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Bforartists comes with a default asset library — registered by addon. This is enabled by default. With this asset
library you can find numerous default assets to get you up and running with your art quickly and efficiently.

The Asset Browser Library

The Asset Browser is an editor in the Asset Workspace that gives you some standard lighting settings for the
Cycles and Eevee renderer, obects in collections, node groups, materials and more. It contains for example the
classical three-point setup. But also some basic volumetrics examples — or a shader ball or color checker
reference stand.

The default library addon can be turned off in the User Preferences.

Note that the Eevee light setup is rudimentary. Eevee is a realtime render engine. To achieve more realistic
results you may want to use Light probes, and bake the lights and shadows. This cannot be done by the addon
though. Light probes requires a scene, light and object specific setup.

Library Contents

To select the Default Library, choose it from drop-down box that contains the — [EETEEEEENETE
libraries that comes with Bforartists. Here you can select what asset you want to
load. &4 Current File

) I__I5|:|' Library
The assets are grouped by categories. Default Library /

Asset Library
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Categories

* Collections
o Lights
o Static Meshes
= Backgrounds
= Utility
* Materials
© Ceramic
o Cloth
o Foilage
o Glass
o Liquids
o  Metals
©o Misc
© Paint
o Plastic
o Rubber
o Templates
o Utility
©  Wood
* Shader nodegroups
o Color
o Layers
© Mapping
o Masks
o Patterns
© Shaders
o Shapes
o Utility
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Simple Usage RS

& Object Mode ~

(1) Callection

Preparation e

Select the Assets Workspace or alternatively change
and editor by toggling the Hide Editor Type and
changing it to the Asset Browser.

Once you have an asset browser open, select the
Default Library from the drop down to the top left of
the editor.

If you don’t see any assets, press the refresh icon.

Loading Assets

Click on any categories in the left sidebar, then click and drag
on an item to then add it into either the Node editors or the 3D
View.

The asset and editor context may influence where you can drag
and drop. Example: A collection can only be added to the 3D
Viewport, but a Node Group can only be added to the Node
Editor in the correct mode (Shader, Geometry Nodes, etc)

You can also drag and drop the assets onto data slots.

i Default Library

= All

~ Collections Syns
Lights @
= Static Meshes

Lt
LIT- Cycles - Stud... LIT-
Backgrounds
Utility
= Materials
Ceramic

Cloth

Cycles - Studi...

= "
-

" =

?

LIT-Sunlight
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Collections - Lights

Here you can get an overview how the
result looks like for the different lighting
set-ups. Note that just the Cycles results

@ Principled BSDF

oo 35 are showing here.

Random Walk

Be careful with the volumetrics

- i Zie

examples. Especially the Musgrave
example can render eons.
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Studio Diffuse White Rim

Studio Diffuse White

Volumetrics Lacal

0

Volumetrics Musgrave Volumetrics Absorption

e

Collections - Static Meshes

This category contains static meshes with the prefix “SM_”, which are collections with objects and materials to
be used in various situations.
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Backgrounds

This category contains quick photographic

backdrops.

SM_bg black SM_bg texel density SM_bg white

Utility
This category contains utility meshes for object scale, lighting and others,
including a shader ball.

=5
-
= L

SM_Color_checker_Stand SM_Shader Ball

Curve

These are Geometry Nodes nodegroups for Curve and Curves objects.

Grease Pencil

This category contains Geometry Nodes nodegroups for Grease Pencil Objects, you can find them in the
Geometry Nodes Add Curve menu.

Materials

8 Default Library

- Al
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Glass
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Miscellaneous [y L) ) - W

Paint M_Aluminiu...dized Silver M_Aluminiu...d Silver.001  M_Aluminium Brushed

Plaster {

Plastic ’ ‘ ’ AN
Rubber e ]
Templates

Utility

Wood

b Shader Nodegroups M_Blood M_Brass M_Bronze M_Brushed Metal M_Building M_Car Paint M_Ceramic

W

Unassigned (Catalogue)

- . - 5 - - -

M_Ceramic Handmade ... M_Ceramic Handmade ... M_Ceramic Handmade .. |_Cel ¢ ..made Green M_Ceramic Handmade ... M_Ceramic ..ade White M_Ceramic Industrial B...

This category contains materials useful to quickly apply materials to your objects via drag and drop. You can
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then later modify the materials in the Properties Editor Materials tab or in the Shader Editor.

