Bforartists 5 Reference Manual - 12.1.40 Editors - Geometry Nodes Editor - Header - Add Menu - Texture

ei'y 12.1.40 Editors - Geometry Nodes Editor - Header - Add Menu -
Texture

Table of content

Detailed table Of COMEENL........c.uvieiieeiiieeeecieee ettt eeeee e eeeareeeeeetreeeeeeteeeeeeeasaeeeeeesseeeeesssseeeeassaeeeseasssseeessssaeesansseens 1
A INENU = TEOXEUTE.....veeieeiiieeieeieeee ettt e eeiieeeeeeteeeeeeteeeeeesaeeeeeassseeeeesssesseesasasseeesssseseessssseeeanssseeeensssseeeessnseeeennnes 4
BIICK TOXIUTE.......vveeeeeeieeeeeeitieeeeeitteeeeeeteeeeeeeteeeeeetsaeeeeesseeeeeasssseeeesssaeeeessaseeansssaeeeeasssseeeasssseeenssssaesennsneeeeannnns 4
CECKET TOXEUTE. ....vveeeeeireeeeeeieeeeeeeteeeeeestteeeeeetteeeeesaeeeeeessaeeeeeessaseeeessaaeseeessssseeenssaseesenssseeeeessssesensseseeeenssneeesnnes 5
GTAMIENE TOXEUTE. ... eeeeeeevreeeeeiteeeeeeieeeeeeetreeeeeitreeeeeesreeeeeessseeeeessseesessssseeeaasssaseassssseesessssseeansssseeansssseesessssseeennnns 6
IIMAGE TOXIUT . ...c.neeeteeeeeieteeeeette ettt e e ettt e e e ettt e e s s bt e e e s aabeeessabaeeessasbaeeesnsaeeesassaeeessnseeessnasaaessnsssaeessnnne 7
IMEAGIC TOXEUTE. .....eeeeieiiteeeeiieeee ettt e ettt e e et e e e sttt e e s abte e s e ast e e e e snse e e s s ssbteeeensateeeessaeesensbaeesensaeessansaneessannneees 9
INOISE TOXEIUTIE......eevvverrrrrrereerrreerereeeereeeereeeeeeeeseeseeessessessssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssnns 10
VOTONOL TOXIUTE......cceieeeeeeeeeeeeeeeeeeeeeeeeeeererrrer e sesssassaessesasasasasasesesesesseessssssssssssesssssesesssssssssnsnsnnnnnnn 12
WAV E TOXEUTE. ... eeeeieieieeeeeeeceteeee e e s e e e e s s s s ssssssssssssssssssssssssssssssssssssssssssssssnssnsssssssnnnnsnnnnn 13
WHILE INOISE TOXEUTE. ... .eeeeeeerreeeieiteeeeeeiteeeeeeiteeeeeeeaeeeeeesseeeeeesseeeeessseseeeasssseeeeasnseeesasssseeeansssaeeenssseeesenssseeeannns 15

Detailed table of content

| DI eV (=Ta I 7 1) (S0 el ) 1 L) o L USRS 1
Add INENU = TEXLUTE......eeeeeeiiieeeeeiiieeeeeitreeeeeeiteeeeeeereeeeeetseeeeeeessseeeeasseeeeessseseeesasssseeaasssseesessssseeasassseeeeassseeeeesssseeesnnnns 4
BIICK TOXIUTE. .....vvveeeieireeeeeetteeeeecieeeeeettee e e eeteeeeeessbaeeeeessaeeeeeesaeseeesaseseeeessaseesassssseeensssseseesssseeeeesseseeenssaseseennnnes 4
IIIPULS. ..ttt ettt e e ettt e e e et e s et e e e e et e e e et e e e s e b et e e e e nba e e e e nrbaeeseenrteeeeenraeeean 4
COlOT 1, COLOT 2 QN IMOTTAT....eeetiiiieeeiirieieee et eeeeiitttteeeeesessessartteeeessssessssasseesssssssssssssseseessssssssssssssessssssssns 4
SCAL. ...ttt e e e e e e e e tbaeeeeebraeeeaaa—aaeeeabbaaeeaaabaaeeeaabaaeeaaraaeeeaaaraeeeeanreeeeennraeeaann 4

