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Introduction

Welcome to the Notch Reference Manual. You can navigate the reference manual by using the menu to
he left.

If you have any comments or corrections, please feel free to email us at:

In addition to the reference manual, we also have and
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User Interface

Menu Bar Resource Window Property Window Viewport

[P .

Window Controls Nodegraph

The Notch User Interface is broken into several main sections:

, Where all the media files can be imported for use in Notch.
, Where attributes of nodes can be changed or altered for different variations on
an effect.
, Where the scene is assembled and results are shown.
, Where the nodes are combined to create the effect.
, For editing together multiple effects in the same project.
, For editing animation keys and interpolation.
Tracker, For tracking animation keys and timings.

Other Windows can be opened through the View menu Item, or the
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Resources Panel

Cube.obj 1 Layers, 2 Materials

Contains all the resources used by Notch in the current scene.

Resources are all the custom models, sounds, fonts or images that can be imported into Notch. To
import a file, right-click in the resources window, select the file type and select the file from your chosen
folder. If its compatible, it will appear in the resources window. The left side of the window shows the
name of the resource, while the right size shows other details like file type, contained materials, and
resolution, depending on the type of resource.

By default, most media types will be copied and saved with the project file, however with video files and
other large files, Notch will instead only remember their path location, so moving or deleting the file will
lose the connection, and it will need to be reloaded or re-imported. Files which cannot be found appear in
red.

For information on which file types are supported, check out the page on our website.
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Properties Panel

Window

This window lists all of the changeable properties for a node. From here they can be modified, keyed, or
exposed for use by other tools.

ply Preset
Preset List
Edit Presets
Add Preset

Toggle Active

Presets:

Attribute Settings ————— 082 0 A 255 c w B Colour Picker
Key Attribute =~ ——— sackdrop Glow | L——————Web Colours

Lock Attribute _l Backdrop Emissivenes RGB Colours

Clear Screen Enabled

Current Camera Current Playing Camera Dropdown Men u
Deferred Rendering i T Checkbox
—— Number Bar

£ Pre-Pass

High Dynamic Range

Dither High Dynamic Range
Antialiasing

Linear-Space Lighting
Order-Independent Transpare
Post-Clear Alpha

Composite Blend Mode

Paste Value
Copy Value

Presets

Presets allow you to save all the properties current values to a file for later use in other projects. These
are saved to the “Documents > Notch > Notch Presets” folder.

Label Description
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Add Preset | Save the current property values as a preset.

Edit Presets | Opens the Edit Presets window, for deleting and renaming presets.
Preset List | Select which preset to apply to the node.

Apply Preset | Apply the selected preset.

Attributes Frame

This frame contains all the properties for a node and different ways to change their values. Their effects
will vary, depending on what the properties function is.

Label Description
Toggle Active | Toggle whether the node is active or not.

Attribute Open the property settings window. From here, various settings of the properties can be
Settings changed, including how to expose it for control outside Notch.

Key Attribute | Key the selected property at the current time.
Lock Attribute | Lock the property, so it cannot be changed.

Dropdown

Drops down a menu of items to select from.
Menu
Checkbox Toggle a property on or off.

Drag the bar to change the number, or use the number box to set specific values. Holding
Number Bar Shift allows you to change the maximum and minimum ranges. Holding Alt allows you to
drag the value outside the maximum and minimum ranges.

RGB Colours | Select a colour from RGB or HSB Values.

Web Colours | Select a colour from the web colour set.

Colour Picker | Select and drag over to a particular colour in the Project to select it.
Copy Copy the property values.

Paste Paste the property values.
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Viewport

Window
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This window show the actual scene, and what will be rendered / output by Notch into other tools.

Uniform Scale

Non-Uniform Scale
Rotation
Translation T

‘v.

Auto Key
Toggle Grid

Toggle Ranges

Lock Scale X, Y, Z, or All
Lock Rotation X, ¥, Z, or All
Lock Position X, Y, Z, or MI ﬁ

Various Scene Cameras
Orbit Camera
Front Camera

Scene Playing Camera
Top Camera

Bounding Box

Left Camera

Toggle Drag Handles

Viewpo

Perspective Camera

rt Guides
ort Shading

Jump To Start Of Layer -/ L Jump To End Of Layer
Jumg To Previous I(gy J I— Jumg To Next Key i
Rewind One Second Forward One Second

Rewind One Frame

Top Bar

Label
Translation
Rotation

Non-Uniform
Scale

Uniform Scale
Toggle Auto Key

Toggle Grid
Toggle Ranges

Bounding Box

Forward One Frame
Toggle Play / Pause

Description
Switch to the translate gizmo.

Switch to the rotate gizmo.

Move Camera Horlzontally
Maove Camera Vertically
Zoom Camera

Rotate Camera Yaw
Rotate Camera Pitch
l ', Rotate Camera Bank
NCTCH
L Focus Orbit Camera on Node
Translate Viewport
Restore Viewport

Zoom Out Viewport
Zoom In Viewport

Switch to the non-uniform scale gizmo, which scales the object axis by axis.

Switch to the uniform scale gizmo, which scales all axis by the same amount.

After an attribute is changed, it is automatically keyed to animate to that value at the

current time.

Turn the Viewport grid on and off.

Toggle whether range indicators are displayed in the Viewport.

Toggle whether the bounding box appears around selected nodes in the Viewport.
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Toggle Drag

andes Toggle whether the Gizmo appears in the Viewport.

Camera Options

Label Description

Perspective
Camera

Default perspective camera in the scene.

Left Camera | Default orthographic camera facing along the -X direction.

Top Camera Default orthographic camera facing along the -Y direction.
Front Camera | Default orthographic camera facing along the -Z direction.

Orbit Camera | Default camera that orbits around a movable point in the scene.

Various Scene | Choose from the cameras added in the nodegraph. Order of cameras is decided based on
Cameras when the cameras were added to the nodegraph.

Scene Playing | The highest priority camera in the scene, based on either the priority attribute in the camera
Camera or the Y / X position of the camera in the nodegraph.

Transformation Locks

Label Description

Lock Position X, Y, Z, or | Lock the currently selected nodes X, Y and Z position attributes, so they cannot be
All altered.

Lock Rotation X, Y, Z, or | Lock the currently selected nodes X, Y and Z rotation attributes, so they cannot be
All altered.

Lock the currently selected nodes X, Y and Z scale attributes, so they cannot be

Lock Scale X, Y, Z, or All
altered.

Camera Movement Controls

Label Description

Move Camera Horizontally | Moves the camera along its local X axis in the scene.

Move Camera Vertically Moves the camera along its local Y axis in the scene.

Zoom Camera Moves the camera along its local Z axis in the scene.

Rotate Camera Yaw Rotates the camera along the Y axis. Does not function with the Orbit Camera.
Rotate Camera Pitch Rotates the camera along the X axis. Does not function with the Orbit Camera.

Rotate Camera Bank Rotates the camera along the Z axis.
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Viewport Controls

Label Description

Zoom In Viewport Zooms into the Viewport video without re-scaling the render size.
Zoom Out Viewport Zooms out of the Viewport video without re-scaling the render size.
Restore Viewport Re-centres the Viewport and restores the Viewport to 1:1 pixel size.
Translate Viewport Move around the Viewport in the Viewport Frame.

Focus Camera On Node | Changes the orbit camera'’s rotations to focus on the currently selected node.

Key Description

—_

Switch to the Perspective Camera.
Switch to the Left Camera.

Switch to the Top Camera.

Switch to the Below Camera.

Switch to the Orbit Camera.

|
O

Switch to user added cameras from the Nodegraph.
Current playing camera in the nodegraph.
Translation

Rotation

Non-uniform Scale

2
3
4
5
6
0
E
R
T
Y

Uniform Scale
Alt+G Turn the Viewport grid on and off.
Ctrl + Plus | Zoom into the viewport.

Ctrl +

. Zoom out of the vieewport.
Minus

Change the gizmo mode, going forwards through translation, rotation, non-uniform scale and

Tab .
uniform scale.

Ctrl + Tab | Toggle World or Local Gizmo movement.

Shift + Change the gizmo mode, going backwards through translation, rotation, non-uniform scale and
Tab uniform scale.

Viewport Visual Options

Label Description

Viewport Guides | Toggle visual guides that help with placing the camera and objects in the scene.
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Choose a way to shade the scene in the viewport.
« Default, Scene is rendered with full lighting and colour options.

+ Alpha Channel, Only the alpha channel of the scene is rendered.

+ Normals, Scene is rendered with the normal colours place on the surfaces of
all objects in the scene.
Materials Colours, Scene is rendered with the material colours of the objects,
and lighting information is ignored.
Texture Coordinates, Scene is rendered with objects shaded based on their
texture coordinates.
Material IDs, Scene is rendered with the objects coloured based on their
material ID.
Object IDs, Scene is rendered with the objects coloured based on their Object
ID.
Lit Multisamples, Renders the scene showing areas of the scene where MSAA

Viewport Shading was used.

Shader Cost, Estimates the cost of the shader used to render the objects in
the scene and outputs them as a colour gradient.
Tangents, Scene is rendered with objects tangent vectors as colours.
Roughness, Scenes are coloured in greyscale based on each materials
Roughness values.
Metallicness, Scenes are coloured in greyscale based on each materials
Metallicness values.
Diffuse Illumination Map, The baked lightmaps and diffuse illumination
channels of each object are rendered.
Normal Maps, Objects are coloured based on their Normal Maps, if any are in
use.
Specular Colour, The specular colour channels of each object are rendered.
Motion Vectors, The motion vectors of each object are rendered, if Motion
Blur or Temporal Antialiasing are enabled.

Displays the objects in the scene as wireframe, where the edges are coloured their

Wireframe ;
material colours.

Viewport
Resolution Re-scale the viewport render size.
Shading

Playback Controls

Label Description

Jump To Start

Of Layer Jump the playhead to the beginning of the current layer.

Jump To Jump the playhead to the selected attributes nearest key backwards.
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Previous Key

Rewind One

Second Jump the playhead one second backwards.

Rewind One

Frame Jump the playhead one frame backwards.

Toggle Play

R Toggle whether the scene is played forwards or backwards in time.

Forward One

Frame Jump the playhead one frame forwards.

Forward One

Secd Jump the playhead one second forwards.

Jump To Next
Key

Jump the playhead to the selected attributes nearest key forwards.

Jump To The

End Of Layer Jump the playhead to the end of the current layer.

Page 25 of 1563




10bit FX Limited Notch Reference Manual - 0.9.22

Nodegraph

Main Window

This window contains the node based scripting tools for Notch.

