Bforartists 5 Reference Manual - 26.10.22 Editors - Properties Editor - Particle Properties Tab - Hair - Render
panel

ei'y 26.10.22 Editors - Properties Editor - Particle Properties Tab -
Hair - Render panel

Table of content

RENAET PANCL..........ereeieeeieee ettt ettt e e ettt e e e e et e e e e e ataeeeeetaaeeeeesssaeeeesssseeeeassseeeeassssaeeeesssseeeenssseeesansseens 2
ROIAEOT AS.coiiiieeetieeee ettt ettt e et e e ses b bar e e e eeeseesassbaaaesaeeesssasassaarssaseeseasasssraassseeessssssrtanseesessensnnsrrrenes 2
Al TeNAET TNEROMS. .....veeeeeiieee et ee e et e e eeeae e e e eetaeeeeeesseeeeesssaeeeessseeeeesssseeeeessseeeannns 2
SOW ElITII O . ceeeiiiiiiiiciiieeeee ettt eeeetb e e e e e eesasbbareeeeeeeessssssbaneseeeessasssrasereseesesassssssansaesesssnnnnsrenes 2
RENAET @S INOII........evveeeeecieiee ettt ettt ceette e e eeeteeeeeetbeeeeeetaeeeeesssaeeeeesssseeeassseeeesssaseeeensssseeeessseesenssseeeennns 3
RENAET S HALO 4 LLIN..uueiiiiiiiiiiiciiiitiieiee ettt e et et eeabbeaeereeeeeessessasssssaseeseseeseesssssssssnereeeeesssesssnsrenes 3
SCAL...ceteee ettt et e ee et e et e e e e e taaeeeee——aaeeea—aaeeaahaaaeeaaartaeeeaabaaeeaabaaeeeaatraaeeeanreeeeennraeeeenn 3
SCALE RANAOIIIIIESS. ... .uvvvvieeieiieiieiiitieeeeeeeeeeeerttreeeeee et eesssbrareeeeeeeesssssssasssesesssessssrsssrsseesesssssssssnsaeessssnnasrenes 3
IMLAEETIAL. ...eeeeeeiieee ettt et e et e e e e tae e e eeettaee e e e asaeeeeestsaeeeessaaeeeearaeeeensssaeeeerraaeeeerraeeeennraeeenn 3
COOTAINALES SYSTOIM...ceeuviierrreeriieerirreerteeesiseeesseesssseeassaeessstessseessseessssessssseesssseesssseessssessssseessssessssseenssaeens 3
EXETA SUD TAD...ceeeiiiieieceeieee ettt et ee e e e ettt e e e e e tbeeeeeeasaeeeesaaeeeeensaeeeeeennaaaeeennneas 3
PaTENILS PartiCleS. uuuevvieiiiiiiiiiiiiieiee et e e eeeetrar e e e e e eessabarereeeesessssssbareseeeessnsssrarsresessennnsrerenes 3
UDDOITL.....utitee ettt ettt ettt eeeett e e eette e e e e aaeeeeetaeeeeeessaeeeeesssseeeassssaeeesssaeeeassssseeeasssseeeessseeeennsseeennnns 3

| 1< T OO 3
RENAET S PAtN.....oeiiiieieeee ettt et e e ettt e e e e e te e e e e eetaaeeeeeasaeeeeenssaeeeenssseeeeesseseeeansseeees 4
Yo 1 [T RURRRRR TR 4
SCAle RANAOIMIESS. ......eveieeerreeeeeiieeeeeeitteeeeeeareeeeeeaeeeeeeisseeeeeessseeeeessseeeeessssseeesesssseseesssaseeensssseseassseeeenssreens 4

|\ =T 7<] =1 USSR 4
COOTAINALES SYSEIML.....cuviiiieeieeiteeieerieeste et teste et esabesteesste s bt essbessseessteesseessbessaesstessseenssesnseesaessseenseennses 4
Path SUDPANEL.....ccuviiiiieiieeceeee ettt e e e et e e st e e e s te e et e e e ta e e e aaeeeaaeeenbaeeearaeennees 4
BoSPIIME. .ttt s b et e st e bt e st e e bt e s be e be e st e e bt e sabesseenabeens 4
SO e eetettteeeeetteeeeeteeeeeeeeee et e e e ettt e e e e e bt e e e e e bt e e e e e bt e et e e e bt e e e e e bt aee e e b teee e e bt aaeeennraaaeeenanraees 4
TIMING SUDPANEL......eiiiiiiiiiieeiteeteete ettt sttt e st e e st e s be et te st e e beessbeesseesabaensaesasessaenasaens 4

