Bforartists 5 Reference Manual - 12.1.36 Editors - Geometry Nodes Editor - Header - Add Menu - Point

eﬂ 12.1.36 Editors - Geometry Nodes Editor - Header - Add Menu -
Point

Table of content

Detailed table Of COMEENL........c.uvieiieeiiieeeecieee ettt eeeee e eeeareeeeeetreeeeeeteeeeeeeasaeeeeeesseeeeesssseeeeassaeeeseasssseeessssaeesansseens 1
A INONU = POINL..ciiiiiiiiiiiceciiieee ettt eette e eeate e e eeeatae e e e eeataeeeeeesaseseeeassaseeeeessssseeeeesssssseeessssseseessssseeeennnes 2
Distribute POINts IN VOIUINIE...........oooiiiiiieeceieeee ettt eeettre e e eetaeeeeeeasreeeeeasseeeeensseeeeensseeeeenssseeeennnreens 3
DiStribute POINES ON FACES.......uveiiiiiiiiiieiiieeecccitee ettt ettt e ettt e e eerate e e e eetaeeeeessaseeeeesseeeeeessseseesssseessesssseeennnns 4
POIIIES e 6
POINES TO CUVES......evvviveieieeiiiiiteeeeeretererererereeeeererersesrerseesassrsrerersrsssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssens 6
POINES TO VOITICES. .. ieeeeeieieeeeieieieieeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeererererarasaraaa—a—aaaaaannanansnnsasasssssssesseseseeaseseseeeessesssesesssssesenees 7
POINES 10 VOIUITIO. .....eiiiieiee ettt eette e ceettee e e eeate e e e eeabaeeeeeesaaeeeeessaeseeenssaseesesssseeseesssseeenssaseeeenssneeesannes 7
St POINE RAGIUS.......uvviiieeiiieeeeciee ettt eete e ee et e e eeeteeeeeeetsaeeeeeasaeeeeessseeesesssaeeeenssseeeesssseeeeanssseeeennsseeenn 8

Detailed table ofcontent

Detailed table of content

Detailed taDle Of COMEENL.......ccouviiiieieieeece ettt eeee e e eet e e e eebae e e eeabaeeeeessaeeeeesssseeeeesssaeeeeenssseeesassseeesnsseeens 1
Add IMENU = POINL..ceoiiiiiiiiececiieee ettt eeete e e e eeete e e e eeetreeeeeeetsaseeeeessaeeeeeesssaeeeessssseeeeessssseeeeasssseeeensssseeesnnns 2
Distribute POINtS IN VOIUITIE..........vviiiieiieie ettt e e eette e e e eeate e e e eebaseeeeessaeeeeessseeeeenssneeeensreeeas 3
INputs RANAOM MIOME......cc.eiiriiiiiiiieeieete ettt ettt ettt et et e st e bt e st e s bt e sateesbeesabeebeesabesnseessnenans 3
VOIUINIE. ...ttt eet e et e e e eaae e e e eeabaeeesessaaeeeeessseeeeenssaseesesaseeeeassssseeenssaseeennsaseesenssseeeenses 3
D<) 11 L 2 T PSPPSR RO PP PPORUOPPPPPRRRRt 3

<<l a FO SRRSO 3
INPULS GTId MIOME......cueiiiiiiieiie ettt ettt et s e et e e bt e s bt e st e e st e sbeesabeesabe e staesseessseesasaensaesasas 3
VOIUINIE. ...ttt eet e et e e e et e e e e eeaaaeeeeeesbaeeeeesaeseeeassaseeeesaseeeeessseseeensssseeeansaseesenssseeesnnnes 3
SPACIIIG. ..ttt ettt e ettt e e sttt e s et e e e et et e e e b b e e s e bb e e s e e bt e e e e nrbaeesenraeeeeennee 3
1 <] 1 10) L OO 3
PIOPETTIES. ..ceiineietteeeetee ettt ettt e sttt e s ettt e e e e b et et e abb e e e s eamsa e e e e nsbaeesemsaaeesessaeeeesnnsaeeseansneeesanne 3

| DTS 10)0 10 o) a 10 10111870 1 FEUU USRS 3
RANAOIN. ....eiieceee ettt e e e te e e e e ar e e e eetbaeeeeeasaeeeeessseeeeessaseeessssseeeesssaeesesseeeeannnns 3

