Changing the colour of an obj  eg. Grass clump

Assigning a surface layer ought to work, but by default it already has a Default Shader assigned, which can easily be used to change color. Click on the grass clump inside your populator, go to the Surface Shaders tab, click the ... button next to the Surface Shader input field and click Go to "Default shader 01". This will bring up the Default Shader settings. Now just change the Diffuse Color and you should be set. You can use more complex shaders in place of the Default Shader to get different effects.

For realistic distribution of surface layers…

Use a Breakup Shader and adjust the Coverage and Fractal Breakup values to get the desired effects. I'd also do a constraint based on slope too, for increased realism.

Cirrus clouds

	A quick way is to use 2 cirrus layers, go into the fractal of each and set one to stretch the noise by 0.5 on the X and the other 0.5 on the Z. That's what I did on the upper image. The bottom one was done the same, but instead of using 0.5 I input 2. At least I think this is what you wanted.

	






	


Cloud settings to try:

My settings:

Cloud Alt: 2700
Cloud Depth: 2085

Edge Sharp: 2.7
Cloud Density: .94
Coverage Adjust: .075

Samples: 1820

Another to try:

Edge Sharpness is 0.0048
Cloud Density is 30
Roughness is 3.125
Coverage Gamma is 0.6  Cloud quality 0.5
You need to play around with the other settings to taste. Render time was 19.5 hours, at 1600 pixels wide, with lots of settings high to see what happened.

Cloud quality suggestion:

Can I just make a suggestion about very high cloud densities (1.0+)? Try taking the edge sharpness down to a proportionally very low level, much lower than 0.1, as something to try out. Also, decreasing the smallest scale size in the Cloud Fractal shader (pattern) helps once you've done that).

Fake stones – more realism

the bare fake stones do have very simple geometry. So in order to make them look more intersting, the need additional small-scale displacements and color shading before looking decent. Look for the internal tnetwork of the fake stone shader and try to think of something you could do against the surface port within the internal network.

Cumulo nimbus info…


As soon as you turn up the density, the clouds loose the wispy, fluffy look (which they always have on closeups), so decrease the edge sharpness.
Second, the density fractal's setting is good for some clouds, but you need more definition (scale it down).

My usual settings are edge sharpness of .001 and a density of about 6 to 12.
I reduce the feature scale and lead in scale heavily.

I have found that using multiple cloud layers with 1 cloud fractal useful. alls you to have colour/density gradients within a cloud... also keeps the fluffy look.. i don't really touch cloud sharpness

From the forum – awesome stones!!!!

I'll upload the .tgd when I get home.  As for the technique I used, check out this thread:
http://forums.planetside.co.uk/index.php?topic=231.0

I basically just stacked a bunch of fake stone shaders on top of each other, then threw an image map shader on.  When I first rendered the scene, which originally had no water, I got an image that basically looked like the texture I used, but with some bumps and lumps in it.  I didn't get a coherent scene until I added water, which is what moodflow was missing in the above thread; if you add water (and position your sun well) you get a greater sense of depth in your image. 

Overlay info

My best results using textures as layers is to set up the surface layer then set a "default" shaider as a child. Works quite well, set up the restraints in the parent surface layer, and you can add bump/displacement maps in the default shaider.

Instructions from planetside forum

1. Bring it in as a shader image like you started to, then go to your panel and change view from camera  to Projection Type: Plan Y {edges=XZ}
2. Check the center position and make sure under the size that you have your graphic image size in there.
3. then go to the repeat tab and check the repeat X, and repeat Y, and then your done, unless that is not all you are trying to do. But if you want more control of the texture go to under Blend by shader go and select create new shader/Colour shader/Distribution shader V4 02.  That will give you slope, height and so on, make sure you have that checked to have it work right.

Reply to above:

I couldn´t make the image map shader work under a specific shader (I wanted to put an image map shader on my rock shader). 
So I clicked "add surface layer" - SURFACE SHADER, chose image map shader.

I restricted the image with a distribution shader to the rock layer I made....worked fine. It looks quite nice, even if the mountains are a bit in distance.

Oshyan’s tip for overlays

Use Image Map Shader, set it to Plan Y projection and increase size (measured in meters) to something like 10,000x10,000. That should get you a better look at your texture and give you a starting point. From there you can rescale, turn on tiling, etc. to get the effect you want. Also note that you can plug an Image Map Shader into the Child input of a Surface Layer to restrict its coverage easily.
Realistic grass (using surface layers)

I've been playing with this for a render I'm working on (see the grass surface in this post), using a technique similar to Frank's (with a power fractal). However, I changed the power fractal to use green as the "high color" and yellow as the "low color" so that you get some tonal variation, not just variation in brightness. I would also suggest a smaller scale for the power fractal than in your last render--as much as 5x-10x smaller. Finally, I used another small-scale power fractal as a displacement map, which I think makes the effect considerably more convincing.

Adding depth to surface layers

Yes, you use Displacement for this. It's best to do this in the Shaders layout with Surface Layers. You can use displacement in 2 ways. Plug a fractal shader into the Displacement input of a Surface Layer (which will interpret the "color" data of the shader as displacement, just like a normal displacement map) and use the simple Displacement controls in the Surface Layer. Or for more control attach a Power Fractal or other shader as a *Child Layer* of another Surface Layer and then use the built-in displacement controls in that shader (Power Fractal is good because it has broad displacement controls and can produce several noise flavors). Note that a child layer will be limited to the coverage of its parent, so this is a good way to get different "bump" settings linked with a specific surface layer.

PHOTOMERGE using masks

For people interested in how to join two halves of an image, the easiest way is to render each half with an overlap and then open them in Photoshop. From there you can set up a canvas of the size you want (the size of the 100% render). paste the left image in and then the right image. Line both so they match up and then add a layer mask to the right image layer. Now you can paint away the hard line down the middle using the layer mask and black airbrush. (by painting black onto the layer mask, you make it transparent and able to see through to the layer below). This is very easy and takes about 10 mins if that to do.
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Re: -MASSIVE- 

« Reply #3 on: January 08, 2007, 08:59:04 PM »

Quote
 


sure, rendertime was approx 16 hours in 2000x1500, and quality is the following:

detail:1
aa:3
gi:1/1
3 cloud layers, quality of all :1
atmo 

	


