Bforartists 4 Reference Manual - 12.1.8 Editors - Geometry Nodes Editor - Header - Add Menu - Input - Scene

12.1.8 Editors - Geometry Nodes Editor - Header - Add Menu -

Input - Scene

Table of content

Detailed taDle Of COMIBIL.......cccuviiiiiiriiee ettt eete e e et eeeeabe e e e eesaseeeeensseeeeeesssseeseessaeeesesssseeeesssseesensreeeees 1
Add MeNU - INPUL = SCEME.....ccuviiiiieiiiieeieeteett ettt ettt et esteestt e st e e s st e sabe e stessseaseesasaesseesssesssesnsaenseessseenssennes 2
TS O e et e e e e e e e et e s sssssssssssssnssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssnnnsesssssssnnnnens 2
COlLECHION INFO.....uiiiieeciieee ettt eete e e e e e e e eetaeeeeeessaeeeeessaeeeeessaseeeessssseeeessseeeeessseeeeeeeeannnnnssnns 3
TIMAGE TNTO...eiiiieiiecieeeeeeee ettt ettt e e e et e e bt e s s be et e e st e esbeassbeessee st aesbe e sse e ba e saaesaeeasseeseenseaenseannaees 3
IS VIBWPOTT. ... eeeeiteteeete ettt ettt ettt e ettt e s et e e e ettt e s et e e e s e ssa e e e s nsbaeeesansaeeesennseeeeesusaeeesennsaeessannreeesasnsnnne 5
(@0} [T a0 131 {0 TS USSR PPRRP 5
SCBIIE TIIT1C. ... . uuuueuiuitetitit i ittt ureuerereresernraresnsssssssnsssssssnsssssssnsssssnsssssssssssssssssnsnsnsssnssnssnsnsnsnsssnnnsnnnsnnnnnnnnnsnnnnnnnnnns 5
SEIE ODJECL . ecuvteeiieiieeieeete ettt et et ete e te ettt essteebe e see e beessaeesbeessteasbeeasseess e e st e ense e sae e b e esaeenbeasbeeeansaeeeansaeaeanes 6

Detailed table of content

Detailed table Of COMEENL........cootirieiirierieeete ettt ettt et be et e sa e be st e s st e b e et e s st e seesbesaeebesnnesaeenne 1
Add MENU - INPUL = SCEME......eeieiuiieeiiieeiteeeiteeeiteestteesteeesteeesteesstteeessaeessaeesseeesseesssseesasseesssseeessseesssseesssseesssseeens 2
LG 1150 TP PPPPPTPPPR 2
OULPULS. ...ttt ettt ee ettt e e et e e e sttt e e e s ata e e e e s abeeeesssaaeesasssaeessassaaeeesssssaeessssaeesassseaesessasaeesssnssaeesssseeeesssnssssnnsses 2
0 Tt=1 5 o ) 4 TP PP P PP PTOPTROPTROt 2
ROTATION. ..t ettt ettt e e ettt e e s ba e e e s s sbae e s e asbeeeesssbaaessassbteesessssaeeesssaaessnssssssssneaaaeaeens 3
COllECHION INTO. ..ttt et ettt ettt et st e bt et e s st e be et e s ae e bt s ate s st e e nneeennee 3
I DUES. .ttt e e e st e e st a e e s ettt e e e e bt e e e e e bt e e e ettt e e e e b aee e e b aaeeeeataaeeenraaaeeearaaaeas 3
(070 1 [Tl 10 ) s FOO RO OO OSSO PO TR PP PRI PUPIOPPPIRPRINt 3
POPETTIES. ..ceeieiitteeeet ettt e ettt e e ettt e e e s sabt e e e s s tat e e e s s st tee e s asaaeessssbaaesesssaaeeesaassaasaaaaaaeeeeesssnnnnnnnes 3
TTANSTOTIII SPACE......uiieiiiiiieiieeteete ettt ettt s et e st e et e st e e bt e s b e esaessse e stesssesnsaesaseenseessseessesnsasnsees 3
(05 ¥=4 10T | OO RS RR R SRRPPPRRRUPRRUPPRRN 3
RELATIVE. ...ttt ettt ettt et st b et ea e bt e et e at e bt et e et e ae et e s et e sbt et e te s st ene s 3
OULPULS. ...ttt ettt ee ettt e e et e e e sttt e e e s ata e e e e s abeeeesssaaeesasssaeessassaaeeesssssaeessssaeesassseaesessasaeesssnssaeesssseeeesssnssssnnsses 3
GROIMIBITY ....teee ettt ettee e e ettt e e e ettt e e ettt e e s ettt e e e e seeee e s mnrtee s e asateea s ssaeeesnssaeesesnsateeeaansaaeesesnseeesennnnnnnnnnnnee 3
TIMAGE TNTO..eeiiiieiiecieeeee ettt et e et e e et e e bt e s sae et e e st e esbeassbeessae st aesbe e saeenba e st aesbeeasseenseenseaenseansaees 3
101 0] LSOO PSP PPPPPPPPPPPPRN 3
DIMIAE. ..ttt e e st e e s bt e e e et a e e e e b e e e e b bt e e e e ettt e e e e baaeeenabaaeeennartnnnaaee 3

