Welcome &

We the Gerc Studio team thank you so much for purchasing our
Industrial Multiplayer Map! Hopefully, it will be very helpful for
you.

If you have any questions, feel free to contact us, and we'll be

happy to help! @

o Discord
o Email: gercstudio@gmail.com

Tips &

1. If you're going to use this map on mobile platforms or VR,
better to set textures size to 2k or less.

mung € Inspector y ,___E
3%  decals 1 Import Settings @ 5
b -
e
Texture Type [ Default ™
Texture Shape (20 ™

sRGB (Color Texture) [«
Alpha Source [ Input Texture Alpha ™
Alpha Is Transparency(v/

» Advanced \

Wrap Mode &
Filter Mode =

Aniso Level

Default | L

Max Size (2048 |
Resize Algorithm [ mitchell )
Format [ Automatic ol
Compression [ Normal Quality )
Use Crunch Compress[_|

— ——



2. To update the level for URP or HDRP, change shaders on
the main materials - garage_a, garage_b, garage_c,

garage_decal.

= Hierarchy | @3 Project 5= Lighting Inspector | =
| create | (@ [ %] % . garage_a - 8
V il Assets Shader | HDRenderPipeline/Lit 2
» [l ExampleAssets
¥ @l Industrial Level v Surface Options
V¥ @ Environment Surface Type [ opaque al
> [l Objects Alpha Cutoff Enable[ ]
v --'_I'extures & Materials Double Sided O
id:'::lse a Material Type %= Hierarchy | 3 Project 5% Lighting Inspector | o=
ot ! NG e g
garage_b Enab‘le 9€0Mt 'y g Assets Shader [ HDRenderPipeline/Decal 2
——’ ) garage_b Receives SSR ) g FxampleAssets
garage_c Displacement v i Industrial Level W/ s
0 garage_c v Vertex Anima V @ Environment @ BaseColor (RG:‘ _/
@ garage_decal Ea— b [l Objects Affect BaseColor [+
Z Skybox ¥ I Textures & Materials @ Normal Map
) Skybox v Inputs ?;-decals © Mask Map - Opa
garage_a
) garage_a Draw order 0 |
M garage_b Mesh decal depth b 0 |
) garage_b Global Opacity O 05 |
garage_c . Control of AO and Metal is based on option 'Enable Metal and AO
0 garage_c l\_!d_,l proper_ties' in HDRP Asset. : : :
There is a performance cost of enabling this option.
= Skybox
o Skybox

3. If you have ready character climbing

your own stairs in the Tower prefab
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