FAN 0 10) LR 1< o 11 o T 1 1 (TSRS 4

EDM. ettt e et e e et e e e e e tb b e e e eeaaaeeeee—aaeeeataaaee e araaeeeanraeeeeetrreeeeennres 4
|1 Ta (o) 1 1 VO RUURRRTRRRRRRRINE 4
EXIra SUDPANEL.......coiiiiiiiiieeeee ettt ettt s bt st e et e st e st e e st e et e e abesbeesateebeenes 5
PaTENILS PartiClOS. .uuuevvieiiiiiiiieiiiieeee ettt ee e eeetrer e e e e e eesabbareeeeeeseessssssbareseeeessasssrareresessensansrerenes 5
UDDOITL.....tiiee ettt ettt ettt eeeett e e eetae e e e e taeeeeetaeeeeeessseeeeasssaeeeasssseeeesssaeeeansseseeensssseeeessseeeennsseeeeanns 5

| 1< T« OSSR 5
RENAET @S ODJECL.....eiutiiiiiiiieeieeteete ettt e et s bt et e st e e bt e st e e see st e e stessbeenseesaseeseessseensaesseensaanns 5
Yo 1 [T RTRRRR R 5
SCALE TANAOIMINESS. .......vveieeeireieeeeitreeeeeeiteeeeeeeteeeeeeebeeeeeetaeeeeesssaeeeeesssseeeeasseseeessssseeeessseeeeesssseeansnsseeeesnnes 5
ODBJECE SUD AD....eeiiiiieiiie ettt e s e e e s te e et e e e aae e e abe e e ra e e e abe e e baeeebaeenbeeennaaens 5
INSTANCE ODJECL. . eeeutieiieiiierieeeeete ettt ettt et e st e s be e st e e bt e s st e s bt e sabeessaessseassaessbaenseessseesaennses 5

(@00] 011 @0 o) ya 11 8 =1 < U OUURRURRSSUTRRRIN 5
ODJECE ROTALION. c..teeitieiieeiieiie ettt et s et e et e st e s beesateesb e e s saesabeesatessseessbesasaenstesssaassesnseenseessseennns 5
ODBJECE SCALE.....eteeiieeiee ettt et e e st e et e e s aae e e bt e e e bt e e ssbaeesabaeessbaeensteeensseeesaeesnsaeensaes 5
EXETA SUD TAD...ceeeiiiiiiecccieee ettt et ee e e e ettt e e e e e tbaeeeeeaseeeeeesaaeeeeesraeeeennnsaeeennnens 5
PaTENILS PartiClOS. .uuuevvieiiiiiiiieiiiieeee ettt ee e eeetrer e e e e e eesabbareeeeeeseessssssbareseeeessasssrareresessensansrerenes 5
UDDOITL.....tttee ettt ettt ettt eeete e e eetae e e e e aaeeeeetaaeeeeessaeeeeesssaeeeassssaeeesssaeeeessseseeeasssseeeessseeeennsseeenanes 6

| 1< T FO OO 6
RENAET @S COLLBCTION. .....cccuvvrieeeeiieeeeecireeeeeeieeeeeeetteeeeeetteeeeeetaeeeeeetsaeeeeessssseeeessseeeessaseeeessssseeesssseeeenssseeesannns 6
Yo 1 [T RURRRRR TR 6



Bforartists 5 Reference Manual - 26.10.22 Editors - Properties Editor - Particle Properties Tab - Hair - Render
panel