Ceramic

Procedural ceramic materials

Clay

Procedural ceramic materials

Fabric

Procedural fabric materials

Foliage

Foilage materials

Glass

Procedural glass materials
Liquid

Procedural liquid materials

Metal

Procedural metal materials

Miscellaneous

Various materials for miscellaneous use cases

Paint

Procedural paint materials

Plaster

Procedural plaster materials

Plastic

Procedural plastic materials

Rubber

Procedural rubber materials

Templates

Material templates to help setup various material setups
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Utility
Varopis utility materials

Wood

Procedural wood materials

Shader Nodegroups

) Materials

i Default Library ¢ e - i
- All -1

) Collections E E s o

= Shader Nodegroups A > : : £

Caolor S_Advanced Tiling_M S_Ampersand Curve_S S_Astroid_S S, Symmetry_M S_Bean_S S_Bicorn_S S_Bicuspid Curve_S

Layers

Mapping -
Masks X . "
Patterns
Shader 2
5 5 5 g 5

Shapes

Utility S_Boat propeller_S S_Brick Mapping_M S_Brush Tip_S S_Bullet Nose_S S_Burnside Curve_S S_Bi 18 S_Butterfly 2_5

Unassigned (Catalogue)

S_Channel Invert_U S_Circumcircle_S S_Color Boolean_U 5_Combine CMYK_U

> @

This category contains shader nodegroups useful to create procedural materials in the Shader Editor.

Color

These nodegroups are used to define color halftone effects or
a simple PBR layer mix node.

S_Halftone Color_C S_Halftone Pattern_C S_PBR-Simple Layer_C

Mapping
These nodegroups are used as UV mapping nodes to define vector interactions from various texture projections
types, from tiling to deformations.
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S_Advanced Tilin... S_Axis Symmetry... S_Brick Mapping_M S_D

S_Radial Symm: . S_Spherical_M S_Triplanar Blend... 55 S_Triplanar_M S_Vector Map Ra... S_Vector Map Ra.. S_Vector Pan_M  5_Vector Pixelate...

S_Vector Skew_M 5 _Vector Whir M 5_Wector Zoom_M S5_Voronei Distrib... S_World Space_M

Masks

These nodegroups are useful to create
masks for edgewear and other effects

S5_Mask_AD S_Mask_AO-local S_Mask Beveled ... 5_Mask_Curvatur.. S_Mask_Hard Ed... S_Mask_SoftEdg...

when layering materials or textures.

Most of these edge masks nodes
work exclusively with Cycles, though one works with Eevee. They also contain edge noise, edge breakup and
ambient occlusion masking for more control.

They work best when you bake the results as a texture mask to your meshes that have been unwrapped.

Patterns

AVAVAYA
TAYAYAY,

5_Generalized Ch... S5_Grid_P agon Tiles_P ing S_Polk I ooth Tiles_P

——— AN
SOS S SN S SN
_—————— RN
e

L
L

\]

.

S_Spiral_P S_Stripes_P S_Threads 1_P S_Threads 2_P S_Tilable Perlin 2... Tilable Voronoi... S_Truchet P

These nodegroups are useful to create procedural patterns for masks or textures in your materials. Each comes
with their own set of parameters and data outputs, from UVs, tile position, random color, random values and
more.

10
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Shader

These nodegroups are useful to select shaders via ID or color switches.

S_Select Shader 5_Select Shader (ID Map)

Shapes

These nodegroups are procedural shapes that you can use with a
combination of mapping and pattern nodegroups to then create masks or new patterns. Useful for creating new
textures, brushes and motion graphics.

r-
A

S_Ampersand Cur... S_Astroid_S S S_Bicorn_S S_Bicuspid Curve_S S5_Boat propeller_S S_Brush Tip_S 5_Bullet Nose_S  S_Bumnside Curve_S  S5_Butterfly 1_S

.0 . G e @ Y A oo <

S_Butterfly 2_5 5_Capsule S S_Cardioid_S S_Circumcircle_S S_Dumbbell Curv... S_Ellipsoid_3s S_Epispiral_S S_Equilateral Tria... S_Figure Eight_S S_Habenicht Tref...

V999 X®O0D>

S_Heart 1_5 S_Heart 2_S S Heart 3_S S_Hexagon_S S_Links Curve_S S_Petal 2_S S_Petal 4 5 S_Regular Polygo... S_Ring_S lose_S

11
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Utility

G

S_Channel Invert_U S_Color Boolean_ U S_Combine CMYK_U S_Compare Color_U 5_Float Boolean_U S_Image Edge Detectio... S_|

E 9

S_Layer Color_U S_Normal Blend Angle_U S_MNormal Blend Channe... 5S_Random Per Object_U S_Select Color_U Separate CMYK_U S_Tangent To World_U

7

These nodegroups are useful to assist various miscellaneous tasks with shader nodes from normals, colour and
masks.

12
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