Y [0 n 7: 1 ) /T U U U U U U U U U U U U PU 4
IMOTEAT SITIOOTN. ...eeeieeiiiieeeeeieee ettt e eetee e e eeetreeeeeeebaeeeeeetbaeeeeeesssaeeeeeanssseeesasssaeeeeessseeeeennssseeeenns 4

|3 TRt 4
BIICK WIAEN....ccceeiiieeeeeeee ettt ettt e e tee e e e e taae e e e aaee e e e asaaeeeessseeeeessaseeenssseeeeenssseeeennnns 4

ROW HEIGNE. ...ttt ettt s e et e et e e s st e e ssaeesaessbeesssa e ssaessaassseaasseenssesnseensses 5
PIOPETTIES. ..ceeiietteeeetteee ettt ettt e ettt e e s et e e e e b et e s e aba e e e s e ssa e e e e nssaeesemsbteesensaeeseannsaeesennsreeesanne 5

(@] 5] <] O RS RSTRRRRRRRRRR 5
FTOQUEIICY ..ottt ettt e e ettt e e s e aa e e e s ssb et e s e raeeeseassaeeesennsaeesesnsraeesensneees 5
SQUASN. ...ttt ettt ettt e et e et e e et e e bt e e ae e bt e e rae e beeerbe et e e e st e ebeeasbe e beenstaenbeensaeenres 5
FTOQUEIICY ..ottt ettt et e e et e e s e bta e e e e asb et e s e rbeeeseasreeessennsaeesesnsnaeesensneees 5
OULPULS. ¢ etteeeeiitee ettt ettt e e ettt e e s ettt e e s s bt e e e e sttt e e asasbeeeesasteeessassaaeesssbaeessssstaeesnassaeessssseeesnsnsaeeesnnssaeeanns 5
[©10] (o) JUU U U U TR UR S U USSR T USSR TS UPPTO 5
= L (o) U 5
CRECKET TOXLUTE. ... .eeeeeeeirieeeeeieeeeeeetreeeeeeteeeeeeitbeeeeeesseeeeeesssaeeeasssseeeeasssseeeeasssseeensssseesessssseeeassssseeeasssseesenssneeenannns 5
IIIDULS. ettt ettt e e sttt e e e st e e e sttt e e e et e e e e e bt e e e et b a e e e e atteeeenabaaee e rtaeeseebtaeeeenraaeenas 5
VB CEOT . ettt eeeeeeeeeeeeeeeeee e e ee e et et et et et eeeeeeeeeeeeeesaeeeeeararerereresssssssssnsssnnnnnnnnnnsnsnssssasaasssesaseseseeeeeeeeesaeaeeeeeeseeneees 5
@] L) it USSR 5
COLOT 2.ttt ettt e e et e e e et e e e e e aaa e e e e e aa e e e e e aaaeeeeaabaaeeeataaaeeeaabaeeeaannaaeeeaanaraeeeetrreeeannrreeeaans 5
SCALB. ..ttt e e e —— et ee———eeeara——teeeab——aeea bt teeeaabaaeeeabareeeaaataeeeearreeeeenarareeenn 6
PIOPETTIES. ..ceeieiitteeeetee ettt ettt e ettt e s ettt e e e et e e e s e sbb e e e s e s saee e e nseaeesemsbteesennaeesesnnsaeesennsneeesannne 6
GTAIENE TPE....veieieeeiieitieetteet e et este et e st e ebeesstesbeesssaesseessteessaesssaesseasssessseesssaesseeasseessessseeseeassessseenssenns 6
OULPUL. ...ttt ettt e e ettt e e e ettt e e e s bbb e e s e mbb e e e s e ssateeeaassaeeseensbteeseansaaeeeanssbeeesennraeesennnnneesnnrnnes 6
@] Lo ) USRS 6



Bforartists 5 Reference Manual - 12.1.40 Editors - Geometry Nodes Editor - Header - Add Menu - Texture

