > Plane
Select Prefab
Create Empty
3D objﬁt > Cube Create Empty
2D Object > Sphere 3D Object > Cube
Effects > Capsule 2D Object > Sphere
Lot ' Effects > Capsule
Audio > Plane
linht > Culinder
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Directional Light

NIEERE SR, FFR A M1 SN0, 1

© Inspector
. | [Directional Light | L] static . ¥ [Directional Light | [ static v
Tag|Untagged ¢ layer [Defaulr

Tag [Untagged i) Layer [Default ¢
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3D Object

2D Object
Effects

Directional Light
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Video > Spotlight
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© Inspector
& [Point Light | CJ Static ¥
Tag | Untagged #| Layer IannI: )

@ Realtime indirect bounce shadowing is not supported for Spot and Point lights.

® Inspector
i [Point Light | O static ~
Tag um“ll 4] Layer [leinl: &

PP d for Spot and Point lights.
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© Inspector

Indirect Multiplier
r

a ¥ Point Light | O static v
Tag | Untagged 4| Layer | Default Y
¥ .~ Transform o,
Position X 3.794 Y |0.52 Z|1.124
Rotation X0 Y 0 Zo
Scale X1 Y1 Z(1
v ¥ Light 3
Type Point |
Range 6
Color |V
Mode Realtime 3]
Intensity 0.8 |
|
1

1
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Effects

Audio

> |
>
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Video >
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Camera
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Directional Light
Point Light
Area Light
Reflection Probe

¥ Spot Light | (] static
Tag | Untagged t Layer | Default

¥ .~ Transform -
Position X|-1.753 Y 2.641 Z|-1.812
Rotation X 58471 Y 26.625 z[-6.414001
Scale X1 Y1 Z|1

v ¥Light F
Type | Spot
Range 10
Spot Angle Cr 30
Color | | |
Mode Realtime
Intensity 1
Indirect Multiplier 1
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® Inspector
¥ Spot Light | O static
Tag | Untagged +| Layer | Default 3]
7 ¥ .~ Transform ]
Position X|-1.753 Y 2.641 Z|-1.812
Rotation X (58471 Y 26.625 Z -6.414001
Scale X1 Y1 Z|1
v | Light 3
Type | Spot N
Range 10 |
Spot Angle O 100
Color ||
Mode | Realtime |
Intensity 2
Indirect Multiplier 1 |
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Project name Template
streetOne 3D -
Location
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& *new 3 - Notepad-++
File Edit Search View Encoding language Settings Tools Macro Run Plugins Window 7
LHHBLGE s ak e a% =53 S EIRA=® EEHBG ™

Ednews B
1 C:\Users\seanc\Desktop\Unity\Immersive Environments

FERIE UL T, IR H R AT S 1 bSO R AAIASE. — BIUH QR TeRk, 2l
BRI AR, IR LL T SR,

3 Project

Assets

PR TRATIRE T H50E maya BIURGREES,
WERXMRELF T, WA T AIDHE,

MIXEL, PRk BUEE — /N E SR RYRAT R TENE, XA PN RAISL



WE, XA TAFRYRBB R TTA XA, MR, 30> 17175, RE R EMES — A
ISR,

M Autodesk Maya 2018 - Student Version: ul

File | Edit Create 5elect Modify Display

Mew Scene Ctrl+=M
COpen S5cene... ctrl=0
Save Scene Ctrl+5

Save Scene As... Ctrl+5hift+5

Increment and Save ]




M Save As ? X

y\Immersive Environments\streetO
- Options...

Size f
¥ General Options

v Default file

3D Paint Texture Options

Current Project:

Copy texture maps:

default v
Disk Cache Options

Copy ji

Referencing Options

Set Project...

File name: | streetBase Save As

Files of type: Maya Binary Cancel
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© Inspector

¥ Directional Light (] Static =
Tag | Untagged ¢ | Layer | Default $
¥ .~ Transform & &
Position X0 Y 3 'Zo ]
Rotation X 50 Y |-30 'z ]
Scale X1 Y1 |Z|1 ]
v o ¥ Light TR
Type | Directional N
Color | | 2
Mode | Mixed N
Intensity |0.1 |
Indirect Multiplier 1 ]
Shadow Type | Soft Shadows s
Baked Shadow Angle . 0
PR BELL TR A

# Scene
Shaded EEEIT IS \iSiames 2 (oA
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Indirect Multiplier

| © Inspector | @ -=
| o ™ SpotLight (1) (] Static ¥
Tag | Untagged | Layer | Default s
¥ .~ Transform = &,
Position X 15.99 1Y |[3.72 'Z0.78 |
Rotation X 126.81 'Y 113,148 1Z2/95.12 |
Scale X[1 Y1 'zl |
v ¥Light TR
Type | Spot ¢
Range 12 ]
Spot Angle ) 80
Color [ | #
Mode | Realtime $ ]
Intensity 5 ]
1 |
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© mnspector | e

& Point Light (1) |_| Static *

Tag | Untagged ¢ | Layer | Default s |

¥ .~ Transform < o,
Position X|-2.24 Y 3.61 'Z-1.07 ]
Rotation X0 Y0 'zlo |
Scale X[1 | ¥ |1 'zl ]
v . ¥ Light W 5! &
Type | Point 3]
Range 10 ]
Color [ | 2
Mode | Realtime $)
Intensity 1 ]
Indirect Multiplier 1 ]
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