Chapter 01: Most Common Modeling Mistakes That Prevent
You from Achieving Photorealism

3 meters

A log cabin with a pent or hip roof can have a total height of up to 3 meters, while a log cabin with an
apex roof can have a total height of up to 4 meters. The log cabin must not have internal dimensions
above 30m2 and must not be installed in front of the property.

https://www.tigersheds.com » page » log-cabin-planning-...

Do | Need Planning Permission for my Log Cabin? - Tiger Sheds
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Chapter 02: The Basics of Realistic Texturing in Blender
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Chapter 03: Efficient Unwrapping and Texturing in Blender
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Chapter 04: Creating Realistic Natural Plants in Blender
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Chapter 06: Creating Realistic Landscapes in Blender
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Chapter 07: Creating and Animating Realistic, Natural-
Looking Water




‘W Cube > & water

® Wwater

-

& water
> Preview
 Surface

) Use Nodes
Surface @ Principled BSDF

GGX
Random Walk
Subsurface @

Subsurface Radius

Subsurface Color
Subsurface IOR

Subsurface Anisotropy




v Material Output

All

® Surface
® Volume

Displacement

v Glass BSDF

Beckmann
® Color _ v Material Output
® Roughness 0.000 All
@ IOR 1.450 @® Surface
Normal ® Volume

Displacement

v Transparent BSDF

BSDF @




v Glass BSDF

Beckmann

Roughness 0.000
IOR 1.330

Normal

v Mix Shader

Shader @

Fac




v Glass BSDF

Beckmann

v Mix Shader
® Roughness 0.000 \ Shader ‘\ ol
® ® Surface

IOR 1.330 . ® Fac 0.250

\

v Material Output

\
Normal @ Shader @® Volume

_~® Shader Displacement

/
//
/

v Transparent BSDF //
/
BSDF @

Glass BSDF

Beckmann

v ColorRamp ® Color
@ Roughness 0.000
Color @

D IOR 1.330
Alpha @
Normal

v Cardinal v
v Transparent BSDF

BSDF @~




v ColorRamp

Color @
Alpha @




RGB HSV

Hex: FFFFFF

(Gamma Corrected)




v ColorRamp

RGB v Cardinal v




v Noise Texture

Fac @

Color @

3D

Vector
Scale 5.000
Detail 2.000
Roughne 0.500
Distortion 0.000




Vv Displacement

Displacement

Object Space

Height 0.000
Midlevel 0.500
Scale 1.000

Normal




O %

0.500
v Transparent BSDF

SDF @

0.500

~ Displacement
Fac @

Color ®
ED
Vector

Scale  5.000 ce

Detail  2.000 L
Roughnes 0.500

Distortion 0.000




v Noise Texture

3D

Vector
< Scale 200.000 »
Detail 2.000

Roughne 0.500

Distortion 0.000




v Material Output

All

~—@ Surface

v Noise Texture ® Volume
v Displacement o
Fac ® Displacement
Displacement =
Color @

Object Space
3D

® Height

Vector \
Midlevel 0.500
Scale 200.000

Detail 2.000
Roughne 0.500
Distortion 0.000

Scale 0.400

Normal




v Mapping v Noise Texture

v Texture Coordinate Vector Fac @

Generated Type: Point Color ®
Normal

uv

Vector 3D

Location: Vector

X
Camera Y

Object
Scale 200.000

Detail 2.000
Roughnes 0.500
Distortion 0.000

Window Z
Reflection Rotation:
Object: W, 2 4

From Instancer

Script

+2 3D Viewport s’ Dope Sheet {5 Text Editor Outliner

[ Image Editor © Timeline Shift F12 bn Console & Properties
UV Editor Y G - == =
Timeline and playback controls.
- Shortcut: Shift F12
Noniinear Animation 7 Spreadsheet

File Browser

Compositor 21l Asset Browser

Texture Node Editor = E
) Geometry Node Editor Q Preferences
Shader Editor
& Video Sequencer
<+ Movie Clip Editor
@ Playback v Keying v View Marker @ I« ¢« 4 P »o

3 60 80 100 | 940) 140




@~ W Object ~ View

W, Plane

> X7 Plane

Vv Texture Coordinate

> & Water

Generated
Normal

uv

Object
Camera

Window
Reflortinn
@ Playback v Keying v View

1 20 40 60

Select Add

Marker

30

Node

+ Use Nodes Slot 1

v Mapping

Vector

Type: Point
Vector
Location:

X

Y

Z

I<odc 4 P ro i

v @+ Water

Vv Noise Texture

Fac @~
Color ®

3D

Vector
200.000
2.000

Scale
Detail
Roughnes 0.500

@& Start




o2 Insert Keyframes

Insert Single Keyframe

Add Driver
Open Drivers Editor

y* Add All to Keying Set
Add Single to Keying Set

Remove from Keying Set

Reset All to [_)efault Values

Reset Single to Default Value

Copy Data Path
Copy Full Data Path

Copy as New Driver

&% Online Manual

@+ Playback v Keying v View Marker ® l« o< 4 P »¢ »l il End 250

-50 0 50 100 50 200 4 350 400




v Mapping
Vector

Type: Point ;
v Noise Texture

Vv Texture Coordinate / i Vector Fac @
Generated Lo

Color @
X Om
Normal

N Om 3D

- z Im
Object Vector

Playback v Keying v View Marker ® I« o< 4 P 20 »| @ start
50 0 10) 100 150
. o




Chapter 08: Creating Procedural Mud Material
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Chapter 09: Texturing the Landscape with Mud Material
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