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1. Creating a Rhino file and Save As .Obj file.
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2..0bsj file

cluster model 10.3dm (16684 KB) - Rhinoceros Corporate (64-bit) - [Perspective]
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3. Import new Asset
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4. Export model
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5. Add first person controller
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6. Select topography<Add component<Physics<Mesh collider<Select Mesh
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7. Set Directional light
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8. Set Terrain and mesh collider for individual components
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9. Apply materials, Audio and imported characters from asset store and get carried away!
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9. Upload video
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