
Introduct�on

The Scots P�ne B�ome �s des�gned to help you create natural look�ng
forests qu�ckly wh�le st�ll g�v�ng you full control over every deta�l.

Bu�lt us�ng the CropCraft PVE Tool, the pack �ncludes a fully ed�table tree
preset that allows you to redes�gn and generate your own var�at�ons.
Whether you want to f�ne tune �nd�v�dual trees or qu�ckly populate large
env�ronments, the system �s flex�ble enough to support both workflows.

For ease of use, the b�ome also �ncludes ready to use PCG setups for both
Procedural (Sk�nned Mesh) and Stat�c Mesh vers�ons. Th�s allows you to
�nstantly generate a forest or �ntegrate the assets �nto your own custom
setups.

Th�s documentat�on w�ll gu�de you through the bas�c setup and expla�n
how to get the best results from the pack.



PCG Setup

The PCG setups �ncluded �n th�s package are carefully conf�gured to
match natural Scots P�ne d�str�but�on and do not requ�re add�t�onal f�ne
tun�ng.

For best results, keep the PCG area scale between 100 and 125 to ach�eve
a dense forest. Increas�ng the scale w�ll create larger open spaces and
natural meadow gaps. For large env�ronments, mult�ple PCG areas can be
used together, s�m�lar to the example scene �ncluded �n the pack.

Each PCG area also �ncludes a spl�ne based water path. When placed on a
landscape, �t �s generated automat�cally and does not requ�re any
add�t�onal setup.

Stat�c Mesh Workflow

The Stat�c Mesh Scots P�nes are �ntent�onally spl�t �nto mult�ple parts.
Each part �s opt�m�zed �nd�v�dually us�ng Nan�te and prov�des more
accurate d�stance f�eld shadows.

Ins�de the PCG system, all parts are spawned at the same po�nt and
automat�cally comb�ned us�ng a H�erarch�cal Instanced Stat�c Mesh setup,
allow�ng eff�c�ent render�ng wh�le preserv�ng deta�l.



Procedural (Sk�nned Mesh) Workflow

The Sk�nned Mesh Scots P�nes are created us�ng Unreal Eng�ne’s
Procedural Vegetat�on Ed�tor.

A fully ed�table preset �s �ncluded �n the package, allow�ng you to
generate unl�m�ted Scots P�ne var�at�ons. You can mod�fy tree structure,
shape, and behav�or d�rectly �ns�de the ed�tor.

Th�s preset �s created us�ng the CropCraft PVE Tool. The tool �tself �s not
�ncluded �n th�s package and �s ava�lable separately.

W�nd System

All Stat�c Mesh Scots P�nes and shrubs use P�vot Pa�nter 2.0 for w�nd
an�mat�on. W�nd sett�ngs are preconf�gured and controlled through a
shared Mater�al Parameter Collect�on, allow�ng you to eas�ly adjust
�ntens�ty and behav�or.

The Sk�nned Mesh Scots P�nes use Unreal Eng�ne’s bu�lt �n w�nd system
des�gned for the Procedural Vegetat�on Ed�tor. A ready to use bluepr�nt �s
�ncluded �n the example level, allow�ng you to qu�ckly adjust w�nd
sett�ngs for these trees.

Meadow vegetat�on uses a s�mpler w�nd setup. W�nd �ntens�ty �s
controlled through the same Mater�al Parameter Collect�on used by the
P�vot Pa�nter system, ensur�ng cons�stent behav�or across the scene.



Techn�cal Deta�ls & Recommended Usage

Recommended Sett�ngs

For best v�sual results, we recommend us�ng the prov�ded Default
Eng�ne Sett�ngs.

L�ght�ng, shadow�ng, and overall v�sual qual�ty may vary depend�ng on
your project conf�gurat�on.

Performance T�ps

For large env�ronments, us�ng mult�ple PCG areas �nstead of a s�ngle large
one can prov�de better control and more natural results.

Adjust�ng PCG scale and dens�ty allows you to balance v�sual qual�ty and
performance based on your needs.

Requ�rements

To ensure the package works correctly, the follow�ng must be enabled:

● Procedural Content Generat�on plug�n
● Procedural Vegetat�on Ed�tor plug�n
● Nan�te Fol�age (Project Sett�ngs)

These sett�ngs are requ�red for the PCG systems, procedural trees, and
Nan�te based fol�age to funct�on as �ntended.

Note: All objects �n the package ut�l�ze Nan�te, When us�ng th�s package w�th Unreal
Eng�ne 5.7 and above, �t �s strongly recommended to ut�l�ze the Nan�te and Lumen
systems.

https://docs.unrealeng�ne.com/5.0/en-US/lumen-global-�llum�nat�on-and-reflect�ons-�n-
unreal-eng�ne/

https://docs.unrealengine.com/5.0/en-US/lumen-global-illumination-and-reflections-in-unreal-engine/
https://docs.unrealengine.com/5.0/en-US/lumen-global-illumination-and-reflections-in-unreal-engine/