Paste Togagle AutoKey
Copy Redo
cut ——— Undo

Examphe A
Layer Name J

Hide Enabled
Hide Thumbnails

Hide Dutputs

Hide Inputs

Hide Unconnected
—Centre View on Selected

Translate
Dragable Zoom
Reset Zoom
Zoom In

——Mode Settings Zoom Out

ﬂﬂ

L— Straight Connections
Lasso Sele:

‘ | Bezier Connections
ct
Rectangle Select

Nodegraph Controls

Label
Copy
Cut
Paste
Undo
Redo

Toggle Auto Key

Rectangle Select
Lasso Select

Straight Connection
Bezier Connections

Hide Input
Connections

Hide Output
Connections

Description

Copy the currently select node or nodes.

Copy and delete the currently selected node or nodes.
Paste a node from the clipboard.

Undo the most recently taken action.

Redo a previously undone action.

After an attribute is changed, it is automatically keyed to animate to that value at the
current time.

Draw a rectangular region to select nodes.
Draw a custom region to select a group of node.
Connection lines in the nodegraph follow straight lines to get to their end points.

Connection lines in the nodegraph follow a bezier splines to connect their end
points.

Hide all input connections.

Hide all output connections.
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Hide Thumbnails Hide preview thumbnails, which can be enabled on the Material and Video nodes.
Hide Disabled Hide all nodes which are disabled.
Hide Unconnected Hide all nodes with no connecting path to the root node.

Center View On

Selected Center the nodegraph on the currently selected node.

Node Settings Open up the node settings window for the selected node.

Nodegraph

Label Description

Translate Drag to move around the nodegraph.
Dragable Zoom | Drag to zoom into the nodegraph.
Reset Zoom Resets the zoom in the nodegraph.
Zoom In Zoom into the nodegraph.

Zoom Out Zoom out of the nodegraph.
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Nodes

Camera
Cloning
Deformers
Fields
Gameplay
Generators
Geometry
Interactive
Kinect
Lighting
Materials
Modifiers
Nodes
Particles
Post-FX
Procedural

Raytracer

This window contains a list of all the nodes available in Notch. You can go through the dropdown list of
grouped nodes, or use the search bar to find specific nodes.
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Profiler

Profiler

Enabled

RenderBufi1.59 / 0.04
GenerateTi4.24 / 0.03
RenderBufi0.40 / 0.02
GenerateN 3.44 / 0.01

« B EERN

GenerateSI3.94 / 0.03
M Evalu0.08/0.00
Composite 4.74 / 0.07
Generateli4.84 / 0.01
RenderPosi0.00 / 0.00
RenderPosi0.00 / 0.00
RenderPosi1.47 / 0.02
RenderToS 0.53 / 0.01

This window helps identify where performance is being impacted the most. With enabled selected, Notch
will keep track of how long each node takes to calculate and for nodes where this is significant, it is
written underneath their name in the Viewport. You can read more on increasing performance on the
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Exposed Properties

¥  Glow
¥ Intensity
Intensity Example B.Glow
¥ Video Source
¥  Video

B Video Example B.Video Source

This window shows all the properties that will be exposed to other applications from Notch, once the
project is compiled. If you have multiple layers each with lots of exposed properties, you can solo to
show only one layer’s exposed properties by right-clicking and selecting “Show Only Selected Layers”.
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Timeline

Top Bar

This window lists all of the layers and effects in the current project, useful for sequencing and timing
effects to run together.

Show Keys .
Delete Time Segment Show Timeline Bars

T Show Curves
Split Time Segment Hide Disabled

Add Time Segment Toggle Timeline Markers

Lasso Select i
Add Timeline Marker
Rectangle Select Delete Timeline Marker

Fit View to All Jum i
it Vi p To Previous Marker
Fit View to Selected —‘ Jump To Next Marker

Egste Toggle AutoKey
Py Redo
Cut e | Undo = | |

Centre View on Selected

—— Node Settings
SN A

Timeline Controls

Label Description

Copy Copy the currently select node or nodes.

Cut Copy and delete the currently selected node or nodes.
Paste Paste a node from the clipboard.

Undo Undo the most recently taken action.

Redo Redo a previously undone action.

After an attribute is changed, it is automatically keyed to animate to that value at the
current time.

Toggle Auto Key
Rectangle Select Draw a rectangular region to select nodes.

Lasso Select Draw a custom region to select a group of node.

Add Time Segment Add a new time segment to the timeline for this layer.

Split Time Segment | Split the current time segment into two at the position of the playhead.
Delete Time Segment | Delete the selected time segment.

Show Keys Show the key positions in the timeline along the relevant segments.
Show Timeline Bars | Show the coloured bars which represent the time segments.

Show Curves Show the key curves of various attributes for effects in a layer.

Hide Disabled Hide all nodes which are unconnected to the root, or disabled.
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Toggle Timeline
Markers

Add Timeline Marker

Delete Timeline
Marker

Jump to Previous
Marker

Jump to Next Marker

Center View On
Selected

Node Settings

Effect
Layer

gwmw-w
Dropdown Scene
Show Curves

Start Time
End Time

Notch Reference Manual - 0.9.22

Show or hide time markers in the timeline.
Add a timeline marker to the timeline.

delete a timeline marker at the current time.

Jump to the nearest marker before the playhead.
Jump to the nearest marker after the playhead.
Center the timeline on the currently selected layer or effect.

Open up the node settings window for the selected node.

Timeline Properties ._I
Cusrent Time

Timeline

Label Description

Expand
Hierarchy

Collapse
Hierarchy

Expand the hierarchy of the selected layer or effect.

Collapse the hierarchy of the selected layer or effect.

Filter Filter certain nodes or node groups from being shown in the timeline..

Sort Change the order in which nodes are listed in the layer.

Display
Hierarchy

Indent the list of effects based on the hierarchy they are ordered in the nodegraph.

Display List | Display the effects as a simple list, ordered by hierarchy in the nodegraph.

Hide

Hide all nodes which are disabled.

Disabled

Hide
Unconnected

Hide all nodes with no connecting path to the root node.

Search Search for a specific node or effect in the timeline for the selected layer.
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Centre
Selected

Effect
Layer

Enable /
Disable

Solo Layer

Dropdown
Scene

Show Curves
Start Time
End Time
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Centre the timeline on the selected time segment.

Denotes segments which are effects or nodes, contained by layers..

Denotes segments which are layers, and therefore contain multiple effects.
enable or disable the effect.

focus on this layer, and hide all others. By default, Notch is only set up to show one layer at a
time, but this can be changed by disabling “Layers As Separate Effects”. But this can be
changed in the project settings.

Show all the effects and nodes in this layer.

Show the key curves of various attributes for effects in a layer.
Start time of the layer or effect.

End time for the layer or effect,

Timeline Bar

Label

Timeline
Properties

Current Time

Description

Open the Timeline Properties window. From here, you can set the minimum and maximum
frame rate limits.

The Current Time in the scene.
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Main Window

This window lists all of the keyed attributes for the selected nodes and shows how the values between

he keys will be interpolated. Note that “interpolation” is also known as “easing”.

Linear Interpolation
leql! Key Stepped Interpolation
Smoothed Stepped Inlerpolm.mn
Bezier Interpolation
Laasc- Select T ~ mtm?g:"
il Pre ons
L Vi o Post i
Toggle mmrey E{z‘li‘-l'lrL ;:r:-imed
Reda
Undo r [ Hode Settings

Vizible
Solo

—Lcunmt Time Key

Curve Editor Controls

Label
Copy
Cut

Paste
Undo
Redo

Toggle Auto Key

Fit View To

Fit View To
Selected

Description

Copy the currently select node or nodes.

Copy and delete the currently selected node or nodes.
Paste a node from the clipboard.

Undo the most recently taken action.

Redo a previously undone action.

current time.

All Fit the view to all the keys of the attributes visible.

Fit the view to the selected attributes keys only.

Rectangle Select | Draw a rectangular region to select nodes.

Lasso Select Draw a custom region to select a group of node.

Add Key
Delete Key

Add a key to the currently selected node at the current time.

Delete the currently selected key.

After an attribute is changed, it is automatically keyed to animate to that value at the
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Linear

. The value changes linearly from its previous value to the key value.
Interpolation

Stepped

. Previous value stays the same, and then jumps to the key value.
Interpolation

Smoothed
Stepped Previous value the same, and quickly moves to the key value.
Interpolation

Bezier
Interpolation

TCB
Interpolation

The values between two points are interpolated based on a bezier curve.

Make the selected key ease in with TCB Interpolation.

Open the TCB Controls window, where you can manually change the Tension, Continuity

Edit TCB and Bias values at the key. Only functions with “TCB Interpolation” selected.

Pre Curve

. How the attribute should behave before the key.
Options

Pos.t Cllinte How the attribute should behave after the key.
Options
Hide Unused Hide all nodes that are either disabled or have no connecting path to the root node.

Center View On

Center the view on the currently selected node.
Selected

Node Settings Open up the node settings window for the selected node.

Curve Editor Graph

Label Description

Visible Toggle whether the attribute is shown in the curve editor.

Solo Toggle this attribute to be the only attribute in the curve editor.
Current Time | Represents the current time in the scene.

Key A point at which a value has been set.
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Other Windows

Performance Bar And Window Controls

Materials Library
Log Window

Undo History
Bins

Resource Browser

Show Wayeform on Ruler
Units, Guides amﬁ;ulers
Prq}ect set_'thgu
Editor Settings - CPU Time RAM uSeded
= GPU Time VRAM Us:
Current FFS —— T Render Resolution

et i ; : : \ain Memcey 5 b VRAM Used: 263 .sgratﬁ.h-og.rgs.g 4

Selected Node
Transform Space

This menu controls some of the window options for various windows in Notch.

Label Description

Editor Settings Settings for the Notch Editor.

Project Settings Settings for the current Notch project.
Units, Guides, Rulers Change the Grid and Guide units.

Show Waveform On
Ruler

Toggle whether the waveform of audio in the scene is shown on the timeline.
Resource Browser Toggle the Resource Browser frame from being viewed.

Bins Toggle the Bins frame from being viewed.

Undo History Toggle the Undo History frame from being viewed.

Log Window Toggle the Logs frame from being viewed.

Toggle the Material Library frame from being viewed. Currently under

Materials Library construction

Performance Bar

This bar shows how notch is currently performing and can help identify where performance problems
maybe arising. For more on managing performance, take a look at the
page, or the Profiler tab in the

Label Description

Clipboard Shows the node that is currently in the copy/paste clipboard.
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Selected Camera

Selected Node
Transform Space

Current FPS
GPU Time
CPU Time
RAM Used
VRAM Used

Render
Resolution

Scratch Process

Bins

L

Example

Example A

Notch Reference Manual - 0.9.22

Shows the currently viewing camera in the scene.
Shows the currently selected node in the scene.

Shows which transform space is being used for transformations; World, Parent or
Local.

The current frame rate of the scene when being played.
How long it takes for the GPU to render the scene.
How long it takes for the CPU to render the scene.