2 T (0] SO O OO O ORISR PP PPPRUPPPPO 6
GTAAIENE TOXTUTE......eeecueeeeitieeeiteeeeiteeesteeesteeeeteeessseeesseeeaseeessseeeasseeassseeasaeeassaeasssseaasseesssssesnsseesnssesensseesssseessseeens 6
I DULES. ..ttt ettt e e e st e e e sttt e e s et e e e e ettt e e e et b e e e s e a bt e e e e s aba e e e e sbaaeeseeartaeeesanraaeeaan 6
ST al (0] PP PPPPUPPPPPRN 6
POPETTIES. ..ceeieieteee ettt ettt e ettt s ettt e e e sttt e e e s st e e e s sbbteeaassteeeaaassaeeseasaaeessnsteeessnnsaeessnnsseeessnnns 6
GTAIENE TPttt ettt et ettt e st esa b e et e e s st e e bt e sub e e bt e sabe e b e esateesbeesabeebeesabeeseesaseesaesateens 6
OULPUL. ..ttt ettt ettt e ettt e s ettt e e e sttt e e e s aaat e e e s ssbteeesssaaeeeaasstaessanssaeeesanssaeesassstaesasnssaeeessnnsaeesnssseees 6
2= el (o) PRSPPI 6
(7o) (o) T U SRR 7
TIMNAZE TOXIUTE. ... eeeiieeeiiteeiett ettt ettt ettt e e et e e e ettt e e s abt e e e e easae e e e e mraeeesensbaeesesanbeeesensraaessannraeesannnne 7
I DUES. ..ttt ettt e ettt e e e st e e e sttt e e e e bt e e e e e bt e e e et b e e e e e bt e e e e s aat e e e e raaeeseearbaeeesnraaeean 7
TIMIAE. ..ottt ettt et e st e s s bt e e e e b bt e e e e bt e e s e nr b e e e e e nbt e e e e e rbaeeeenrnees 7
IIMAEE BIOWSET...cciiiiiiiiieeiiiiee ettt e ettt e e ettt e e e sttt e e sttt e e s e sasateeessasbeeessassaeesesassaeeessasaaeesssnsseeeannns 7
INEW/OIPBIN...eviiiieeeetieeeeittte e et e s eeeetrteeeee e s e s aaraaaeeeeessassssssaaaaesssssssssnssaeaeeesssnsssssntaeeeesssssnssnsnseeaesessnnas 7
IMAGE Edit BOX . .iiiuiiiiieiieeieeieeie ettt ste et s e et e st e e st e st e e teessbe e seesssaesseesssessseesssessseesssesnseenseens 7

o 1 U <) SR PSRRR 7

INEW IIMAGE. ...ttt ettt ettt e e ettt e e e sttt e e sttt e e s e sasat e e e s sbbeeessassaaeessassaeeessasaaeessnnsaeeeannns 7
OPLI IMAGE. ...ttt ettt e et e e et e e et e e s e abbaeesembbteeeenbteeesennsaeesensseeesennneaens 7
REIMIOVE. ...ttt ettt e e sttt e e s sttt e e e s atb e e e s s st e e e e s nsaeeessasbaeesesaseeeeesnneeeans 7
el (0] PP PPPSUPPPPPR 8
FTAIMI. ..ttt e ettt e s st e e e s bt e e s s b bt e e s s asteeeesasbtee e e asbaeesessaeeesaasneeeessnsaeaeann 8
PrOPETTIES. . eeeiiiiteeeeeeitee e ettt e ettt e e ettt e e e ettt e e e e saataeeessaeaeeeessssaaes e sseeeeeassaaaeansssaeesanssaaeeesnnsaeeesnssaeesenssseeeennnes 8
INEEIPOLALION. ...eeueiietieeieeieeete ettt et e et e et este st esate e beesaeeebeessaeesseessaeesseesssesssaesssassseenssessseenseessseenseennsenn 8
1= | PRSPPI 8
LSSt euveeireeieeetee e e et e et eete e et e et e e bt e ssbeessteessaaesseeassaesteesseaasseansseessseesseeasseenseeenseeasseeasseenseesnseennsann 8
L1103 (oSSR 8
EIXTOISION. ...tteeeiiteee ettt ettt e e ettt e e sttt e e ettt e e s s bt e e s s asb e e e e e asbeee s assaaeessnsbeeeeensaaeeennnsaeessnnneas 8
REPEAL.....eeiieeeeeeeee ettt et e ettt e e e st e e e s ba e e e ettt e e e s baee e e bt aeeaaataeeeanaaeeeenraaeeeenraes 8
EXEOIIA. ..ottt ettt et e bttt e st e et e et e e baeess e e bt e e s b e e bt e e s b e e teeesb e e beeesbe e beeenteenbaensaeenteenneann 8