INEW ettt et ettt ba e s a e e e et e e e s b e s b e e s eaae e e sarae s 3

(0] 1723 1 OO OO U TSR RSP PPPRRUPRPT 4

aa b Te LN 0] (0] ) J OO SO PP PUPPPTRN 4

[0 DIOWSET ... etieiiiieeiieeeciee et e et ettt e et e e et e e e bt e e saee e s atee e steesssteesstaessssaesssseeasssaenssseenssaeensseenns 4

IIMAZE NAIMIC. ...ttt ettt e e et e s st e e e e e st e e e e aseeeesensbeeeeensteeesennaaeesanrneaeeeeeens 4

K@ USBT....evieiitieeiteetee ettt ettt e e et e et e e s aae e e abeeessaeesssaeeessaeeassaeesssaeensseeessaeesssaseaesannnns 4

INEW ettt ettt st s b e e s ba e e br e e s rr e e e e e eaes 4

OPEI IMAGE...cciiitieeieitiee ettt et e e ettt e e s st e e s s abaeeeessbteeessasbaeessssaaeeessssteeessssaaesssssaaaaeeeeens 4

REIMOVE......eiiiiiii et ba e s be e s sare e e e s srnee e e seanes 4

FTAIMIE. .ottt e e sttt e e s s bt e e e sttt e e s s aba e e e s s saaee e s st e eeeesabaaeeessbaaeeenstaeeeennnnnes 4
OULPULS. ..ttt ettt ettt e ettt e e ettt e e e ettt e s e e st e e e e ssbe e e e s msrteesesnsaeeeeeansbaee e nnsaeesanstteeeenseeeeeansseeesannseeeeasnsnnnnnnnes 4
WIEN. .ttt et e e a e et e s et e et e e s ae e e bt e s st e s b e e st e e b e e st e sabeennbeeeennreeeeanes 4
HEIGN .ttt ettt ettt e s bttt e s bttt ea e e be b et e bt e bt et e st e beeeabeeeneeeas 4



Bforartists 4 Reference Manual - 12.1.8 Editors - Geometry Nodes Editor - Header - Add Menu - Input - Scene

HAS ALDRNQA. ..ttt st e et e et e st e et e e b e e st e e beeeateebeenabeeenntaeeenareeean 4
FTamE COUNL..cciiiiiieeiiiiiee ettt ettt et e e e st e e e s abe e e s e abeeesssssaeeessssaaeesansseeeeesssaaessnsssaeessnsnssssnnnnnes 4

2l S TSP T ST OUSTPRI 5

IS VIBWPOTT. .eeeeiiiieeeeeiteee ettt ettt e e ettt e s e sbt e e e e s abaee e s saaaeeesasbaaeesnassaeeessssaaeeenssstaeesnsssaeesssssaeesenssseeeensnssnns 5
OULPULS. e teeeeeette e ettt e e ettt e e ettt e e e ear et e e e aae e e e e s sabeeeaamaraeesesssaeeeeaansaaee s nssaeesasssteeaenseeeeasnsseeesanssneeesanssnnnnnnes 5