How much RAM is being used by Notch.

How much VRAM is being used by Notch.

The resolution at which Notch is being rendered at.

Under heavy load, shows how far ahead notch has cached future frames while Idle.

Bins are saved node arrangements that can be saved and opened again for later use in different projects.

Bins are saved to a folder specified in the Editor Settings Window. To save a bin, select a group of nodes,
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right-click and select “Send To Bin”. Alternatively, the whole layer can be sent to a bin by right-clicking in
he nodegraph and selecting “Send Layer To Bin”.

Log Window

Log

Resetting D3D11 Device to size 1578 x 888
OnResetDevice
RenderTargetCache.OnResetDevice
SwapChain : OnResetDevice

SwapChain : OnResetDevice

OnlostDevice
RenderTargetCache.OnLostDevice
Resetting D3D11 Device to size 1578 x 888
OnResetDevice
RenderTargetCache.OnResetDevice
SwapChain : OnResetDevice

SwapChain : OnResetDevice

OnlLostDevice
RenderTargetCache.OnLostDevice
Resetting D3D11 Device to size 1578 x 888
OnResetDevice
RenderTargetCache.OnResetDevice
SwapChain : OnResetDevice

SwapChain : OnResetDevice

Shows the log window for Notch, useful for understanding performance Issues and debugging. For more
on managing performance, take a look at the page, or the
Profiler tab in the
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Shows previous actions that have been taken in the project, and can be undone back to.
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Artnet Address: <Bind To All>
View Universe:

Base Channel:

Change Layer Channel Disabled

Play/Pause Channel Disabled
)
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Network Editing Disconnected.

OSC Listener Disabled.

Shows details about incoming connections from outside sources. Including:

+ Remote Network Editing
+ ArtNet
+ 0SC
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Performance Panel

Performance

Local GPU (ms): 28 Local CPU (ms): 6
Local System: NVIDIA GeForce GTX 960M : 3339

Target System: NVIDIA GTX Titan X (Pascal) : 23568

Target GPU
(Est. ms): 4

The Performance Panel allows you to estimate the performance of your project on a target GPU or media
server and is accessible via the menu View -> Performance

To be able to use the Performance Panel, you must have benchmarked your existing system. To do this:

Go to Help -> Benchmarking...
Click Run Benchmark

Click Close

Restart Notch Builder

The top half of the panel allows you to see the performance on your current machine. Specifically, it
measures the time taken by the GPU to render each frame: GPU ms. The bottom half allows you to select
a Target System and estimate the GPU time per frame of the current project running on that machine.

It is important to note that performance prediction is based on the resolution of render on your current
machine. To lock to a specific resolution:

Go to Project -> Settings... Rendering

Set the Output Resolution

Set the Output Resizing to “Scale/Filter Output to Window”
Ensure your Viewport Pixel Scale is set to “1x1 Pixels”

«¥» For a more in-depth look at performance see our section: Managing Performance in
Media Servers
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Render Queue

Method

This window allows you to queue up multiple renders from a notch scene to run sequentially.

To add a layer to the render queue, simply drag it from the timeline to the render queue. The same can be
done with videos from the resources window.

To edit the render settings, double-click the layer you wish to edit to open the

Window. These will be set per layer.

«¥s Render Queue is only available in Notch Builder Base and Pro.

Export File Path
Time Span
Export Summary
Layer Name

? Example Layer A Quicktime GPU (.moy 0:00 - 00:3 Example Layer A.mov
Current Layer  — ? Example Layer B Quicktime GPU (.moy 0:00 - 00:3 Example Layer B.mov

Enabled Toggle —
Export Settings 4

RENDER
|

Batch Render

Label Description
Current Layer The currently selected layer being processed.

Toggle whether this layer will be enabled or disabled, and therefore rendered or skipped in

Enabled Toggle the queue.

Export Settings | Opens the Video Export Settings window.

Layer Name Name of the queued layer.
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Export A summary of key details about the export settings including the codec, resolution, and
Summary frame rate.

Time Span Start and end time to be rendered.

Exported File
Path

Path location and filename for the exported file.
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Exporting Video

Method

How to export a video from Notch.

Export Video X

Settings

Export Type:  Quicktime GPU (mov) n —_— Export Type

Filename: C\Users\User\Documents\output.moy ' Select.. Select Filename

Codec: Select,. — Select Codec

Start Time: 00:00:00 End Time:  00:30:00

' : Start /End Time
Export Audio _ Export Audio ! 2

“Sampler” Mode

Resolution

Width: 1280 Height:
Width/Height 1 '
Frame Rate —— Frames Per Second: 30,0000 Render Alpha Channel —————— Render Alpha Channel

Motion Blur
MOtion Blur Frames Motion Blur Frames: ¢ Blur Amount Yb: 0.000000
Blur Amount '

Full Frame Antialiasing Simulation Rate

AntiAliasing Passes Passes: 0 Simulation Speed 1 —_— slmulatlon Speed Scale

Scale:

Audio

Offset

Audio Offset  — (Fromes)

Settings

Label Description

Export
Type

Filename | Choose the file name and path to the file will be saved once rendered.

Choose various export file types.

Choose which codec you want to use, dependent on the file type chosen and the codec you

Codec have installed.

Start / End | Time period which will be rendered. Some effects will need some time to build up, so keep this
Time in mind when deciding render times.
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Export

Audio Toggle whether to export audio along with the video.

“Sampler” | Generates a continuous video containing 10 seconds of each layer in the current project.
Mode Ignored during the render queue.

Resolution

Label Description
Width / Height | Change the image resolution for the rendered video.
Frame Rate Frame rate for the rendered video.

Render Alpha Toggle whether the Alpha channel is rendered with the video. This may not function,
Channel depending on which codec you choose.

Other

Label Description

Motion Blur

S How many frames are overlapped to generate motion blur.

Scales the time frame between the frame before and following, within which motion blur will

Blur Amount be calculated.

Antialiasing | An extra layer of antialiasing, calculated by re-rendering the frame with a sub-pixel offset.
Passes Increasing the passes increases the number of samples taken per pixel.

Simulation

Scales the number of simulation passes vs the number of render passes.
Speed Scale

Audio Offset | Offset the audio from the video playback. Can be useful with certain codecs.
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Viewport

Keys
Alt + LMB

Alt + MMB

Orbit Camera
Rotate around pivot point

Pan

Alt + RMB or Alt + Scroll or Ctrl + Alt

+ LMB

Alt+F

Dolly in and out

Move focus & pivot point to selected
object

Ctrl + Alt + RMB

Alt + Shift + LMB Walking Panon X + Z

Alt + Shift + RMB Walking PaninY

Keys
|

| < A/ m|lo o ua|lb~ w N
[
O

Alt+G
Ctrl + Plus

Ctrl +
Minus

Tab

Description

Switch to the Perspective Camera.
Switch to the Left Camera.

Switch to the Front Camera.

Switch to the Top Camera.

Switch to the Orbit Camera.

Switch to user added cameras from the Nodegraph.
Current playing camera in the nodegraph.
Translation

Rotation

Non-uniform Scale

Uniform Scale

Node Picking

Turn the Viewport grid on and off.

Zoom into the viewport.

Zoom out of the viewport.

Regular Camera
Rotate around camera axis

Pan
Dolly in and out

Frame camera on selected
object

Bank Camera

Rotate around camera focal
point

Change the gizmo mode, going forwards through translation, rotation, non-uniform scale and
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uniform scale.

Ctrl + Tab | Toggle World or Local Gizmo movement.

Shift + Change the gizmo mode, going backwards through translation, rotation, non-uniform scale and
Tab uniform scale.

Nodegraph

Keys
Ctrl + LMB

Alt + LMB or Alt +

RMB

Shift + A
Ctrl+F

Ctrl+ E

LMB Drag

Ctrl +R

Ctrl+ A

Ctrl +1
Ctrl+H

Ctrl + Shift + H
F5

Ctrl + G
Ctrl + Shift + G

Ctrl + K
Ctrl + Shift + K
Page Up

Page Down

Description

Zoom in and out of the nodegraph.
Pan around the nodegraph.

Centre the nodegraph on the currently selected node.

Invert the node selection.

Swap lasso type (freehand or rectangular).

Zoom/fit and centre the nodegraph onto the currently selected nodes.

Find a specific node in the scene.

Focus on the new node search box, so you can start typing to find the new node you
want

Create a region to select multiple nodes in the nodegraph.

Connect the node to the nearest relevant root node.
Select all nodes.

Toggle Disable / Enable the the selected nodes.
Disable the selected nodes.

Enable the selected nodes.

Access node settings.

Combines all the selected nodes under a group node.

Remove the group node, and directly connect the child nodes to their parents.

Insert a key for the selected attribute.
Insert key all attributes that are already keyed attributes in the scene.
Select the previous node in the nodegraph.

Select the next node in the nodegraph.
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Timeline

Keys Description

Alt + Left arrow Move a key back in time.

Alt + Right arrow Move a key forward in time.

Ctrl+ M Add timeline marker.

Ctrl + Alt + Left arrow | Move to previous timeline marker.
Ctrl + Alt + Right arrow | Move to next timeline marker.

Ctrl + Home Go to start of selected node.

[/] Trim a nodes start / end to time
Shift + [ / Shift +] Move the start / end time back by one frame

Ctrl + [/ Ctrl +] Move the start / end time forward by one frame

Curve Editor

Keys Description

Insert a key for the selected attribute at the current time. Only functions if the attribute

Enter or Ctrl + K has already been keyed.

Shift + Enter or Ctrl | Insert a key for all keyed attributes in the scene at the current time. Only functions for
+ Shift + K attributes that have already been keyed.

Insert keys for the transformation attributes at the current time. Only functions if the

Ctrl + Enter attribute has already been keyed.

General

Keys Description

Ctrl + N | Start a new Project.
Ctrl+ O | Open a new Project.

Ctrl + S | Save the current Project.

Ctrl +

Shift + S Save the current Project as a new file.

Ctrl +

Shift + N Create a new Layer.

Ctrl +
Shift + Open export video dialog.
M

F8 Capture a screenshot. Screenshots are saved into the 'Documents\Notch\Notch Screenshots’
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F1
F2
F3
F4

Fo

F10
F11
F12

Ctrl +
F1-F10

Ctrl+C

Ctrl +
Shift + C

Ctrl + Alt
+C

Ctrl + Alt
+M

Ctrl + Alt
+T

Ctrl + X

Ctrl +
Shift + X

Ctrl +V
Ctrl+D
Ctrl+Z
Ctrl+Y
Ctrl + U
Ctrl + 1
Shift + R

Alt+R
Alt + K

folder unless another folder is selected in the Preferences

Jump to the Nodegraph.
Jump to the Timeline.
Jump to the Curve Editor.

Jump to the Tracker.