[ 1) » T TSRS 8
OULPULS. ¢ttt ettt ettt e e ettt e s et e e s s s et e e e saaa e e e e e asbeeeeaasaeeeasasaaaesassbaeesasnstaeesanssaeesassseeesnnsaeesssnsneesanns 8
L10] [0y USRS 8
APttt et e et e et e e bt e e a b e e bt e e st e et e e ea b e et e e erbe et e eesteebeeenseeseeenraens 8
IMEAGIC TOXEUTE. .....eeeiieiiiieeeeittee ettt e ettt e et e e e eate e e ettt e s e b bt e e s e abb e e s e ssbteesemsaeeeeensaeeseensbaeesenraeeseensaneesesnsnaens 9
I DULES. ..ttt ettt e ettt e e st e e e st e e s ettt e e e e bt e e e et bt e e e e bt e e e e s a bt e e e e e rbaee s e artaeeesnraaeean 9
el (0] PP PPPSUPPPPTR 9
SCALB. .. ettt ettt e ettt e et e e bt e e s b e e bt e et e e bt e e st e e bt e e te e bt easbeesae e st eeaeeasbeeteeenseensaanns 9
DISEOTTION. .. etteeeeiieeeeiiiteteee e e e ettt et e e s ess e eraeteeeeesessansbasteeeeesanssssnsaaaaessesasssnnsanaaeesessnsssssseaeeessessssssseneees 9
PrOPETTIES. ..ceeieieteee ettt ettt e ettt e s ettt e e e s sabt e e e e s bt e e s e ssbteeaaassaeeesaassaeesassaaeeesastaeessnsaaesennsseeeannnns 9
D<) 5] 1 o R RSR 9
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 9
L070] [0y SRR USRRSSRRRPR 9

2 T (0] SO OO OO OO OO PR P PP PRPRUPPPPO 9
INOISE TOXIUTE. ..ceiiuereeeeeeiieeeeeeiteeeeeetteeeestteee e e sttt eeessaseeeeessssaeesasssseeesssssaeeesasssseesensssaeeessnsseeesnsssseesenssseeesnsnsseeennn 10
IIIDULS. ..ttt ettt ettt e e ettt e e sttt e e s sttt e e e e bt e e e e ettt e e e e bt e e e e e bt e e e et b aee e e abaeeee e ataeeesenraees 10
VBCLOT ... teeteeeee et e e ettt e et e e s e s ettt e e eeeeeesassssssnssaaaaaaeessesansssssnsaaaaaeesssesssssssssnnaaaaeeseessnnsnssnsenneanaees 10
INOTTINIALIZE. ... e ettt ettt ettt e et e et e st e e b e e ssb e e seessse e seeesseessaeesseesseessseenseesssaenssassseenssennses 10
ettt ettt et e e a e e et e e a e e et e e bt e e a bt e bt e et e e bt e e a b e e bt e et e e heeea b e e bt e et e e bt e nate e bt e eaaeenres 10
SCALB. .. ettt et ettt e et e e h e e et e e bt e et e e bt e es b e et e e ea b e e bt easbe e teeentaenseeasteetaenntann 10

D < 1 PR UPROPSRRPSRR 10
ROUGINESS......eieiieieeieeeeete ettt ettt et e sttt e st e e tae st e e bt e ssseeseesssaesaeesseenseesssaesssesssesnssennses 10

T Tal 1 1 101 OO OO O O OO P PP PP PPPORUPPOROPPPORRRPRORt 10



Bforartists 5 Reference Manual - 12.1.40 Editors - Geometry Nodes Editor - Header - Add Menu - Texture

@] i 511 USROS 10

@ F: 111 VO ST TP SRS UPUPPTR PR 11
)3 o) 0 ) o T 11
PIOPEITIES. ...eeeeeeeeieettte ettt ettt et e e e e s s bttt e e e e e ses s ssaaaaaeessesassssssaaaaeeessenssssnraaaeessessnsssnrennaeeeens 11
DDIITIEIISIONIS. ...vvvvvevereieietiteieeeteteeeeeaeerrereeraaraaeasassssrssasssssssssssasssssssssssssssasssssasssssssssasssssssssssssssssssssssssssssssssnnnn 11

1 11

2D ettt ettt a et e e e e e e a e —————— et e e e eeaaar—b—————ttaeeeeteaaabbabrararataeeeeeaannrararrrraeeas 11