SCALE TANAOIMINESS. ... ..vveeeeetieeeeecreeeeeeteeeeecteeeeeeeteeeeeetaeeeeeesssaaeeeessseeeeessaeeeasssaeeeassseeeeasssseeanssseeeeennsens 6
COlIECHION SUD TAD.....ciiiiiiiiicciieie ettt eeta e e eesaar e e e eebaeeeeeessseeeeesaseeeenssaseesesssseeeeanns 6
INStANCE COIIOCHION. ... uviiieeeiieee ettt eere e eee e e e eeaeeeeeesbeeeeeessaeeeeesaseeeesssseeeeesseeeeennnseeenns 6
WHOLE COLLECTION. ......uvveiiieiiiieeeete ettt et eetae e e eette e e e eeaaeeeeesaseseeeessaseeeesssseeeenssaseeeenssneeeennns 6
PiCK RANAOIN.......uiiiiiiiiiee ettt e e ettt e e e et e e e e e aaeeeeeesaaeeeeessaeeeeessaeeeeennssaeeennsseeeeannneaenns 6
(@ 16) 0 -1 I @leTo) ya 111 F: 111 TSRS URUOPRRTRN 6
ODJECE ROTALION. c..teutieiieeiieeite ettt ettt ettt st esa e e et e e s st e s b e e bt e e b e esstesabeessteeabeesstesabeenstesaseenns 6
ODJECE SCALE....eeeteeeieeiierteeteee ettt ettt e et e st e et e e s et e s b e e bt e ssbeesseessse e seesssaesseesssesnseessseesseenssesnseenseans 6
LB @101 11 SRR 6
Active DUpli ODbjJect INAEX LiSt......ciriirrieeiiieieerieniieeieesie et eereesteesteesteessaeesseesssessseesssessessssessseenns 7
DIag HanIeT......ccoueiiiieieeiteeet ettt ettt e a e st e bt e st s bt e st e e bt e st e e beesabeeaaens 7
SEATCH FABLA.....ccevieieieieiee ettt e et eee et e e e e eeaae e e e e abaeeeeeateeeeeenateeeeenareeeeas 7

0 <) N 7

SOTt DY INAIMIE. ...ttt ettt ettt e s ae et e e be e s st e esbeessbeesseesssessseesssaesseensseensaesssesnsennns 7
ROVEIL. ..o 7
CopY Particle DUPIODJECL.......ciiiiiiieeieeieeeieeie ettt e st s aeeste e st e e seessbeesaesssaesseasssesnses 7
Remove Particle DUPLIODJECL.......coouiiriiiiiieieeiteeee ettt 7
Move Up / DOWN DUPIE ODJECL.....cccuiiiiiiriieieeiieeiteree ettt e et eseesteesteesaeessaessaesseesssessssesssesnseanns 7
REfreSh DUPLL ODJECES....cevirieiieieeierieeieeie ettt sttt te et et et e s et este et e eaeessesnsesseesseensassnensenns 7
(0001111 SRRt 7
EXETA SUD TAD...cceiiiiiiie ettt e ettt e e et e e e ettt e e e e e nbaeeeeenaeee e e ssaeeeeennsaeeeeannnaaeeennneas 7
Parents PartiCleS. ... cuvviiiieiiiiee ettt ettt eeett e e eette e e e eeaae e e eesabaeeeeesaaeeeeeabeeeeenabareeeensraeeeeanns 7
UDDOITL ...ttt ettt ettt e e ettt e e e ettt e e e e aaeeeeeeasseeeeessaaeeanassaaeeeesssaeesansssseeannssseeeessseeeeanssesesanssneeeanns 7
| D <Y T RO USROS 8

Render Panel

Hair particles can be rendered as a Path. And it can render Objects or collec-

¥ Render
tions as the hair particles. Render As

Scale

Scale Randomness

Material @3 Default Material

Coordinate System ([ d

Show Emitter

» Path
» Timing

» Exira

Render As

Render the particles with different methods.

All render methods

Show Emitter

Render the particle emitting mesh. This does not affect viewport rendering!
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Render as None

Don't render the particles.

Render as Halo + Line

Render the hair particles as a halo.

Scale

The size of the particles.

Scale Randomness

Give the particle size a random variation.

Material

Render As

Scale
Scale Randomness

Material

Coordinate System

Show Emitter

» Extra

& Default Material

¢

Set which of the object’s materials is used to shade the particles.

Coordinates System

Use a different object’s coordinates to determine the birth of particles.

Render As

Scale
Scale Randomness

Material
Coordinate System

Show Emitter

» Extra

@& Default Material

[

Extra sub tab

Parents Particles

Render also parent particles if child particles are used. Children have a lot of
different deformation options, so the straight parents would stand between
their curly children. So by default Parents are not rendered if you activate

Children. See Children.

Unborn
Render particles before they are born.