Toggle Render Window to go Fullscreen.
Toggle Render Window to go Fullscreen on a second window.
Toggle Nodegraph Fullscreen.

Open the Units, Guides and Grids window.

Toggle various attributes depending on the node selected.

Copy

Copy a node and all its child nodes.

Copy all the attributes from the selected node.

Copy the Material Attributes from the selected node.

Copy the Keys from an attribute.

Cut
Cut a node and all its child nodes.

Paste

Duplicate

Undo the most recently taken action.
Redo a previously undone action.
Copy to Clipboard.

Paste from Clipboard.

Toggle refine render.

Reset an attribute to the nodes default value.

Enable or Disable a connected Kinect Sensor.

Notch Reference Manual - 0.9.22
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Playback

Keys

Space

Left / Right Arrow

Ctrl + Left/Arrow Arrow
Shift + Left/Right Arrow
Home

Shift + Home

End

Shift + End

Ctrl + End

Ctrl+T

Text Fields

Notch Reference Manual - 0.9.22

Description

Toggle playback of the scene.

Move one frame back/forward in the timeline.

Jump back/forward to the next Key Frame of a selected attribute.
Jump back/forward by 1 second.

Jump to the beginning of the layer.

Jump to the beginning of the project, regardless of the layer start time.
Jump to the end of the layer.

Jump to the end of the project, regardless of the layer end time.
Jumps the playhead to the end of the timeline.

Toggle time stretching in the scene.

Keys Description

Shift + Enter | Add a new line.

Shortcuts Download
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Nodes

This is the Notch node reference.
Notch node types:

Cameras :
Cameras define the point of view, perspective and aspect from which the scene is rendered.

Cloning :
Cloners instantiate multiple copies of geometry nodes — such as 3D Objects, Text Nodes and Shape 3D
nodes — that are parented to them.

Deformers :
Deformers modify the vertex positions of geometry nodes — such as 3D Objects, Text Nodes, Shape 3D
nodes and particle systems — that the deformer is parented to. The deformation state is reset every
frame.

Fields discretise 2D or 3D areas of space into texels / voxels and store colour and velocity data for them.

They are often used for simulations of volumetric and fluid-like effects.

Generators create patterns mathematically in 2D or 3D, either direct to a parent canvas if connected to

one (Fields, Render to Texture, Video nodes), or to their own canvas for use as image sources in their
own right.

Geometry :
Geometry nodes are used to generate and/or render meshes, animated geometry and skeletal rigs.

Interactive :
Interactive nodes allow external inputs to be used in scenes. Sources include direct inputs such as
keyboard and mouse, system inputs like the clock time, and Internet sources like Twitter and RSS feeds.

Lighting :
Lighting nodes control how the scene is lit.

The Logic nodes are used to create a meta logic system within Notch.
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Material nodes control surface appearance and response to the lighting environment of the scene.

Modifiers :
Modifier nodes can be attached to numeric value inputs in order to affect and change them, e.g. to give
hem a value of a mathematical function or that of an external input source such as a MIDI controller.

Nodes :
This section contains a group of mostly miscellaneous nodes.

Particles :
Particle nodes perform simulation of particle-like effects. A Particle Root node is the root of the particle
system; emitters emit particles into the system; affectors control the movement of particles; shading
nodes are used to colour and affect them for rendering; and rendering nodes render them in various
ways.

The nodes in this section allow you to create simple physics systems and dynamic movements for
objects in your scene.

Post FX nodes perform image processing on the node they are parented to if suitable — Video
Processing nodes, Fields and Render to Texture. Otherwise, they are considered to work on “everything”

- i.e. they are applied to the result of the full scene render. PostFX nodes do not store copies of the
image they are processing, they only modify the image stored by the parent.

Procedural :
Procedural nodes are used to generate geometric and volumetric forms implicitly using signed distance
fields.

Scripting nodes allow for project behaviour to be scripted using Javascript.

Shading nodes are used to generate shader code used for rendering 3D objects and other types of

geometry.

These nodes control sound and sound output in Notch.

Video Processing :
Video Processing nodes perform image processing while also storing a new copy of the image. This
allows processing chains with multiple branches to be created. They must ultimately be connected to a
video processing source node - such as a Video Source or Video In Source — which forms the start of
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he processing chain.
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Cameras

Method

Cameras are used to view a 3D scene.

Cameras are generally hooked into the , although they can be applied to any node — they will
still appear in the scene as long as there is a path to a Root node; they will inherit the transformation
values of parent nodes.

Cameras can be used within a setup to use the view from a camera, which can output
a texture to be reused within the scene.

Most applied to a camera will only be visible when viewed through that camera.

List of Nodes:

* Connecting a Null to a cameras Target Node input is a useful way to quickly point a
camera at something.
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Camera

Method

Places a standard 3D camera in space.

«¥s Focal parameters, are only effective when used in combination with the Depth of Field
nodes.

* Attach the Target Node input to any object, to have the camera track that object.

«¥s To move the Camera to the Orbit Cameras current position, right click the camera and
select Camera Options > Set To Current View.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.
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Attributes

Name
Zoom

Field Of
View Y

Use Field Of
View Y

Use Field Of
View Y As X

Focal Plane
Distance

Focal Range

Focal
Bluriness

Near Clip

Far Clip

Priority

Orthographic

Lock Aspect
Ratio

Aspect Ratio
Film Offset X
Film Offset Y

Included Objects

Excluded Objects

Description

The zoom, of the camera. Increasing the size, increases the FOV.

The angle to modify the FOV with. Only functions with Use Field OF View Y enabled.

Measure the FOV using an angle along the Y axis and the scene Aspect Ratio.

Modify the FOV using an angle along the X axis instead of Y. Only functions with Use Field OF
View Y enabled.

The distance from the camera that is sharp, when utilising Depth of Field. Requires a Depth
of Field Post-FX to be used.

The range around the focal plane that is sharp. Requires a Depth of Field Post-FX to be used.
How blurry the focal point is. Requires a Depth of Field Post-FX to be used.

The closest distance that will be rendered. NB: Reducing this value too low can reduce the
accuracy of aspects of the render.

The furthest distance that will be rendered by this camera. NB: Increasing this value too high,
without increasing the Near Clip, can reduce the accuracy of aspects of the render.

Change the priority of the camera. If two cameras have the same priority, the highest camera
in the nodegraph is used.

Toggle the camera to be an orthographic camera with parallel perspective.

Locks the aspect ratio of the camera to a define ratio, as opposed to those inherited from the
project settings

Defines the aspect ratio, as a decimal when locking the aspect ratio.
Offsets the camera view across the directional plane of the film in the local X axis.

Offsets the camera view across the directional plane of the film in the local Y axis.

Typical Node

Description Input

Select nodes to be included in the final rendering from this
camera.

Select nodes to be omitted in the final rendering from this
camera.

Transform Modifier Links all transform properties to the input node.

Target Node

Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
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Override parent.

Outputs

Nodes Parented to this node will generally follow the standard parent-child relationship with nodes in
Notch, with a couple exceptions:

will only run when viewed through a camera when connected to the camera.
controls the focus position and attributes or the camera.
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Camera Focus Target

Method

A Null position used as a reference for the depth of field focus plane of a camera. Only functions when
used with a node.

Example Nodegraph

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.
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Attributes

Name Description
Focal Range | The range around the focal plane that is sharp. Requires a Depth of Field Post-FX to be used.

DOF Amount | How strong the depth of field is.

Inputs

Name Description el et
Input

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

All nodes connected to this node are treated as if flowing to the parent node, and inherits any
ransformation changes along the chain.
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rical Camera

Method

Cylindrical Camera enables a 360 degree panoramic render.

«¥s Focal

parameters are only effective when used in combination with the Depth of Field

nodes.

Transform

Name
Position X
Position Y

Position Z

Description
Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Ban
Scale X
ScaleY
Scale Z

k Rotate the object about the z-axis.
Scale along the x-axis.
Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which

transform channels should be inherited. By default, all are on.

Attributes

Name

Focal
Plane
Distance

Focal
Range

Focal
Bluriness

Description

The distance from the camera that is sharp, when utilising Depth of Field. Requires a Depth of
Field Post-FX to be used.

The range around the focal plane that is sharp. Requires a Depth of Field Post-FX to be used.

How blurry the focal point is. Requires a Depth of Field Post-FX to be used.
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The closest distance that will be rendered. NB: Reducing this value too low can reduce the

Near Clip accuracy of aspects of the render.

The furthest distance that will be rendered by this camera. NB: Increasing this value too high,

e without increasing the Near Clip, can reduce the accuracy of aspects of the render.

Change the priority of the camera. If two cameras have the same priority, the highest camera in

FIEg) the nodegraph is used.

Cube Face | The resolution of each face of the multiview cube being rendered to enable 360 rendering
Resolution | (higher is better).

Typical Node

Description Input

Select nodes to be included in the final rendering from this

Included Objects
camera.

Select nodes to be omitted in the final rendering from this
camera.

Excluded Objects
Transform Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Nodes Parented to this node will generally follow the standard parent-child relationship with nodes in
Notch, with a couple exceptions:

will only run when viewed through a camera when connected to the camera.
controls the focus position and attributes or the camera.
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Exposable Camera

Method

This camera is designed to be controlled directly by a media server when running as a block. This is
useful for use with Augmented Reality camera tracking setups, where the media server is receiving the
camera tracking data.

o¥s See this video to see this feature in action.

When the Exposable Camera Values attribute is exposed, it is recognised by the media server as a
controllable camera and it provides higher-level controls in the media server.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Field Of

View Y The angle to modify the FOV with. Only functions with Use Field OF View Y enabled.
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Aspect Ratio

Near Clip

Far Clip

Focal Plane
Distance

Focal Range

Focal
Bluriness

Priority

Flip Z Axis

Exposable
Camera
Values

Notch Reference Manual - 0.9.22

Defines the aspect ratio, as a decimal when locking the aspect ratio.

The closest distance that will be rendered. NB: Reducing this value too low can reduce the
accuracy of aspects of the render.

The furthest distance that will be rendered by this camera. NB: Increasing this value too high,
without increasing the Near Clip, can reduce the accuracy of aspects of the render.

The distance from the camera that is sharp, when utilising Depth of Field. Requires a Depth
of Field Post-FX to be used.

The range around the focal plane that is sharp. Requires a Depth of Field Post-FX to be used.
How blurry the focal point is. Requires a Depth of Field Post-FX to be used.

Change the priority of the camera. If two cameras have the same priority, the highest camera
in the nodegraph is used.

Flip the Z axis of the values passed by the media server

You must expose this value for the media server to be able to control the Exposable Camera

! Note: All transforms are overwritten by the host media server. If you need to transform
the incoming values, use a parent/child Null with the Exposable Null depending on the
transform order you want.

Included Objects

Excluded Objects

Typical Node

Description Input

Select nodes to be included in the final rendering from this
camera.