IS VIBWPOTT. . teeeiiieeeieiite ettt e et e e e et e e e s sttt e e s sabteeeesabaaeessssbaaesssssaaeeenssstaeesnsssaeesnsnsssssssnaaaaaeaees 5
(@10} [T el B 1) {0 TSSOSO PPRROPP 5
IIIDUES. e eeeee ettt ettt e e et e e e bttt e e e e e e s bttt e e e e e e ee e a bt e e e e e e e e e abaataaeeeeen e bataaaeeeeesaennnraaaes 5
(00 1< o T OO O PP SORUPUTRRRRR 5
OULPULS. ...ttt eeiitee ettt e e ettt e e sttt eees bt e e e esaeaeeessssaeeesanssaaesssssaaeeesssssaessssssaeessssssaeeessasaeessnsssseesssssseeesssnsssssssses 5
o Tt=1 o ) 4 OO T RO PP O PPTOPPRRPTOt 5
ROTATION. ..ttetetteeeeitee ettt et e ettt e e st e e e ssasbte e s e asaeeeesssbaaeesassbaeeesnsssaeeessssaeesnsssssnssnaaaaaaeens 5
SCALE .t h et st a bt e a e bt bt s a b e e a et e e e bt et e et e e h e e bt et e e nbeeenreeeareenare 5
GROIMILITY ...ttt ettt ettt ettt ettt ettt e ettt e e e bt e e ab e e e st e e e bt e e s bt e e e bt e e eabt e e eabteseabtesanbeesanbeessbeeesteeenneeeesannsnne 5
SCOIIE TIIMIC.....eiiiteeete ettt ettt e bt e et e e bt e s bt e s mb e e s bt e s bt e s bb e e s ba e e sbae s e baeeeeas 5
OULPULS. ...ttt eeitte e ettt e e et e e e e sttt eeesabaeeessaeaeeessssaeeesaassaaesasssaaeeesssssaeesnsssaeessssssaessnsasseessnssseessssseessssnnssssssses 6
SBCOMAS. ...ttt ettt ettt ettt b et ea e bt et e s bt e st e st e e st e bt et e e bt e bt e et e e u e e b e et e eh e et e e a b e e st et e e abesae e beeaneaae 6
FTAIMIE. ..ottt ettt e e sttt e e s sttt e e e s ta e e e s e abb e e e e s saaeee s asbteeeeasbaaeeenstaaeeenstaeeeennnnnes 6

SEIE ODJCL.cueteeiieiieeieeeie ettt ettt et e et e st e st e e tt e e be e s st e st e e st e esbe e st e et e e st e enbeeante e b e e ateesbeenbeeeenbeeensbeeennn 6

Here you find input nodes.

Cursor

The Cursor Geometry node gets the 3D Cursor location and rotation, for wv 3D Cursor D

tool execution. Useful for creating tools with the 3D Cursor input from :

user. Location
Rotation

Outputs

Location

The location of the scene’s 3D cursor, in the local space of the modified object.

Rotation

The rotation of the scene’s 3D cursor, in the local space of the modified object.
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Collection Info v Collection Info @

Geometry

The Collection Info node retreives information from collections. This can be useful to use
Original = Relative

an external collection to control parameters in the geometry node tree.

.I Callec... {m

Inputs

Collection

Collection to get the properties from.

Properties

Transform Space

The transformation of the geometry outputs.

Original

Output the geometry relative to the collection offset.

Relative

Bring the input collection geometry into the modified object, maintaining the relative position between the
objects in the scene.

Outputs

Geometry

Geometry of the collection in world space with all its modifiers applied.

Image Info SN
Width
Retreive infos from an image. Height
Has Alpha
Frame Count
Input i
B + m Open
Image | Frame 0

L
Load or connect a image.

New
Create a new image.

Opens a new image dialog where you can adjust the color, size and further o Urtitled

1024 px

settings.

1024 px

Color
Alpha
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Open
Open a existing image.

Image prop B v imageinfo.png U+ x
Image browser imageinfo.png
A list of available images

Image name
The name of the image

Fake user
Add a fake user to this asset.

New
Create a new image.

Opens a new image dialog where you can adjust the color, size and further Untitied

settings. 1024 px

1024 px

Open Image & Aph

Geny

Open a existing image.

Remove
Removes the image as the active image.

Frame
For videos. Which frame to use.
Outputs

Width
The width of the image.

Height
The height of the image

Has Alpha

Returns true if the image has an alpha channel

Frame Count

For movies. How many frames.
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FPS

For movies, what FPS rate.

IS VieWport v Is Viewport !‘

Is Viewport I.

The Is Viewport node outputs true when geometry nodes is evaluated for the viewport. For
the final render the node outputs false.

Outputs

Is Viewport

A booleran that indicates if the geometry nodes is evaluated for preview.

Object Info

“ Object Info B
The Object Info node retreives information from objects. And outputs it then. Location
Rotation
Inputs Scale
Geometry
Object Original = Relative
o € /
Object to get the properties from. & B As Instance
Outputs
Location

Location of the object in world space.

Rotation

Rotation of the object in world space.

Scale

Scale of the object in world space.

Geometry

Geometry of the object in world space with all its modifiers applied.

v Scene Time (-]

Scene time Seconds

Frame

®
|
&
J

Outputs the current scene time in seconds or in frames.
The Frame output is a float value to make subframe rendering for motion
blur possible.
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Outputs

Seconds

Output in seconds.

Frame

Output in Frames.

Self Object v Self Object

Self Object @

Retreives the parent object of the geometry nodes.
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