Bifrost Workshop
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Scattering and Instancing
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Scatter Modes

random blue noise

“blue noise” gives a more even
distribution than “random”



randomize point scale and randomize point rotation
are often used together to introduce variations in the
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Simply change the base geometry and materials to create different types of trees



Creating an Autumn Forest



terrain as the base geometry scatter points in the land area create instances of trees



Density weights are used to control the
distribution of the points:

<= 0: no points

>= 1: normal number of points
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Vertex colors painted in Maya can also be used as density weights for scattering points
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The composition of the forest can be changed through modifying the probability curve.
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Scattering the trunks/branches
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Increase the number of points and adjust the point sizes



Density weights based on elevation

terrain

Get they
coordinate of
every point of
the terrain

Condition:
Ify<03>1
Ify>=0.3>0

remove points above the threshold elevation

multiply2

multiply the
elevation weights to
the weights from
the lake mask field




Density weights based on sunlight
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Low-poly Forest for Game Developers
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Create a USD stage for later use in Unreal
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Create a USD stage for later use in Unreal
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M steepness B oroperty + Randomization B 3ke_mesh
£ ——M terrain_mesh
| ceaut USD_aray_prep : :
B dta M instance_points
E B terget v : ——NM pine_trunk
pineT .I—/ M pire_cown
master_scale pine .ﬂ. beech_trunk
- beechT .}—’/ B beech_crown
o besch l%l o e
output I ree Crowns — .|_/ B scuss crown
value ) N
| seuss .}—/—. enable_usd
crowns -
B saveusd
v i /_———*. crowns B save usd file
mesh [l——— M trunks B sce
[+]
Tree Trunks * USD will be introduced in
Lesson 8 and the inside of
- this compound will be
" - explained in Lesson 9
meshi [l




Maya Outliner

= : mayalsdProxy?2

|—E| ﬁi‘ mayaUsdProxyShape2

& 2 lake
& 2 terrain
a7 trees
' instancer
<> def prototypes
—< a2 pine 0
+%* pine_trunk
#3* pine_crown

a7 pine_T

: pine_2

a2 pine_3

: beech_0

a7 beech_1

: beech_2

A7 beech_3

: seuss O

: seuss_1
s ; seyuss_ 2

: seuss_3

Unreal Engine

" USD Stage X W5 Content Browser

File  Actions Options
Prim
werdin_mesri
lake
instancer
prototypes
pine_0
pine_trunk_trunk
pine
pine_1
pine_2

pine_3

Layers

Type
mesn
Xform
Pointinstancer
None
Xform
Mesh
Mesh
Xform
Xform
Xform

Payload

Property Name
orientation

path

peints

primva

|

Value

rightHanded

[(0. 0). {0, 0). (0, 0), (0, 0), (0. 0), {0, 0), (0. 0), (0, 0), (0, 0)

~
(&7

D E O GID aDEdoe
. “ -
i 2
- - s,
kS

UsdStageActor] v

), (0.30529124, 0.26522827, -0.22180706), (0.22194763, 0

[0,1,2,3,4,5,6,7,89,10,11,12, 13, 14,15, 16,17, 18,19, 20 22, 23, 24, 25, 26, 27, 336, 28, 29

default
none

catmullClark

0), (0, 0), (0, 0). {0, 0), (0, 0), (0, 0)
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