Select nodes to be omitted in the final rendering from this
camera.

Transform Modifier Links all transform properties to the input node.

Target Node

Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its

Override

Outputs

parent.

Nodes Parented to this node will generally follow the standard parent-child relationship with nodes in

Notch, with a couple exceptions:
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will only run when viewed through a camera when connected to the camera.

controls the focus position and attributes or the camera.
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Fisheye Camera

Method

Places a camera with a wide fish-eye lens into the scene. This is done by rendering the scene six times
based on a cube map, and stitched together. using the cube map resolution, you can increase the
resolution for this render, but this should be done once an overall scene resolution is chosen.

* Focal parameters, are only effective when used in combination with the Depth of Field
nodes.

* Attach the Target Node input to any object, to have the camera track that object.

«¥» To move the Camera to the Orbit Cameras current position, right-click the camera and
select Camera Options > Set To Current View.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.
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Attributes

Name Description
Angle View angle of the camera in the scene.

Focal
Plane
Distance

The distance from the camera that is sharp, when utilising Depth of Field. Requires a Depth of
Field Post-FX to be used.

Focal

Range The range around the focal plane that is sharp. Requires a Depth of Field Post-FX to be used.

Focal

. How blurry the focal point is. Requires a Depth of Field Post-FX to be used.
Bluriness

The closest distance that will be rendered. NB: Reducing this value too low can reduce the

Near Clip accuracy of aspects of the render.

The furthest distance that will be rendered by this camera. NB: Increasing this value too high,

e without increasing the Near Clip, can reduce the accuracy of aspects of the render.

Change the priority of the camera. If two cameras have the same priority, the highest camera in

ALY the nodegraph is used.

Cube Face | Resolution of the cube used to generated the fish-eye effect. Be careful when using this as a
Resolution | slider, as regenerating the cube face many times quickly can cause crashes.

Inputs

Typical Node
Input

Name Description

Included Objects Select objects to be included in the final rendered image.
Excluded Objects Select objects to be ignored in the final rendered image.

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Nodes Parented to this node will generally follow the standard parent-child relationship with nodes in
Notch, with a couple exceptions:

will only run when viewed through a camera when connected to the camera.
controls the focus position and attributes or the camera.
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Hardware Tracking Camera

Method

Hardware Tracking Camera receives data from external camera tracking systems and currently supports
he

Camera Frustum data is received from the tracking system (Position, Rotation, Field of View) and
updates the camera in real time.

Set up the NCAM receiver utilising Devices -> NCAM. Please note that access to the NCAM SDK is
required for use.

! The play head must be playing for the camera to update its position.

* Focal parameters are only effective when used in combination with the Depth of Field
nodes.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.
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NCAM Properties

Connected NCAM Positional Data.

Attributes

Name

Focal
Plane
Distance

Focal
Range

Focal
Bluriness

Near Clip

Far Clip

Priority

Field of
View

FOV
Offset

Use
Colour
Data

Use Depth
Data

Use
Distort
Data

Override
FOV

Lock
Aspect
Ratio

Aspect
Ratio

Description

The distance from the camera that is sharp, when utilising Depth of Field. Requires a Depth of
Field Post-FX to be used.

The range around the focal plane that is sharp. Requires a Depth of Field Post-FX to be used.

How blurry the focal point is. Requires a Depth of Field Post-FX to be used.

The closest distance that will be rendered. NB: Reducing this value too low can reduce the
accuracy of aspects of the render.

The furthest distance that will be rendered by this camera. NB: Increasing this value too high,
without increasing the Near Clip, can reduce the accuracy of aspects of the render.

Change the priority of the camera. If two cameras have the same priority, the highest camera in
the nodegraph is used.

The FOV of the camera. NB: Only utilised when Override FOV is enabled.

Adds or Subtracts X degrees from the FOV reported by the tracking system. Used to create a
‘safety’.

Use the NCAM colour data.

Use the NCAM depth data for compositing.

Use the NCAM distort data for warping.

Override the camera FOV.

Locks the aspect ratio of the camera to a defined ratio, as opposed to those inherited from the
project settings.

Defines the aspect ratio, as a decimal when locking the aspect ratio.
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Typical Node

Description Input

Select nodes to be included in the final rendering from this

Included Objects
camera.

Excluded Objects Select nodes to be omitted in the final rendering from this
camera.

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Nodes Parented to this node will generally follow the standard parent-child relationship with nodes in
Notch, with a couple exceptions:

will only run when viewed through a camera when connected to the camera.
controls the focus position and attributes or the camera.
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Multi Camera

Method

The Multi Camera node enables multiple camera views to be rendered simultaneously, for example for
output to a single media server canvas. Multiple cameras are passed in via the Camera Nodes input and
combined into the main canvas with the views arranged horizontally. The order in which cameras are
selected is decided by the . Connected cameras do not need to be connected to the
root to be used.

Any connected cameras with post-fx applied to them will no longer have the post-fx applied when viewed
hrough the multi camera. For this, you should look at the render to texture node and image 2D.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

The pixel resolution of each camera horizontally. When set to 0, the scene resolution is

Width Resolution
used.

Height The pixel resolution of each camera vertically. When set to 0, the scene resolution is
Resolution used.
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Camera Nodes

Included Objects

Excluded Objects

Transform Modifier
Target Node

Local Transform
Override

Outputs
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Typical Node

Description Input

The cameras which will be displayed in the multi camera
display.

Select nodes to be included in the final rendering from this
camera.

Select nodes to be omitted in the final rendering from this
camera.

Links all transform properties to the input node.
Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.

All nodes connected to this node are treated as if flowing to the parent node, and inherits any

ransformation changes along the chain.
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Orbit Camera

Method

This node adds a with a target the camera always faces and orients around, similar to the scene
editing Orbit Camera.

«¥s Focal parameters, are only effective when used in combination with a Depth of Field
node.

* Attach the Target Node input to any object, to have the camera track that object.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description
Distance Distance from the orbit point to the Camera.

Zoom The zoom, of the camera. Increasing the size, increases the FOV.
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Field Of
View Y

Use Field Of
View Y

Use Field Of
View Y As X

Focal Plane
Distance

Focal Range

Focal
Bluriness

Near Clip

Far Clip

Priority

Orthographic

Lock Aspect
Ratio

Aspect Ratio
Film Offset X
Film Offset Y

Included Objects

Excluded Objects
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The angle to modify the FOV with. Only functions with Use Field OF View Y enabled.

Measure the FOV using an angle along the Y axis and the scene Aspect Ratio.

Modify the FOV using an angle along the X axis instead of Y. Only functions with Use Field OF
View Y enabled.

The distance from the camera that is sharp, when utilising Depth of Field. Requires a Depth
of Field Post-FX to be used.

The range around the focal plane that is sharp. Requires a Depth of Field Post-FX to be used.
How blurry the focal point is. Requires a Depth of Field Post-FX to be used.

The closest distance that will be rendered. NB: Reducing this value too low can reduce the
accuracy of aspects of the render.

The furthest distance that will be rendered by this camera. NB: Increasing this value too high,
without increasing the Near Clip, can reduce the accuracy of aspects of the render.

Change the priority of the camera. If two cameras have the same priority, the highest camera
in the nodegraph is used.

Toggle the camera to be an orthographic camera with parallel perspective.

Locks the aspect ratio of the camera to a define ratio, as opposed to those inherited from the
project settings

Defines the aspect ratio, as a decimal when locking the aspect ratio.
Offsets the camera view across the directional plane of the film in the local X axis.

Offsets the camera view across the directional plane of the film in the local Y axis.

Typical Node

Description Input

Select nodes to be included in the final rendering from this
camera.

Select nodes to be omitted in the final rendering from this
camera.

Transform Modifier Links all transform properties to the input node.

Target Node

Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its

Override

parent.
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Outputs

Nodes Parented to this node will generally follow the standard parent-child relationship with nodes in
Notch, with a couple exceptions :

will only run when viewed through a camera when connected to the camera.
controls the focus position and attributes or the camera.
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Proxy Camera

Method

This node copies the camera transformations of the highest priority camera from the previous layer in
he project. Only functions with “Layers As Separate Effects” turned off, as for this to work there must be

a previously rendered layer to take the camera view from.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Typical Node

Description Input

Select nodes to be included in the final rendering from this

Included Objects
camera.

Select nodes to be omitted in the final rendering from this

Excluded Objects
camera.

Transform Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
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Override parent.

Outputs

All nodes connected to this node are treated as if flowing to the parent node, and inherits any
ransformation changes along the chain. This includes the transformation values of the driving camera
in another scene.
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Region Camera

Method

Creates a camera whose view is fixed to a particular plane/region of space. This is very useful for
generating content for tracking effects in physical space (e.g. Blacktrax). You can use real world
measurements to set up the plane of space and then set a camera distance from the plane.

* Use the Axis, to set the direction of shooting to the plane. Most commonly Y, which is a
top down view.

Attributes

Name Description
Top Left X The top left X coordinate of the region
Top LeftY The top left Y coordinate of the region

Bottom

Right X The bottom right X coordinate of the region

Bottom . . .
Right Y The bottom right Y coordinate of the region
Distance Distance of the camera from the planar region being viewed

Axis Choose which axis the planar region views the scene from. i.e. X = Front On, Y = Top Down

The closest distance that will be rendered. NB: Reducing this value too low can reduce the

Near Clip accuracy of aspects of the render.

The furthest distance that will be rendered by this camera. NB: Increasing this value too high,

S Eip without increasing the Near Clip, can reduce the accuracy of aspects of the render.

Change the priority of the camera. If two cameras have the same priority, the highest camera

Al in the nodegraph is used.

Orthographic | Toggle the camera to be an orthographic camera with parallel perspective.

Depth Of Field

Name Description

Focal Plane The distance from the camera that is sharp, when utilising Depth of Field. Requires a
Distance Depth of Field Post-FX to be used.

The range around the focal plane that is sharp. Requires a Depth of Field Post-FX to be

Focal Range used.
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Focal Bluriness | How blurry the focal point is. Requires a Depth of Field Post-FX to be used.

Typical Node

Description Input

Select nodes to be included in the final rendering from this

Included Objects
camera.

Excluded Objects Select nodes to be omitted in the final rendering from this
camera.

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Nodes Parented to this node will generally follow the standard parent-child relationship with nodes in
Notch, with a couple exceptions:

will only run when viewed through a camera when connected to the camera.
controls the focus position and attributes or the camera.
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Stereo Camera

Method

Places a 3D Camera in the space, which records two perspective views using the Interoccular distance,
focused at a point in the centre of the camera and displaced from the camera by the Convergence
Distance.