) ) TSR 11

AD ettt e ettt te e e e b ———— et e e e e e e e et ——baa—aaaeeeteaaaa bbb aaaataeeeeeieaaarrrraarareaeeeeeianan 11
74T OO PP P PP OPPPPRRPPPRPRIN 11
IMIUIEIETACEAL ...ttt ee e e e ettt e e e eeabeeeeeeastaeeeeessaeeeeesseseeeenssseeeenssseeeeanns 11
Ridged MUIractal.......cocueeeieiiieeeee ettt ettt st et e st e 11
HyDIrid MUIHTACTAL....c.uiieiiiiiecieeteeeeeee ettt et s e et e e st e e sbe e s s aeebaessseesseesssesnsaenssanns 11

fBM (fractal Brownian MOTION)........cccuuiieiuieeeiiieeeiieeeeeeeeesiteeesiteeeeteeesssseesssseesssseesssssesssssessssseesssseeens 11
Hetero Terrain (Heterogeneous TeITAIN)........cccueirvierriieeriieeeiieeniieenreeesiieeesneeesseesssseessssesssssessssnesn 11
OULPULS. ¢ttt ettt et e ee ettt e et e e e ee s sttt rteeeeeeessessnseaaaeeeessassnsssaaaeesssssssssnsaataeeesssnsssssaseaaeessesssssssenneeeeessnnsnssnns 12
= (e (o) U 12
(00 (o) VRSO R 12
VOTONOL TOXIUTE. .....ccceeeeeeeeeeeeieieeeeeeeeeeeeerereraasr e et esasassesssesssesesesesesesasesssssssssssssssssssssssssssssssssssssssnsnnnn 12
IIIDULS. ¢ e ettt e ettt e e s e s e bttt e e e e s se sttt e e e e e e s e e s b baaaaeeeesen e naaaaaeeeeeeas s srtaaaaaeeesensnnrrnns 12
VB L0t ttttteceeeeeieeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeseseeereresssssssssasssssssssassssssssssssssssssssssnsnsnsasessssseeseseseseseseeesesessesesssenes 12
Yo (=TSRRI 12
RANAOITINIESS. ....eeeceeiiviie ettt eett e e eee et e e e eeetaaeeeeeetaseeeeeessaeseeeesssaeeeeesaseeeeessssseeeeassseeeeesssseeesannns 12

o 0] 0]<] L =TT PPP PRSP 12
DDIITIEIISIONIS. c..vvvvvvreieiiiereteieeeeeteeeeereeraereererraarasasssssssasssssasssssasssssssssssssssasssssasssssssssasssssssssssssssssssssssesssssssssnnen 12
FEAtUIE OULPUL......eutiiiiiiiiiiiiiteeee e e eeeeriertee et e s e sttt e e eeeessesaasaneteeeeesesssssnnsaeaeessssassssssesaaaeeesssssssssseeeaeeses 12
ettt ettt e e e e e e e b ar——ateeeeeaa bbb aaraaeeeeear bbb raaaaeeeeeanrrrrarareeeeeennnes 12

B ettt et e e e e e et e e e e e e b ————et e et e e aaa—————aeeeeseaa b artaeeeeeseanarrareeeeeeeennnes 12
SINOON F L.ttt ettt e et eeeeta e e e eeabe e e eeeabaseeeeessaeeeeesaeeeeessssseeeesssseeeeseseeeannns 12
DiStANCE T0 EAE..c.nueeiiieieetee ettt ettt et a e st e st st esa b e et e st e s beesateebeanne 13
IN-SPRETE RAIUS....ccviiiiieiieiiecieeteete ettt ettt et e st e bt e st e e te e st e ebeesssessseesssessseenssesssaenseanns 13
DISTANICE IMLBLTIC. ... e eeieeeeeiieeeeee e eeeeeeereeee e e ettt e eeeeeeeeesassaeeeeeeesssssassaeasseessssssssnnnseesesssssssnnnnneeseesssssnns 13
OULPUL. ...ttt ettt ettt ettt e e ettt e e ettt e e s ettt e e s saabaeeessasaeeesaaasbaes s sssaeessassaaeeasassaaesenssaaeesnsnsaeesssnsseaesnsnseees 13
| (el (o) F USSR UPRRTRURRN 13
[@F] (o) USSR 13
WAVE TOXIUTE. ....eevvirieeeeeieeeieiitieeeeeeeeeeerttteeeeeeeeeresssanaeeeeeeesesssssanaeeeeessssssssnnssesessssssssnnnsaseesssssssrsnnneeeesssssssnsnnnnns 13
IIIDULS. ..ttt ettt ettt e e ettt e e sttt e e s sttt e e e e bt e e e e ettt e e e e bt e e e e e bt e e e et b aee e e abaeeee e ataeeesenraees 13
VB CEOT et eeeeeeeeeeeee ettt eee e e e et eeta et eeeeesesasa e eeesssssssaaeeessssssannssseessssssnnnseesssssssnnneseessssssnnnnsesssssssnnnneeees 13
SCALB. ..ttt e e e e et ee it e e e eea——aeeeaa——aeeea bt eeeeabareeeanabaeeeearareeeenarareeeenrareas 13
DISTOTTION. .. .eeeeiiiiiieeeeeeeeeeetieeeeeeeeeeeeetreeeeeeeeereaassa e eeeeessessssnnnseeeesssssssnnnnseeessssssssnnnnseeesessssssnnnnseeesesssnsnnn 13
DIBLAIL ....vveeeeeeiee e e e et e e et e e e aareeeebbaeeeeabaaeeeanaaaaeeeeaaaeeeeatreeeeenanareean 13