[ 5 T« OSSR 4

L0 11115 11 L SO PPOP PP PPORRUPPPPRRPP 4

| 01111 - T U U U U U P U U 4
DiStribute POINES ON FACES........veiiiiiiiieeeeiiiee ettt e e et e e eeetteeeeeetaeeeeeesaseeeeesssaeeeeessseeeeassseeesessseeennnns 4
INPuts RANAOM MOME......ccuiiiiieiieiieeieeete ettt e ettt e et e et eebeesteesbeeseessbeessaesssaesseesssaesseassseesseesssessseenssennses 4
IMLES Rttt e et e e ettt e e e e et e e ee et aa e e e et aaeeaeaataeeenbbaeeeaarbaaeeeaaraaeeeanaaeeeanraeeeeanrreas 4
<] (=T o) s FE USSP RURRORRRR RPNt 4
D<) 113 L T PSPPSR TP PPPORUOPPPPPRRRRt 4

<<« FO SRRSO SRR 4
Inputs Poisson DiSK MOME.........cocuieriiiiiiiiiiieeieete ettt ettt ettt e sat e e bt e st e s be e st e e bt e ssbessaesanaens 4

1\ (=Y o TR RR R 4
SBLECHION. ... vveeeeeeieeeeceeiee e et eeete e e eeete e e e eetteeeeeebaaeeseessseeeeessseeeesssseeaassaseeeansssaeeeasraaeeeansseeeeennsaaeeeannns 4

| D 7 L (ol Y ) VO U U U 5

| D) 7 U (o Y - OSSPSR 5
DENSILY FACKOT .. .uitiiieiiiieeeeittee ettt et e sttt e e e s bt e e e s st eesssbbeeeesasaaeesasssaeesesassaeeessssaeeesssnsaeesananne 5

SBOM. ..ottt e et e et e e e e etb e e e e e b —ae e e e aaaee e e baaeeeatbaaeeeaaaaaeeaaaraaeeaaabraeeeaaaaeeeearrnreeeennees 5
PrOPETTIES. ..ceeiiiitee ettt e et e s ettt e e e s sabt e e e s s bbb e e s s bt e eeessssteeessasbaeessasaaeeesasaaeessansaaessnssaaeannnne 5



Bforartists 5 Reference Manual - 12.1.36 Editors - Geometry Nodes Editor - Header - Add Menu - Point

DiStribUtion METNOM. .......ooiiiiiiiiieiieie et e et e e eeat e e e eesaaeeeeesaeeeeesssseseeessseeeeennees 5
RANAOIN. ...ttt e ettt e e e tr e e e eetbaeeeeeaaaeeeeessaeeeeesssaseeeanssseesasssaeeeenseseeannnns 5

POISSOM DIISK...ciiiieiiiieiiiieeeeitee ettt ettt ceete e e et e e e eeaaaeeeeesbaeeeenssseeeeensaseeeeebaseeeenssbeeeeenarreeeans 5

OUIPUL. ..ttt ettt et st e s b et esab e s bt e s aae e bt e saa e s st e s ane e st e s maesneesane e neesmneeans 5

| 01111 T U U U ST 5

INOTIIIAL ...ttt ettt e e e ettt e e e eetaaee e e taaeeeeeaseeeeeessssaeeessaaeeeasssaeeeeasssseesasssaeeeensseeeeannnns 5
ROTATION. . eetiiiiiiiiiiiiiiee e eeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeseesesssssssssssssssssssesssssssssssssssssssssssnsnnsnsnsnssseseseesnsesees 5

POIIIES e 5
IIIPULS. .ttt ettt st st st e a e e e b et e e b e e e e b e e e b e e e nbeeeenbeeenaeeeane 5)
(0] 1 o | PO PR 5
OULPULS. ¢ttt ettt ettt e e ettt e s et e e e s e b et e e s s st e e e e e asbeeeeaasteeeasasaeaeeasssaeesasnstaeessassaeessssseeesnnnseeesssnnneesanns 6
IMLES N et e et e e e et e e e e e bt e e e e baaeeeeattaaeeaeaaaaeeeetbbaeeearaaaaeeaaraaeeeannaaeeeenraeeeeanreaas 6
POINS TO CUVES....eevvivveeirirreereretereeeteeeeereeereeeeessteesesrsrstsssessssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssns 6
IDIPUES. ..ttt sttt a et st ea e et b an e e bt e aa e e reesanees 6

| 0111 T U 6
CUIVE GTOUP ID ..ttt ettt ettt e et e st e e bt e e s bt e e e bt e e sabeeesaseeesaseesenseesanseenanees 6

L= (=T o) s FE TSSOSO R PRSPPSOt 6
OUIPULS. ..ttt ettt s s a e st s bt e s b e s bt e aa e e bt e e s s e s b e e bt e s bt e smbesneeenneemneesnnesareennnens 6