The Images are then combined together, using the method described by the Stereo Output Mode.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Which kind of stereo output is used.
+ Side By Side, The Left and Right Eyes are rendered next to each other in the

Stereo viewport.
Output Mode « View Left / Right, Only one eyes perspective is rendered to the viewport.
+ Anaglyph, Filters the images so that the left eye blocks out all cyan, and the right
eye blocks out all red. When viewed through anaglyph glasses, the resulting image
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Included Objects
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is 3D.

« Checkerboard, The right eye is overlayed onto the left eye in a checkerboard
pattern, which can be interpretted by some hardware so that the the eye views it in
3D.

Distance between both the cameras and therefore, both eyes.

Distance from the camera at which both camera perspectives converge.
The zoom, of the camera. Increasing the size, increases the FOV.

The angle to modify the FOV with. Only functions with Use Field OF View Y enabled.

Measure the FOV using an angle along the Y axis and the scene Aspect Ratio.

Modify the FOV using an angle along the X axis instead of Y. Only functions with Use Field OF
View Y enabled.

The distance from the camera that is sharp, when utilising Depth of Field. Requires a Depth
of Field Post-FX to be used.

The range around the focal plane that is sharp. Requires a Depth of Field Post-FX to be used.
How blurry the focal point is. Requires a Depth of Field Post-FX to be used.

The closest distance that will be rendered. NB: Reducing this value too low can reduce the
accuracy of aspects of the render.

The furthest distance that will be rendered by this camera. NB: Increasing this value too high,
without increasing the Near Clip, can reduce the accuracy of aspects of the render.

Change the priority of the camera. If two cameras have the same priority, the highest camera
in the nodegraph is used.

Toggle the camera to be an orthographic camera with parallel perspective.

Locks the aspect ratio of the camera to a define ratio, as opposed to those inherited from the
project settings

Defines the aspect ratio, as a decimal when locking the aspect ratio.
Offsets the camera view across the directional plane of the film in the local X axis.

Offsets the camera view across the directional plane of the film in the local Y axis.

Typical Node

Description Input

Select nodes to be included in the final rendering from this
camera.
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Excluded Objects Select nodes to be omitted in the final rendering from this
camera.

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Nodes Parented to this node will generally follow the standard parent-child relationship with nodes in
Notch, with a couple exceptions :

- Most will only run when viewed through a camera when connected to the camera.
- The controls the focus position and attributes or the camera.
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UV Camera

Method

Renders the contents of a connected 3D objects surface back into its UV texture map.

This is most commonly used with media servers for projection mapped objects, where Notch renders the
contents of the object’s surface and passes it to the media server as a UV texture map for application
onto the same mesh in its projection system.

Y The input object must have been appropriately UV mapped (unwrapped) in a modelling
package for this mechanism to be successful.

! Typically anti-aliasing should be disabled on the Root node to ensure the UV texture map
contains hard edges.

* See the Car sample project for an example of UV Camera use.

Example Nodegraph

Not commonly used by this node.
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Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

UV Channel The channel to be rendered to the UV texture map
Flip X Flip the output UV texture along the X plane.

Flip Y Flip the output UV texture along the Y plane.

Invert

Flip the normals of each face, so the lighting is tested against the inside face.
Normals

UV Border Dilates the edges of the UV mapped regions in the texture to prevent ‘black’ areas when
(Pixels) reapplied to the object.

Change the priority of the camera. If two cameras have the same priority, the highest

Priority camera in the nodegraph is used.

Inputs

Typical Node

Name Description Input
Object Nodes The UV texture mapped 3D object to be rendered

Select nodes to be included in the final rendering from this

Included Objects
camera.

Excluded Objects Select nodes to be omitted in the final rendering from this
camera.

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Nodes Parented to this node will generally follow the standard parent-child relationship with nodes in
Notch, with the exception that most will only run when viewed through a camera when
connected to the camera.
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VR 360 Camera

Method

VR 360 Camera enables every direction of view to be rendered at the same time in a spherically mapped
manner, allowing the creation of VR 360 Videos for use with a wide range of viewers.

Stereoscopic 360 videos can also be generated, which utilise two spherical views (one for each eye)
placed on top of each other, which is the common convention for stereoscopic 360 players.

To learn more about 360 Video see the following resources:

! Not all Post-FX nodes are currently compatible with the VR 360 Camera. Development is
continuing to bring compatibility for all relevant effects. If your immediate project needs
a specific effect supported, please contact us directly.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.
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Attributes

Name

Focal Plane
Distance

Focal Range

Focal
Blurriness

Near Clip

Far Clip

Priority

Interocular
Distance

Convergence
Distance

Max Near
Separation

VR180 Mask
Angle

VR180 Warp
Amount

VR180 Zoom

Mesh U
Scale

Mesh V
Scale

Projection
Mode

Description

The distance from the camera that is sharp, when utilising Depth of Field. Requires a Depth
of Field Post-FX to be used.

The range around the focal plane that is sharp. Requires a Depth of Field Post-FX to be used.
How blurry the focal point is. Requires a Depth of Field Post-FX to be used.

The closest distance that will be rendered. NB: Reducing this value too low can reduce the
accuracy of aspects of the render.

The furthest distance that will be rendered by this camera. NB: Increasing this value too high,
without increasing the Near Clip, can reduce the accuracy of aspects of the render.

Change the priority of the camera. If two cameras have the same priority, the highest camera
in the nodegraph is used.

The distance between each eye (in metres) when rendering stereoscopic

The point in the distance where the direction/beam of the two eyes meet

The maximum distance of the near separation

Changes the mask angle when in Warped mode

Changes the warp amount when in Warped mode
Changes the zoom amount

Scales the mesh UVs on the U axis

Scales the mesh UVs on the V axis

Select which kind of projection to use.
360 (Equirectangular)

180 (Fisheye)

Cube 6x1

Cube 3x2

Cube 2x3

180 (Warped),

Camera Object (Positions)
Camera Object (UVs)

Stereoscopic | Toggles on and off Stereoscopic mode

Stereo

Toggles the layout between Top/bottom and Side by side
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Layout

Cube Face The resolution of each face of the multiview cube being rendered to enable 360 rendering
Resolution (higher is better)

Invert X Flip each render view horizontally

Invert Y Flip each render view vertically

Typical Node

Description Input

Select nodes to be included in the final rendering from this

Included Objects
camera.

Excluded Objects Select nodes to be omitted in the final rendering from this
camera.

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Nodes Parented to this node will generally follow the standard parent-child relationship with nodes in
Notch, with a couple exceptions :

- Most will only run when viewed through a camera when connected to the camera.
- The controls the focus position and attributes or the camera.
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VR Headset Camera

Method

VR headset camera, currently compatible with the Oculus Rift Consumer Edition and HTC Vive.

The camera reads the head tracking data from the VR headset and renders the appropriate view inline
with the headset vendors specifications.

See for instructions on how to create a VR enabled scene.

VR Headset support is under active development. Please contact us if you are planning
to use this feature so that we can work with you to achieve your goal.

Not all Post-FX nodes are currently compatible with the VR Headset camera.
Development is continuing to bring compatibility for all relevant effects. If your
immediate project needs a specific effect supported, please contact us directly.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.
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Attributes

Name Description

Focal Plane The distance from the camera that is sharp, when utilising Depth of Field. Requires a Depth
Distance of Field Post-FX to be used.

The range around the focal plane that is sharp. Requires a Depth of Field Post-FX to be

Focal Range used.

Focal

: How blurry the focal point is. Requires a Depth of Field Post-FX to be used.
Bluriness

The closest distance that will be rendered. NB: Reducing this value too low can reduce the

Near Clip accuracy of aspects of the render.

The furthest distance that will be rendered by this camera. NB: Increasing this value too

Sz high, without increasing the Near Clip, can reduce the accuracy of aspects of the render.

Change the priority of the camera. If two cameras have the same priority, the highest

P camera in the nodegraph is used.

Recentre
Headset X/Y/ | Recentres the coordinate position to 0.
Zto0

Dynamic Resolution

Name Description
Use Dynamic Resolution Scaling | Toggles on and off the dynamic scaling of the resolution
Dynamic Min Scale Sets the minimum scale of the resolution

Dynamic Max Scale Sets the maximum scale of the resolution

Typical Node

Description Input

Select nodes to be included in the final rendering from this

Included Objects
camera.

Select nodes to be omitted in the final rendering from this
camera.

Excluded Objects
Transform Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.
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Outputs

Nodes Parented to this node will generally follow the standard parent-child relationship with nodes in
Notch, with a couple exceptions :

will only run when viewed through a camera when connected to the camera.
controls the focus position and attributes or the camera.
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Cloning_;

Method

Cloning nodes clone 3D objects in various ways. Cloning is supported for , ,and
. Cloning is rendered using hardware instancing on the GPU, making it performance
efficient. To clone an object it must be parented to the output of the Cloner node.

Cloners can be affected by , which modify the transformation values of each clone.

Cloners are generally hooked into the , although they can be applied to any node - they will
still appear in the scene as long as there is a path to a Root node; they will inherit the transformation

values of parent nodes.

S
o N
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Clone Cache

Method

Manual - 0.9.22

The Clone Cache node allows baking of cloner animations to disk, and playback of baked cloner

animations.
Clone caches playback deterministically with minimal resources required for simulation.

Example Nodegraph

CLONE CACHE

CLONE EFFECTORS [/ Cacheable

-
S PRI IITITTT IR

T

When the baking is finished the effectors can be disabled.

Step 1

Prepare your clone scene with cloners, affectors.
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Step 2

Add the _clone cache _ node and connect the output of the cloner that uses affector to the input of the
clone cache.

Step 3

In clone cache node click on the“bake now” button and choose file destination, and baking rate.

Step 4

Once the baking is finished you can disable all affectors.

Cloning meshes using only cached animations

Transform

Name Description
Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.

Position Z Move its position along the z-axis in local space.
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Rotation Heading | Rotate the object about the x-axis.
Rotation Pitch Rotate the object about the y-axis.
Rotation Bank Rotate the object about the z-axis.
Scale X Scale along the x-axis.
Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description
Bake Now.. | open baking panel

Clone Cache | Cached file

Baking Panel
Bake Properties

Presets

Pre=et: : : Create..

Settings

Bxport Type: . pefayt>

Filename: bake.ccache Celeet.
Start Time: 00:00:00 End Time: 00:30:00 st

Frames Per Second: 30.000 Simulation
Speed Scale:

Cancel

the file extension for particle cache is *.ccache

Outputs

There are no outputs from this node.
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Notes

Cloner baking can generate very large files . The frame per second, complexity, numbers of clones will
influence the size of the baking file.
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Clone To Image

Method

This node is used to clone 3D objects to pixels in an image or video, using the pixel colours to scale,
offset or colour the clones. 3D objects are cloned to positions in a regular 2D grid in the XY plane, with
he number of cells defined by the Num Clones X and Num Clones Y parameters. Clones are
automatically scaled so that a unit cube would fill one cell exactly, and the Clone Scale parameter is
multiplied with this to control the size of the clones. The cell locations are used to sample pixels of an
image or video which may be connected to the Image Node input. The colour of the sampled pixel can
control the scale of the clone using the Clone Scale Brightness parameter; it can offset the clone in the Z
axis using the Clone Offset By Brightness parameter, and it can be applied to the material colours of the
cloned objects when the Colour Clones parameter is enabled.

