OVERVIEW 0.1  

The first thing you’ve probably noticed is a new and very unfamiliar User Interface (UI) and no doubt you're wondering what everything does. So let’s see take a look at the basic UI and see if we can learn a bit how Terragen 2 works.

The User Interface – First Impressions

The Terragen 2 UI is based around a “tabbed layout” system, with tabs or buttons at the top that allow you to quickly access and edit the major areas of your scene. Each tab consists of a layout with tools and functionality specific to the area of the scene you are editing. The tab buttons have text labels that are self-explanatory for the most part; the two which may be confusing are Shaders, which in Terragen 2 terminology is essentially the same as surface mapping (although much more powerful) and Node Network, which we’ll ignore for now. If you have clicked on any of the Layout Buttons then click on the Terrain button now to return to the Terrain layout.
Each button accesses a layout tab to edit that specific part of the scene


Below the tabs on the left is the Node List which will show a Heightfield shader and Heightfield generator in the default scene (note: you may need to click the small “+” sign to expand the list and see the Heightfield generator). The Node List displays items (nodes) that are relevant to the current layout. In the Terrain Layout, for example, the Node List displays nodes that control the shape of the terrain, while in the Atmosphere Layout the list will contain nodes that define the atmosphere and clouds. Nodes are displayed hierarchically, with child nodes indented and connected to their parents by a dashed line. This structure mirrors the structure of the Node Network, which we’ll discuss later. Single-clicking on one of these nodes will bring up its settings below the list in the Parameter/Settings Pane.[image: image1.jpg]


    
    The Node List   



The Parameter/Settings Pane

                                

The configuration of the Node List will vary depending on the layout you are in but in most you will see a button at the top of the list to add additional nodes of appropriate type and in many cases there are buttons at the bottom to rearrange items in the list as well. Nodes at the top of the list will generally be “covered” or superseded by nodes further down. When dealing specifically with Surface Layers in the Shader Layout, parents are also covered by their children, but the children are limited to the coverage or area of affect of their parents. This is similar to how surface mapping in Terragen 0.9 works.

On the upper-right you will find the Realtime 3D Preview. This is a preview of your current scene which defaults to the view of the current camera. By default it shows all elements of the scene including surface mapping, sky and clouds, although it is customized for each layout for maximum efficiency. So for example in the Terrain Layout the atmosphere is disabled, which speeds up the preview and gives you a better view of your landscape.
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 Realtime 3d preview

You can easily move the view around the scene with the appropriate hotkeys. Refer to the Help Menu under Mouse and Key settings for a list of hotkeys for your platform. With the Windows defaults you hold down Alt, click one of the mouse buttons in the 3D view and drag across it to move the camera. Alt+Left mouse button controls Rotation ("Orbit"), the Middle mouse button controls Forward and Backward motion (like Zooming), and the Right button moves you Up and Down and Side-to side (a bit like “panning” or "translation"). However, changing the current view in this way will not change the current camera position and orientation. 
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The Set Camera button will transfer the current view position to the current camera. This button will be greyed-out if the current view and current camera are the same. Pressing the View Camera button will show the current camera’s view and this button will be permanently depressed when the current view and camera view are the same.

Just below the preview window is a set of 4 numbers labelled “x”, “y”, “z”, and “slope”. The x, y, and z figures indicate the current position of the terrain under the mouse cursor in the 3D preview. Coordinates are measured in metric units, usually meters (‘m’) or kilometres (‘km’) and are relative to a customizable centre point. Slope indicates the slope of the terrain in that area and it is measured in degrees. Move the mouse around in the 3D preview and you will see the values update. These numbers can be extremely helpful in placing objects or fine-tuning surface mapping. The slope readout can be particularly useful in determining surface placement and distribution.

Below the 3D preview is a view of the local Node Network, which shows all the nodes and connections local to the currently selected node, group, or layout. TG2’s fundamental scene structure is based around the concept of “networking” separate pieces called Nodes to form a whole scene. This is a very powerful way to create scenes, but it’s also quite complex and not immediately intuitive for many people. We’ll ignore the Node Network for now since we can do everything we need to using the Node Lists. But it may be useful to watch how the node network changes as you manipulate things in the node lists. You will see that the network moves to show you the device you currently have selected in the node list and you can see how new devices are positioned and connected into the network.
The local Node Network view

