Documentation of setting up
Desert wild west town

1. This is the main level environment, you can use this game level
environment for your purpose or if you want to create something similar
like this follow the video
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2. Create new level and set the landscape according to your requirement
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3. Open content drawer, there are a lot of folder with meshes by their names
open folder building and start placing building

Help
(Ar)
A Untitled«

= G | 2 : & platforms v

W% Perspective | @ Lit how

[

* Item Label &
A, Untitled (Editor)
Lighting

A Volume
/a Landscape
5 PlayerStart

+Add &>Fab Y Import & e e e ild_WestTown > > Buildings inLayout %} Settings

» Favorites

¥ Desert_WildWestTown Q
& All
% Content
Fa Desert_Wild_W
i Map fing_2 LBuilding_4

Static Mesh

» Collections ® Q

Content Drawer [ OutputLlog [ JiTrace v @ (@ EBDerivedData v = 1Un:

File  Edit Window Build sert_WildWestTown
(X
A Untitled~

% Perspective | @ Lit 3 , Vo Outliner X # Details
Q

* Item Label « Type
A, Untitled (Editor)
Lighting
+, DirectionalLight
* Exponentialt

fa Landscape
[5 PlayerStart
% SM_Building_6 StaticMesh

B OoutputLog  BJCmd v

Yuniro contact@yuniro.com WWwWw.yuniro.com