Example

Example Nodegraph
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Ambient Light [/

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

ScaleY Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Image Select a source Image for the clones to be spawned from. Can be overwritten by
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Node Spawn Mode

Num Clones X
Num Clones Y
First Clone X
First Clone Y
Image Scale X
Image Scale Y

Scale Image By
Aspect

Scale Image By
Pixel Size

Brightness
Channel Mode

Brightness
Threshold

Clone Scale
Brightness

Clone Scale By
Brightness Affects
X/Y/Z

Clone Offset By
Brightness

Clone Scale

Filter Image

Colour Clones

Output Shape
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adding an image input.

Change the order in which the cloned objects are assigned to individual clone
instances.

+ All, All of the connected objects are rendered for every clone.
Iterate, The objects are rendered sequentially by clone. For example the first
clone renders the first object, the second clone renders the second object
and so on.
Random, The objects are rendered randomly by clone, and are generated at
random points from the clone system.

Number of clones created along the X axis.

Number of clones created along the Y axis.

Select which clone is the first clone spawned along the X axis.
Select which clone is the first clone spawned along the Y axis.
Scale the image along the X axis.

Scale the image along the Y axis.

Scale the image based on its aspect ratio.

Scale the image based on thew relative size of a pixel.

Change how the brightness threshold calculates brightness.
Luminance, The luminance values of the image are used.

Alpha, The alpha values of the image are used.
« Luminance * Alpha, Luminance values multiplied by the alpha values are
used.

Limit how bright regions of the image must be for the clones to be spawned.

Scale the individual clones based on the luminance of the image at that point.

Toggle whether the clone scaling affects the X/Y/Z axis.

Offset the individual clones based on the luminance of the image at that point.

Scale the size of all the clones.

Applies a Bilinear filter to the image, making it smoothing out some of the values when
the image is scaled.

Toggle whether the clones are coloured based on the image, or retain their material
values.

Select what kind of shape to create the clones in.
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Plane, Generates clones on a flat square plane.
+ 360 Spherical, Generates clones on to a 360 degree sphere about its center.

UV Clone Deltas

These parameters change how the image will be applied to the child clones.

Name

UV Mode

Texture Num
Frames X/Y

UV Scale X/Y
Delta

UV Offset X/Y
Delta

Crop Left/Right/
Top/Bottom
Delta

Inputs

Name
Image Node
Effectors

Depth Image
Node

Transform
Modifier

Description

Change how the cloned objects UV chanel and Material inputs are affected by the cloner.
Linear (Using Clone Index), Each clone keeps unique UV'’s.

Use Texture Page (Using Clone Index), Speads the UV’s over a number of
clones defined by the Texture Num Frames Attribute, and repeats it along the
clone index.

Use Texture Page (Using Random Index), Randomises the UV’s over the range
of clones in the Texture Num Frames Property, and repeats it.

Use Texture Page (Using Luminance), Spits up the UVs, and uses different
sections depending on the brightness of the Image driving the cloner.

Clone UV, Cumulatively changes the clone scale and position using the offset
and scale delta properties.

How many columns and rows to split the UV by.

Relative change to the uv scale of the clone’s material.

Relative change to the uv offset of the clone’s material.

Relative change to the crop on each side of the clone’s material.

Typical Node

Description Input

The image used to drive the cloner.
Manipulates the clones after they are spawned.

Overwrite the image brightness with a different image to control clone
offset / scale by brightness.

Links all transform properties to the input node.
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Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform

, Override the transformation values of the node, relative to its parent.
Override

Outputs

Nodes that are to be cloned by a Cloner should be connected to the output of this node.
,and may be connected, as well as other Cloners.
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Clone To Mesh

Method

This node clones 3D objects to positions defined by the vertices or polygon centres of another 3D object.
A 3D object node must be connected to the Source Objects input to define the voxelised shape the
clones are arranged in for this node to be operational. The connected node must be either a ,a
ora node. The object must be active in the scene by being connected to a valid path to
he root node. The Mode parameter defines the mechanism in which clone positions are generated from
he connected object: Vertex will use the vertex positions of the object and Polygon uses the centre

positions of the polygons of the object.

The number of clones is defined by the Num Clones parameter and limited by the total number of
vertices / polygons in the object. If Rotate Clones By Normals is enabled the clones are rotated to face
along the normal direction of the vertex / polygon they are spawned from.

Example
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L

Example Nodegraph
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Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank
Scale X

Scale Y

Scale Z
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Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.
Move its position along the z-axis in local space.
Rotate the object about the x-axis.

Rotate the object about the y-axis.

Rotate the object about the z-axis.

Scale along the x-axis.

Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name

Description

Select how the cloner clones from the source object.
« Vertex, Clone the object to the source objects vertexes.
Polygon Centre, Clone the object to the centre of the polygons in the source

object.
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Node Spawn
Mode

Num Clones

Randomise
Mesh Order

Randomise Order
Seed

Num UV Clones
X/Y

First Clone

Rotation Mode

Rotation — Use
Heading/Pitch/
Bank

Scale Clones By
Poly/Edge Size

Clone Scale

Clone Offset
From Surface

Use Undeformed
Positions

Colour Clones

Use Vertex
Colours

Use Texture
Colours

Colour Cutoff
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Edge Centre, Clone objects to the centre of the edges in the source object.
Spread Over Surface, Clones are spawned randomly on the surface of the
object.

+ Spread Over UV Map, Spreads the clones across the UV map of the object.

Change the order in which the cloned objects are assigned to individual clone instances.
« All, All of the connected objects are rendered for every clone.

+ lterate, The objects are rendered sequentially by clone. For example, the first
clone renders the first object, the second clone renders the second object and
SO on.

Random, The objects are rendered randomly by clone, and are generated at
random points from the clone system.

Number of copies of the input object created by the node.

Use a random seed to dictate the order in which clones are spawned.

Select a random seed to drive the effect,

Set the number of clones to spawn on the UV map and how many should spawn along
the x and y axis.

Chooses which clone is the first clone generated.

How the clones should be oriented once spawned.
+ None, Spawned objects ignore the rotation of the source object.

« Object, Spawned objects use the rotation of the source object.
« Align To Normals, Spawned objects align their rotations with the normals of
the object.

Enable or disable rotation for clones by their heading, rotation or bank.

Toggle whether to scale the clones by the size of their poly/edge size (depending on
which mode is selected in the “Mode” attribute).

Scale the size of all the clones.
How far the clones are spawned from the surface of the source object.

Generates the clones before the shape is deformed, so the clones will animate correctly
but may not be spread out as nicely after deformation.

Allow the clones to be coloured at generation.

Use the colours of the nearest vertex to dictate colour.

Use the colours of the texture at the clones generated location to dictate colour.

Change how the mesh texture cuts off certain clones.
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Mode

Colour Cutoff

Surface Spread
Mode

Surface Spread
Density
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Luminance, The luminance values of the mesh texture are used.
« Alpha, The alpha values of the mesh texture are used.
Luminance * Alpha, Luminance values multiplied by the alpha values are used.

Limit how bright regions of the image must be for the clones to be spawned.

How the clones are spread to the surface of the source object. Only functions when
“Spread Over Surface” is selected in the “Mode” attribute.

Normalised, Clones are spread out to fill the source object.

How dense the clones are once spawned. Only functions with “Normalised” chosen in
the “Surface Spread Mode” attribute.

UV Clone Deltas

These parameters apply offsets to the UV Offset / UV Scale / Crop parameters of the materials of each

rendered clone.

Name

UV Scale X/Y Delta

Description

Relative change to the uv scale of the clone’s material.

UV Offset X/Y Delta Relative change to the uv offset of the clone’s material.

Crop Left/Right/Top/Bottom Delta | Relative change to the crop on each side of the clone’s material.

Inputs

Name

Source Objects

Effectors

Typical Node

Description Input

Source Object from which all the clones will be generated..

Manipulates the clones after they are spawned.

Transform Modifier Links all transform properties to the input node.

Target Node

Local Transform
Override

Outputs

Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.

Nodes that are to be cloned by a Cloner should be connected to the output of this node.

,and

may be connected, as well as other Cloners.
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Clone To Particles

Method

This node clones 3D objects to positions defined by a particle system. A ora

must be connected to the Particle Node input for this node to be operational. If a Particle Emitter
is connected then only particles emitted from this emitter are used to generate clones; otherwise, if a
Particle Root Node is connected all particles under that root node may be used to generate clones.

The number of clones is defined by the Num Clones parameter and limited by the total number of
particles. In order to make the effect visually consistent, clones attach themselves to individual active
particles and remain attached to that particle until the particle dies. The clone is attached to the particle,
aking its position from the particle every frame. If Rotation Affects Clones is enabled the clones are
rotated by the particle’s rotation, which is generated from its velocity. If Scale Affects Clones is enabled
he clones are scaled by the size of the particles which is also modulated by the particle alpha, so clones
will scale down to 0 as the particle fades out. If Colour Clones is enabled the colours of the particles are
ransferred to the material colours of the cloned objects.

Example

This image is taken from the “cloner_spheres-b.dfx” sample project.

Example Nodegraph
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There is much more to creating this effect, shown here is a section that is specifically relevant to this node.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.
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Attributes

Name

Node Spawn
Mode

Num Clones

Rotation
Affects
Clones

Scale
Affects
Clones

Colour
Clones

Clone Scale
Size
Randomness

Luminanace
Randomness

Rotation
Stiffness

Scale
Stiffness

Particle Min
Age

Particle Max
Age

Description

Change the order in which the cloned objects are assigned to individual clone instances.
« All, All of the connected objects are rendered for every clone.

Iterate, The objects are rendered sequentially by clone. For example the first clone
renders the first object, the second clone renders the second object and so on.
Random, The objects are rendered randomly by clone, and are generated at
random points from the clone system.

Number of copies of the input object created by the node.

The rotation of the source particles affects the cloned objects.

The scale of the source particles affects the cloned objects.

The colour of the source particles is copied to the cloned objects.
Scale the size of all the clones.
Add randomness to the size of the objects.

Randomises the luminance values of the clones based on the particle colours. Only
functions when “Colour Clones” is enabled.

How much clones resist rotating.

How much clones resist rotating.

Minimum age a particle must have to generate a clone.

Maximum age a particle must have to generate a clone.

UV Clone Deltas

These parameters apply offsets to the UV Offset / UV Scale / Crop parameters of the materials of each

rendered clone.

