


About

This model pack is about medieval desert city in crusader
period.
The architecture,which combines european and middle-eastern

style.

What's in this pack?

284 Ready-to-Use prefabs in total.

Demo Scene x1
Assets Layout Scene x1

Civilian Buildings x164

Unique Buildings x60

Props x26

Terrains x18

Trees x14

Sky x1(The only texture used in this pack)
Sea x1

Post-Processing Preset x1

Extendedly, reserved standard window and door parts for building your own
house type.

Standard Windows x23

Standard Doors x12

(When you feel those prefabs of houses | created is not enough to block the street
shape for you, use these standard _windows and standard_doors in modeling tools,
all of'em were material given, all pivots were attuned in wall-position, easy to build.
Tips see below.)



Go to “Edit — “Projec Settings” — “Player” ,

“Other Settings” — “Rendering” — “Color Space”, change “Gamma” to “Liniar”.

Package include a preset of post-processing,

Download this official asset first.

Post Processing
Stack

Unity Essentials

Unity Technologies
Jokkokok (1377)

Open in Unity

Requires Unity 5.5.0 or higher.

image effects into a single post-process
pipeline. This h F ew advantages :

- Effects

Install to your project.

Find your main camera, click “Add Component”, search “Post-Processing Behaviour”.

Then, drag the preset file into the “profile”.



Put a wall at a start position, then go to “Edit” — “Snap Settings”, Set Move as 0.5.

Move X
Move
Move Z
Scale

Rotation

Snap All Axes

Additionally, you got the corners of the wall, which has a 30 degrees angel.
Same as above, copy the corner wall’'s position to the start position, and drag to the end, then set

“Rotation” as 15 in “Snap Settings”.



Hold “Ctrl” and Rotate the Y-Axis, okay,you have a 30 degrees corner now.

Snap settings

Move X & Move X
Move Y 0. Move v
Move Z 1.5 o . - Move Z
Scale 5 e B AT Scale

Rotation ) i Ratation

Snap All Axes | *

Now, | add another type of corner to the scene, still 30 dgrees, hold "Ctrl” rotate Y-Axis twice, then

move the position without Snap, you don’t have to use it always, just drag slightly make sure you won't

see a big gap between them.

Mowve ¥ 0.5
Mowve ¥ 05
Mowve Z |0.5
Scale 0.1
Rotation |15

Snap All Axes | b4 | AL | Z J




For houses like these shape, their degrees are 45, just remember before you rotate 'em, set “Rotation”
to in the “Snap Settings”, then move next to its neighbor, the orange outline of Unity Editor will

help you to check the gap between 2 houses.

Move X
Move ¥
Move Z
Scale

Rotation

Snap All Axes

You can find several civilian_bridge in prefabs.

Use them as a gate or decoration between 2 houses, or in center of a street or a narrow lane.




Prefabs included different “balcony” “standard_roof” “roof buildings”.

Add them, to simple house. Like this:

Or, like this:




Then, is about material.
In this pack, the only texture used is the sky. All models were used
materials with RGB.

You will find same materials in models’ category folders:

OO

“civillan_buildings” “unique_buildings

You can change different material colors of a prefab already put in

the scene.

[ %
Y1034 (zBLo7 |
1] 20 |

jie0 |
|21.492613]

e

Light Probes

Reflection Probes | Blend Probes 4]
Anchor Override

Cast Shadows

Receive Shadows

Element 0
Element 1
Element 2
Element 3
Element 4

Then, in material list, you can change a material element, it won't
influence the other copies of the same prefab, nor the original prefab.

For example, | chage “roof_0" to “roof_1".Now, have a look,



Tag | Untagged | Layer | Default
Prefab | Select Apply

¥ .~ Transform @ %,
T EERCTCREEE |—| '—|
Position I|11 23 |Y 10.34 | £ 81.97

Rotation X [-90.0000 | IY 20

Scale l|1 258866 Y| [1.430733] 430733 2 1 492613|
¥ | Standard_rooftop_1 (Mesh Filter)

Mesh iWatandon oo
v .. [¥Mesh Renderer
¥ Lighting

Light Probes

Reflection Probes

Anchor Override

Cast Shadows

Receive Shadows

Maotion Vectors

Lightmap Static

; enable thrrpl this Mesh Renderer, please
ble the Lgh map property.

Element 0
Element 1 fUWaH_l—'
Element 2 [@wall_o

Element 3 | Window_0

Elemnent 4 & Wood_0

The roof turned into red, but, another copy Is still blue, just like the

original prefab.

Use this trick to make difference in your scene, such as:
replace “wood_0" with “rope_0", they are different brown,

change the roof colors, change the cloth colors.
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