1\ (=T o OO RRRRRRRR 6
POINES £0 VEITICES. ... . .eeeeeririieeeeeeeeeeeeecttete e e e e e e e eeeeceterreseeeeeeeeeesessssssasasaaaseseesasnsssssasasaeeesseseanssssssssssaeeeenennansssnes 6
IIIPULS. .ttt ettt st st st e a e e e b et e e b e e e e b e e e b e e e nbeeeenbeeenaeeeane 6
POIIILS. ..ottt ettt e eeee ittt e e e e e eee e arraeeae e e e e e arbaaaaaeaeaea b araaaaeeeeaeaanrrraraaaeeeeeeanrrraaaeaeeeeenannnns 6

L= (=T o) s FE OO ORR RS URRORP R UURRPPRTRRRt 6
OUIPULS. ..ttt ettt et e s e s bt e s bt e bt e aa e e bt e e s s e s b e e at e e bt e saaesneeeneeemneesnnesareennnens 7

1\ (=T o TSRO RRR SRR 7
POINES 10 VOIUINIO. .....eeiiirieeeecieiee ettt ettt e ettt e e eeetteeeeeateeeeeetaeeeeeessaeeeeesssaeeaasssaaesesssseeaessaseeeasssseeeenssaeeenannns 7
IIIPULS. .ttt ettt st st st s a e e e et e e et e e b e e st e e e rb e e e snbeeenaeeeane 7
GROIMIBITY ... eeeueeteeieee ettt e ettt et e e et e e ettt s e bt e s ub e e s eub e e s aab e e e st e e e st e e easb e e e st eeeaseeeenseeeenseeeeaseeesnseeennseesanseenans 7
D<) 11 1 2O OO OO OO ST SPP P PPPPORROPPPPPRRRRt 7
VOXE] ATNIOUIL.....ceeiiiiiieeeeiiieeeeeiiteeeeeeteeeeeeitteeeeeeaseeeeessaeeeeessseeeaasssseesessseeeeasssseeeansssaeeeanssseeeensssseeeansssaeann 7
RAGIUS. ...vveeeeeitiee ettt eeett e e eetae e e e eebae e e eeeaaaeeeeesasseeeeebaaeeeeessseeeeensssseeeesaseeesensaeeeeennrrseeeans 7
PIOPEITIOS. ..ccuiiiiiiiiiiitiect e bbb e e e aa e e s aae e s baeesans 7

| Y0) 1118 T0) s VO USSR 7
OUIPULS. ..ttt ettt et st e et s a e s bt e bt e ae e et e e e aa e s b e e st e e bt e smbesneeenneemneesnnesareennens 7
GBOIMIOITY ...eteeeeeitteee ettt e e ettt e e ettt e e ettt e e e s st e e e s aabteeesausaaeesaassbeessassbaeeeeasaeeeasssaeesensssaeeenssteeesnnssaaesssnseees 7

St POINE RAGIUS.......uvviiieeiiiee ettt ettt e e eeetee e e e e etteeeeeesaeae e e ssseeeeesssaaeeeesssaeeeensssaeeeessseeeennsaeeann 7
IIIPULS. .ttt ettt st st st e a e e e b et e e b e e e e b e e e b e e e nbeeeenbeeenaeeeane 8
POIIILS. ..ottt ettt e eeee ittt e e e e e eee e arraeeae e e e e e arbaaaaaeaeaea b araaaaeeeeaeaanrrraraaaeeeeeeanrrraaaeaeeeeenannnns 8

L= (=T o) s FE OO ORR RS URRORP R UURRPPRTRRRt 8
RAIUS. ...eveee ettt ee e e e ettt e e e e e abee e e e aaaeeeeeeasaaeeeassaeeeeesssseeeeasssseeeasssaeeeenssaeeeannsrseeans 8
OULPULS. ¢ttt ettt e ettt e e ettt e e et e e e s s b et e e e s bt e e e e e asbeeeeaasteeeasasstaesasssaeeensastaeesaassaeessssseaesnnnseeesssnsneesenns 8
POIIILS. ..ottt ettt e eeee ittt e e e e e eee e arraeeae e e e e e arbaaaaaeaeaea b araaaaeeeeaeaanrrraraaaeeeeeeanrrraaaeaeeeeenannnns 8

Add menu - Point



Bforartists 5 Reference Manual - 12.1.36 Editors - Geometry Nodes Editor - Header - Add Menu - Point

4 Set Point Radius

Distribute Points In Volume ~ Distribute Points In Volume
Distributes points randomly in a volume. i

Random w
Point, corner and polygon attributes of the input geometry are transferred to the ol

generated points. That includes vertex weights and UV maps. Additionally, the node Density 1.000

Seed 0

has Normal and Rotation outputs.