| D1 7 1 =1 (=T RRRERRRRN 13
Detail ROUGNNESS. ... .cccvieiiieiieiieeieeeteet ettt e ste e st e e be e s st e s be e st e esbeesssessseessseesseasssesnseenssesssesnsns 14

| s T S @ €Y< TR 14
POPETTIES. ..ceiieeiettee ettt ettt e et e e ettt e e ettt e e s e aateeeesasteeesaassaeesensbaeessasaaeeesassaeesssassaeessnansaeenns 14
WAVE TPttt aa s s aa e e aa e 14
Bands iT@CTION.......cccuviiiieetiieeceeiie ettt eete e ceetre e e eerteeeeeeaaeeeeeebaeeeeesssseeeeesaseeeesssseeeeensssseeeenssseeeensreeas 14
AN 2 1o i ] (TR RRRRRRN 14
T 1 TR 14

S ettt ettt e et e et et ———eeeeeeetar————————eeeeertrtaa——————eeeertrarana———aeeetrrrrraraaeeeeeerrrarrnaneeaeens 14
TTHANGLE. ...ttt et ettt e st e e bt e s b e e bt e s st e e s b e e e st e et e e st e esbe e sbe e seenateenbeensaeenteenntans 14
OULPULS ¢ttt ettt et e e e ettt e et e e ee st reteeeeeeesessnstaeaaeesssaasssssseaaeeessssssssssaataeesessnsssssaseaaeessssnssssssenaeaesessnnsnssnns 14



Bforartists 5 Reference Manual - 12.1.40 Editors - Geometry Nodes Editor - Header - Add Menu - Texture

(@00) (o) JRTTTURTRTT TR PRSP PP PP PPPPPPPPPPPPPPPPPPRt 14

| ot (o) W 14
WHIEE INOISE TOXIUTE...ceeeeeeeeeeeeee et e e e e e e e e e e e ee e e e e e e e eeaeas 14
IIIPULS. ..ttt e et e e s e e s e ab e e s e e e e st bt e e e et e e e e b b e e e s e ara e e e e e nraeeeeennraees 15
T ad () RPN 15
PIOPETTIES. ..ceiiiitieeeettee ettt ettt e e et e e s e a e e e e e bt e e s e abb e e e s e embb e e e s nrteeeeenaaeeseensraeesennraaeeaas 15
GTAIENE TPE....veeeieeiieetieeieeste et estt e e e et e s teesttesste e teeessaeseesssaeseessseesseasssessseesssaesseaasseensaensseeseenssesses 15
OULPUL. ¢ttt ettt e et e st e st e e e bt e e e bt e e e bt e e as e e e ab e e s eab e e e st e e e abeeesbeeeasteeeaseeeenseeennseessnseesnns 15
Yol () RPN 15
(@00) (o) FRRTETRTR PP PRRPPPRPPRRRRPRRRt 15

Texture nodes. Tt

Utilities

Brick Texture

The Brick Texture node is used to add a procedural brick texture.

(v Brick Texture

Color

Inputs prmrere R

1.000

Color 1, Color 2 and Mortar

Color of the bricks and mortar.