Dead

Render particles after they have died. This is very useful if particles die in a collision Die on hit, so you can

cover objects with particles.
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Render as Path

Render the hair particles as paths. ¥ Render

Render As

Scale 0.050
Scale Randomness 0.000

Material @ Default Material

Coordinate System [ d

Show Emitter
Scale > path
. . » Timing
The size of the particles. > Exia

Scale Randomness

Give the particle size a random variation.

Material

Set which of the object’s materials is used to shade the particles.

Coordinates System

Use a different object’s coordinates to determine the birth of particles.

Path subpanel

B-Spline
Interpolate hair using B-splines. This may be an option for you if you want to
use low Render values. You loose a bit of control but gain smoother paths.

Steps

Set the number of subdivisions of the rendered paths (the value is a power of 2). You should set this value care-
fully, because if you increase the render value by two you need four times more memory to render. Also the ren-
dering is faster if you use low render values (sometimes drastically). But how low you can go with this value
depends on the waviness of the hair (the value is a power of 2). This means 0 steps give 1 subdivision, 1 give 2
subdivisions, 2 —> 4,3 —> 8,4 —> 16, ... n —> n2.

¥ Timing

Timing subpanel
Absolute Path Time
End

Absolute Path Time Random
Path timing is in absolute frames. > Extra

End
End time of the path.

Random
Give the path length a random variation.
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Extra subpanel

Parents Particles
Render also parent particles if child particles are used. Children have a lot of

different deformation options, so the straight parents would stand between
their curly children. So by default Parents are not rendered if you activate
Children. See Children.

Unborn
Render particles before they are born.

Dead
Render particles after they have died. This is very useful if particles die in a collision Die on hit, so you can
cover objects with particles.

Render as Object

Render collections instead of the paths of the hair particles.

Scale
The scale factor of the object.

Scale randomness

Give the particle size a randomness.

Object Sub tab
Choose the object to render instead of the path.

Instance Object
Pick the object that you want to use as the particle.

Global Coordinates
Use the global coordinates of the object for duplication. This sets the particles to the position of the chosen ob-
ject.

Object Rotation
Use the rotation of the object for duplication.

Object Scale
Use the scale of the object for duplication.
Extra sub tab

Parents Particles
Render also parent particles if child particles are used. Children have a lot of

5
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different deformation options, so the straight parents would stand between their curly children. So by default
Parents are not rendered if you activate Children. See Children.

Unborn
Render particles before they are born.

Dead

Render particles after they have died. This is very useful if particles die in a collision Die on hit, so you can
cover objects with particles.

Render as Collection

Render the content of a collection instead of the paths of the hair particles.

Collection

Scale

The scale factor of the object.

* Collection

* Extra

Scale randomness

Give the particle size a randomness.

Collection Sub tab "

Choose the object to render instead of the path.

Instance Collection
Pick the collection that you want to use as the particle.

Whole collection
Use the whole collection at once.

Pick Random
Pick objects from the collection randomly.

Global Coordinates
Use the global coordinates of the object for duplication. This sets the particles to the position of the chosen ob-
ject.

Object Rotation
Use the rotation of the object for duplication.

Object Scale
Use the scale of the object for duplication.

Use Count Use Gourt
Use objects multiple times in the collection.

Circle: 1

=+
-
-
=

Count
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Active Dupli Object Index list
The list with the objects from the collection. The number behind the object tells you how often this object is
used in the particles, relative to the other objects.

Drag Handler
The two vertical lines at the end is a handler with which you can expand the list. =

Search Field
You can expand a search field at the bottom of the list. Type in your term and hit enter to fil-

ter for your term.

Invert
Exclude the search term instead of searching for it.

Sort by Name
Sort the List by name.

Revert
Revert the list. The last list item becomes the first, and vice versa.

Copy Particle Dupliobject
Duplicate the current dupli object.

Remove Particle Dupliobject
Remove the selected dupli object.

Move Up / Down Dupli Object
Move the dupli object up or down in the list.

Refresh Dupli Objects
Refresh the list of dupli objects and their weights.

Count
The number of times this object is repeated with respect to other objects.

Extra sub tab

Parents Particles
Render also parent particles if child particles are used. Children have a lot of

different deformation options, so the straight parents would stand between
their curly children. So by default Parents are not rendered if you activate
Children. See Children.

Unborn
Render particles before they are born.
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Dead
Render particles after they have died. This is very useful if particles die in a collision Die on hit, so you can
cover objects with particles.
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