The node also generates a stable ID, which is then stored in the built-in id attribute. It

is used as a stable identifier for each point. When the geoemetry is deformed or the density changes the values
will be consistent for each remaining point. This attribute is used in the Random Value and Instance on Points
nodes.

Inputs Random mode

Random
Veolurme
VOIume L Density 1.000
The volume to import the points to. Seed 0
Density

Density of the points.

Seed

The random seed for the point distribution.

Inputs Grid mode

Grid

Volume volume
Spacing:
The volume to import the points to. X 0.300
0.300
P 0.300
Spacmg ® Threshold 0.100

The spacing between the grid points.

Threshold

Minimum density of a volume cell to contain a grid point.
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Properties

Distribution method

Random

Grid

Random
Distributes the points randomly. This allows overlappings.

Distribution Method

Grid
Distributes the points along a grid with given width.

Output

Points
Points output.

Distribute Points on Faces

o . v Distribute Points on F...+8+
Distributes points randomly on the faces of a mesh geometry.

Points
Point, corner and polygon attributes of the input geometry are transferred to oAl
the generated points. That includes vertex weights and UV maps. Rotation
Additionally, the node has Normal and Rotation outputs. Random "
The node also generates a stable ID, which is then stored in the built-in id Mesh
attribute. It is used as a stable identifier for each point. When the mesh is © Selection
deformed or the density changes the values will be consistent for each € Density 10.000
remaining point. This attribute is used in the Random Value and Instance on Seed 0

Points nodes.

Inputs Random mode

Random

Mesh

MeSh lo Selection
|

© Density 10.000

Standard geometry input. '|

Seed 0

—

Selection

The selection of which face corners should be considered for point distribution.

Density
Density of the points.

Seed

The random seed for the point distribution.
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Inputs Poisson Disk mode

Poisson Disk

M es h | Mesh
© Selection

Standard geometry input. I

I. Distance Min 0m
I. Density Max 10.000
¢  Density Factor 1.000
|

L

Selection

Seed 0

The selection of which face corners should be considered for point distribution.

Distance Min

The minimum distance that two points can have.

Distance Max

The naximum distance that two points can have.

Density Factor
Density of the points.

Seed

The random seed for the point distribution.

Properties

Distribution method

Random
Distributes the points randomly. This allows overlappings. Cistribitian NMethod

Poisson Disk
Distributes the points randomly, but prevents overlappings by defining a minimum and maximum distance.

Output

Points
Points output.

Normal
Normal output.

Rotation
Euler Rotation output. Please note that the Z axis of the result rotation will be arbitrary. The mesh normal used
to create the rotation does not have enough information to set all three rotation

axes. w Points 0

Geometry

Count 1l
Position:
0.000
0.000
5 0.000

L3 Radius 0.1m
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Points

Generates a single point or points with position, count and radius.

Inputs

Count

The count of the generated points as an integer.
Position

The position of the points as a vector. This is a field meaning you can set the position per index or ID of the
point.

Radius

The radius of the points as a float. This is a field meaning you can set the scale per index or ID of the point.

Outputs
Mesh

Standard mesh output.

v Points to Curves *,\

Points to Cuves

Curves
Generates a mesh vertex in the output geometry for each point cloud point in the P/ Fots.
input geometry. ‘ Curve Group ID
& Weight
Inputs
Points

Points input.

Curve Group ID

A curve is created from every distinct group ID. All points with the same ID are put into the same curve.

Selection
Selection input.
Outputs
Mesh

Standard mesh output.
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Points to Vertices v Points to Vertices %
Generates a mesh vertex in the output geometry for each point cloud point in the Mesh
input geometry. © Points

© Selection
Inputs
Points

Points input.

Selection
Selection input.
Outputs
Mesh

Standard mesh output.

v Points to Volume ce

Points to Volume gy
Creates a fog volume sphere around every point in the input geometry. The new Racolution.
volume grid is then called density. ® Gaomatry

Density 1.000
Inputs Voxel Amount ~ 64.000

0.5m

Geometry

Points input.

Density

The density of the volume.

Voxel Amount

Voxel amount of the volume.

Radius

The radius of the generated volume around each point.

Properties

Amount

Resolution

Base the voxel resolution at the amount or the size of the point cloud.

Resolution Mode
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Outputs

Geometry
Standard geometry output.

v Set Point Radius ’\-;'

Set Point Radius ‘ m—

Points

The Set Point Radius node controls the size each selected point cloud point should

£ Selection
display with in the viewport. & Radius 0.05m
Inputs
Points

Geometry input.

Selection

Selection input.

Radius
The radius of the points.

Outputs

Points
Standard geometry output.
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