Scale

Overall texture scale.

Mortar Size

The size of the filling between the bricks known as “mortar”; 0 means no mortar.

Mortar Smooth

Blurs/softens the edge between the mortar and the bricks. This can be useful with a texture and displacement
textures.

Bias
The color variation between Color 1/2. Values of -1 and 1 only use one of the two colors; values in between mix
the colors.

Brick Width
The width of the bricks.
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Row Height
The height of the brick rows.

Properties

Offset

Determines the brick offset of the various rows.

Frequency

Determines the offset frequency. A value of 2 gives an even/uneven pattern of rows.

Squash

Amount of brick squashing.

Frequency

Brick squashing frequency.

Outputs

Color

Texture color output.

Factor

Mortar mask (1 = mortar).

Checker Texture

Adds a checker texture.

Inputs

Vector

Vector input.

Color 1

The first checker color.

Color 2

The second checker color.

v Checker Texture [
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Scale

The scale of the checker texture.

Properties

Gradient Type
What gradient type to use.

Output

Color

The checker texture output.

Factor

Factor output.

Linear

Gradient Type

Gradient Texture
Add a gradient texture.

Inputs

Vector

Vector input.

Properties

Gradient Type
What gradient type to use.

Output

Factor

Factor output.

v Gradient Texture | Jj

Linear

Vector

Linear

Sph
Quadratic Sphere

Radial

Gradient Type
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Color

Color output.

Image Texture

The Image Texture is used to add an image file as a texture.

WV Image Texture

Inputs

Linear

m v =+ New

Vector

Frame

Image

The Image input. Open an image, choose an existing image, or generate
a new image.

When you click at Open then a file browser opens up. When you click at New then a popup dialog opens. up
where you can create a new image.

Image Browser B+ New

item. prg
0 Untitled

The image browser at the left allows you to pick an already existing texture.

New/Open
Create a new image, or open an image.

Image Edit Box
The name of the image.

Fake User
Keep the texture in the blend file even if it is not used.

New Image i
Create a new image. Urtitied

The settings of this image can be further adjusted in the sidebar of the UV
Editor.

Open Image
Open an image.

Remove
Remove the image. Note that it is still in the blend file as long as it has users, and as long as you haven't purged
it. By saving and reloading the blend file for example.
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Vector

Texture coordinate for texture look-up. If this socket is left unconnected, UV coordinates from the active UV
render layer are used.

Frame

The frame of an image sequence, if available.

Properties

Interpolation

Method to scale images up or down for rendering.

Linear

Interpolation

Regular quality interpolation.

Closest
No interpolation, use only closest pixel for rendering pixel art.

Cubic
Smoother, better quality interpolation. For bump maps this should be used to get best results.

Extension

Extension defines how the image is extrapolated past the original bounds:

clip

Repeat
Will repeat the image horizontally and vertically giving tiled-looking result.

Extension

Extend
Will extend the image by repeating pixels on its edges.

Clip
Clip to the original image size and set all the exterior pixels values to transparent black.

Outputs

Color

RGB color from image. If the image has alpha, the color is premultiplied with alpha if the Alpha output is used,
and unpremultiplied or straight if the Alpha output is not used.

Alpha

Alpha channel from image.
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Magic Texture (g 0

Color ({ ]

The Magic Texture node is used to add a procedural psychedelic color texture.

Fac

Inputs Depth

Vector

Texture coordinate to sample texture at; defaults to Generated texture coordinates if the
socket is left unconnected.

Scale

Scale of the texture.

Distortion

Amount of distortion.

Properties
Depth

Number of iterations.
Outputs

Color

Texture color output.

Factor

Texture intensity output.
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Noise Texture

.  Moise Texture “ MNoise Texture
“ Noise Texture  [[[j v Noise Texture  [[f o o :
Fac @ Fac @ “ Noise Texture  [[j
Fac @ Fac @
Color & Color & Fac @
Color @ Color @
iD v 3D i Color @
3D w 3D “
Hybrid Multifractal ~ Ridged Multifractal ~ 3D
Hetero Terrain - fEM v e
Vector Vector Multifractal v
Vector Mormalize

Vector

Detail Detail

Roughnes 1.000 Roughnes 1.000

Distortic O

The Noise Texture node evaluates a fractal Perlin noise at the input texture coordinates. This nodes allows great
control over how noise octaves are combined.

Inputs

The inputs are dynamic, they become available if needed depending on the node properties.

Vector

Texture coordinate to evaluate the noise at; defaults to Generated texture coordinates if the socket is left
unconnected.

Normalize

Normalize the output to the 0 - 1 range.

w
Texture coordinate to evaluate the noise at. Appears with 4 dimensions.

Scale
Scale of the base noise octave.

Detail
Number of noise octaves. The fractional part of the input is multiplied by the magnitude of the highest octave.
Higher number of octaves corresponds to a higher render time.

Roughness
Adds a roughness noise.

10
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Lacunarity
The scale of a perlin noise octave relative to the perlin noise octave from the previous octave.

Offset
An added offset to each octave, determines the level where the highest octave will appear.

Gain
An extra multiplier to tune the magnitude of octaves.

Distortion
Amount of distortion.

Properties
Dimensions 1D
2D
The dimensions of the space to evaluate the noise in. 3D
4D
Dimensions
1D

Evaluate the noise in 1D space at the input W.

2D
Evaluate the noise in 2D space at the input Vector. The Z component is ignored.

3D
Evaluate the noise in 3D space at the input Vector.

4D
Evaluate the noise in 4D space at the input Vector and the input W as the fourth dimension.

Type

Type of the perlin noise texture.

Multifractal
The result is more uneven (varies with location), more similar to a real terrain. Uses a
multiplicative cascade.

Hetero Terrain

Ridged Multifractal
Creates sharp peaks. Calculates the absolute value of the noise, creating “canyons”, and then flips the surface
upside down.

Hybrid Multifractal
Creates peaks and valleys with different roughness values, like real mountains rise out of flat plains. Combines
the additive cascade with a multiplicative cascade.

11
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fBM (fractal Brownian Motion)
Produces an unnatural homogeneous and isotropic result. Uses an additive cascade, the values are simply added
together.

Hetero Terrain (Heterogeneous Terrain)
Similar to Hybrid Multifractal creates a heterogeneous terrain, but with the likeness of river channels.

Outputs

Factor

Value of fractal noise.

Color

Color with different fractal noise in each component.

Voronoi Texture

Add a voronoi texture.

v Voronoi Texture  []

Distance

Color

|nputS Position
Vector 3D

Vector input =

Euclidean

Scale | Vector
. L Scale 5.000
The scale of the voronoi texture. |

£ Randomness 1.000

Randomness

The detail of the voronoi texture.

Properties

Dimensions

How many dimensions to use for the voronoi texture.

Dimensions

Feature Output

Feature output mode.

12

Feature Output
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F1
Computes the distance to the closest point as well as its position and color.

F2
Computes the distance to the second closest point as well as its position and color.

Smooth F1
Smoothed version of F1.Weighted sum of neighbor voronoi cells.

Distance to Edge
Computes the distance to the edge of the voronoi cell.

N-Sphere Radius
Computes the radius of the n-sphere inscribed in the voronoi cell.

Distance Metric

Distance calculation mode. The modes are different mathematical methods.

Distance Metric

Output

Factor

Factor output.

Color

Color output.

Wave Textu re v Wave Texture

Color

The Wave Texture node adds procedural bands or rings with noise distortion.

Bands

Inputs

Sine

Vector

Vector

Texture coordinate to sample texture at; defaults to Generated texture coordinates if the
socket is left unconnected.

Scale

Overall texture scale.

13
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Distortion

Amount of distortion of the wave (similar to the Marble texture in Blender Internal).

Detail

Amount of distortion noise detail.

Detail Scale

Scale of distortion noise.

Detail Roughness

Adds a roughness noise.

Phase Offset
Set an offset for the phase.

Properties

Wave Type

Bands or Rings shaped waves.

Bands direction

In which direction the bands should point.

Wave Profile
Controls the shape and look of the wave type.

Saw
Uses a saw tooth profile.

Sine
Uses the standard sine profile.

Triangle
Uses a triangle shape.

Outputs

Color

Texture color output.

Factor

Texture intensity output.

14
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White Noise Texture

Add a white noise texture.

v White Noise Textu..j{fi

Inputs

Vector

Vector input.

Properties

Gradient Type

What gradient type to use. Linear
Gradient Type

Output

Vector

Factor output.

Color

Color output.

15
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