Name

UV Mode

Description

Change how the cloned objects UV chanel and Material inputs are affected by the cloner.
+ Linear (Using Clone Index), Each clone keeps unique UV’s.
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Texture Num
Frames X/Y

UV Scale X/Y
Delta

UV Offset X/Y
Delta

Crop Left/Right/
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Use Texture Page (Using Clone Index), Speads the UV’s over a number of
clones defined by the Texture Num Frames Attribute, and repeats it along the
clone index.

Use Texture Page (Using Random Index), Randomises the UV’s over the range
of clones in the Texture Num Frames Property, and repeats it.

How many columns and rows to split the UV by.

Relative change to the uv scale of the clone’s material.

Relative change to the uv offset of the clone's material.

Top/Bottom Relative change to the crop on each side of the clone’s material.

Delta

Inputs

Name

Particle Node
Effectors
Transform Modifier
Target Node

Local Transform
Override

Outputs

Typical Node
Input

Description

Source particle node for the cloner.

Manipulates the clones after they are spawned.

Links all transform properties to the input node.

Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.

Nodes that are to be cloned by a Cloner should be connected to the output of this node.

, and

may be connected, as well as other Cloners.
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Clone To Point Cache

Method

This node clones 3D objects to positions defined by a Point Cache node.

The number of clones is defined by the Num Clones parameter and limited by the total number of points
in the Point Cache (accounting for the density attribute set in the Point Cache). If Colour Clones is
enabled the colours of the points are transferred to the material colours of the cloned objects.

Example
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Example Nodegraph
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Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.
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Rotation Mode

Rotation — Heading/
Pitch/Bank

Clone Scale

Clone Offset From
Surface

Colour Clones

Colour Cutoff Mode

Colour Cutoff
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Description

How the clones should be oriented once spawned.
None, Spawned objects ignore the rotation of the source object.
Object, Spawned objects use the rotation of the source object.
+ Align To Normals, Spawned objects align their rotations with the
normals of the object.

Enable or disable rotation for clones by their heading, rotation or bank.
Scale the size of all the clones.
How far the clones are spawned from the surface of the source object.

Allow the clones to be coloured at generation

Change how the mesh texture cuts off certain clones.
Luminance, The luminance values of the mesh texture are used.

+ Alpha, The alpha values of the mesh texture are used.
Luminance * Alpha, Luminance values multiplied by the alpha values
are used.

Limit how bright regions of the image must be for the clones to be spawned.

UV Clone Deltas

These parameters apply offsets to the UV Offset / UV Scale / Crop parameters of the materials of each

rendered clone.

Name
UV Scale X/Y Delta
UV Offset X/Y Delta

Description
Relative change to the uv scale of the clone’s material.

Relative change to the uv offset of the clone’s material.

Crop Left/Right/Top/Bottom Delta | Relative change to the crop on each side of the clone’s material.

Inputs

Name

Point Cache
Effectors

Transform Modifier

Typical Node

Description Input

Source points for the cloner. Point Cache
Manipulates the clones after they are spawned.

Links all transform properties to the input node.
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Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Nodes that are to be cloned by a Cloner should be connected to the output of this node.
,and may be connected, as well as other Cloners.
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Clone To Procedurals

Method

This node generates a clone system based on the procedural generator nodes. A clone is generated at

every voxel inside the field.

Example
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Transform

Name Description

Position X Changes the x position of all clones from the previous clone.
Position Y Changes the y position of all clones from the previous clone.
Position Z Changes the z position of all clones from the previous clone.
Rotation Heading | Changes the x rotation of all clones from the previous clone.
Rotation Pitch Changes the y rotation of all clones from the previous clone.
Rotation Bank Changes the rotation of all clones from the previous clone.
Scale X Changes the x scale of all clones from the previous clone.
Scale Y Changes the y scale of all clones from the previous clone.

Scale Z Changes the z scale of all clones from the previous clone.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Num Voxels

X/Y/Z Voxel size along the X, Y, and Z axes.

Change the order in which the cloned objects are assigned to individual clone instances.
All, All of the connected objects are rendered for every clone.

Node Spawn Iterate, The objects are rendered sequentially by clone. For example the first clone

Mode renders the first object, the second clone renders the second object and so on.
Random, The objects are rendered randomly by clone, and are generated at
random points in the system.

Rotate
Clones By Rotate clones to match the normals of the volume.
Normals

Scale Clones

. Scales the cloned objects to match the voxel sizes.
By Voxel Size

Clone Scale | Scale the size of all the clones.

Distance

Threshold Outer threshold for the distance field.

Min Distance

Threshold Inner threshold for the distance field.
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Stiffness

Scale
Stiffness

Notch Reference Manual - 0.9.22

How much clones resist rotating.

How much clones resist rotating.

Clone Toggle whether the clones are coloured based on the procedurals colours, or retain their
Colours material values.

UV Clone Deltas

These parameters apply offsets to the UV Offset / UV Scale / Crop parameters of the materials of each

rendered clone.

Name
UV Scale X/Y Delta
UV Offset X/Y Delta

Description
Relative change to the uv scale of the clone’s material.

Relative change to the uv offset of the clone’s material.

Crop Left/Right/Top/Bottom Delta | Relative change to the crop on each side of the clone’s material.

Inputs

Name

Effectors
Transform Modifier
Target Node

Local Transform
Override

Outputs

Typical Node
Input

Description

Manipulates the clones after they are spawned.

Links all transform properties to the input node.

Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.

Nodes that are to be cloned by a Cloner should be connected to the output of this node.

,and

may be connected, as well as other Cloners.
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Clone To Spline

Method

This node is used to clone objects along the spline created by an input or other source of
spline data — for example from a loaded Cinema4D scene.

Example

ﬂ...'..‘.

Example Nodegraph
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Description

Position X Changes the x position of all clones from the previous clone.
Position Y Changes the y position of all clones from the previous clone.
Position Z Changes the z position of all clones from the previous clone.
Rotation Heading | Changes the x rotation of all clones from the previous clone.
Rotation Pitch Changes the y rotation of all clones from the previous clone.
Rotation Bank Changes the rotation of all clones from the previous clone.
Scale X Changes the x scale of all clones from the previous clone.
Scale Y Changes the y scale of all clones from the previous clone.

Scale Z Changes the z scale of all clones from the previous clone.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Description
Change the order in which the cloned objects are assigned to individual clone instances.
« All, All of the connected objects are rendered for every clone.
Iterate, The objects are rendered sequentially by clone. For example, the first clone
renders the first object, the second clone renders the second object and so on.
Random, The objects are rendered randomly by clone, and are generated at random
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points from the clone system.
Number of copies of the input object created by the node.
Chooses which clone is the first clone generated.

Offset the clones along the Spline.

What percentage of the Spline should be used

Controls how the Spline Offset moves along the Spline.
Knots, followers take the same amount of time to move between each control point

on the spline.

Length, the time followers take to move between each control point is normalised
by the distance along the spline, so the follower will appear to move at a constant
rate.

Randomly offset the clones from the spline.

Scale all cloned objects, useful for matching large objects to smaller cloner systems.

How the clones are rotated relative to the spine.

Rotate the clones bank values to follow that of the spline.

Scale the clones based on the X scale of each of the Spline control points.

Keep nodes static, so they can be culled using Spline Offset and Spline Use Amount.

Toggle whether the clones are coloured based on the Splines colour ramp, or retain their
material values.

UV Clone Deltas

These parameters apply offsets to the UV Offset / UV Scale / Crop parameters of the materials of each

rendered clone.

Name

UV Scale X/Y Delta
UV Offset X/Y Delta
Crop Left/Right/Top/Bottom Delta

Description
Relative change to the uv scale of the clone’s material.
Relative change to the uv offset of the clone’s material.

Relative change to the crop on each side of the clone’s material.
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Inputs

Typical Node
Input

Name Description

Source Spline Spline to clone objects along.

Effectors Manipulates the clones after they are spawned.
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Nodes that are to be cloned by a Cloner should be connected to the output of this node.
, and may be connected, as well as other Cloners.
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Clone To Transform Array

Method

This node generates clones from the currently active elements in a Transform Array node.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Description

Change the order in which the cloned objects are assigned to individual clone instances.

« All, All of the connected objects are rendered for every clone.
Iterate, The objects are rendered sequentially by clone. For example, the first
I\Nﬂ(())(ii(zSpawn clone renders the first object, the second clone renders the second object and
SO on.
Random, The objects are rendered randomly by clone, and are generated at

random points from the clone system.

Num Clones Number of copies of the input object created by the node.
First Clone Chooses which clone is the first clone generated.

Clone Scale Scale the size of all the clones.
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Rotation From
Transform Rotations will be inherited from the input transform array.
Arrays

Scales From
Transform Scales will be inherited from the input transform array.
Array

Determines whether colour data from the transform array should be used to colour the

Colour Clones
clones.

UV Clone Deltas

These parameters apply offsets to the UV Offset / UV Scale / Crop parameters of the materials of each
rendered clone.

Name Description
UV Scale X/Y Delta Relative change to the uv scale of the clone’s material.
UV Offset X/Y Delta Relative change to the uv offset of the clone’s material.

Crop Left/Right/Top/Bottom Delta | Relative change to the crop on each side of the clone’s material.

Inputs

Typical Node

Name Description Input

Transform Array
Source

Source Object from which all the clones will be generated..
Effectors Manipulates the clones after they are spawned.
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Nodes that are to be cloned by a Cloner should be connected to the output of this node.
, and may be connected, as well as other Cloners.
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he region of space that is filled. The resolution of the grid is defined by the Num Voxels X/Y/Z

Example Nodegraph

This node clones 3D objects in a regular 3D grid arrangement, using the shape of a 3D object to define
If Scale Clones By Voxel Size is selected the clones are automatically scaled so that a unit cube would fit

shape the clones are arranged in for this node to be operational. The connected node must be either a
a single voxel cell. If Rotate Clones By Normals is selected the clones are orientated so that they face

parameters. A 3D object node must be connected to the Source Objects input to define the voxelised

along the normal direction of the closest point on the mesh to each voxel.

Clone To Volume

valid path to the root node.

10bit FX Limited
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Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

ScaleZ Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Num Voxels

X/Y/Z Voxel size along the X, Y, and Z axes.

Change the order in which the cloned objects are assigned to individual clone instances.

« All, All of the connected objects are rendered for every clone.
Node Spawn

Mod + lterate, The objects are rendered sequentially by clone. For example, the first clone
ode

renders the first object, the second clone renders the second object and so on.
Random, The objects are rendered randomly by clone, and are generated at
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random points from the clone system.

Rotate Clone

Rotate clones to match the normals of the volume.
by Normals

Scale Clones

. Scales the cloned objects to match the voxel sizes.
By Voxel Size
Clone Scale | Scale the size of all the clones.

Rotation

Stiffness How much clones resist rotating.

Scale

Stiffness How much clones resist rotating.

UV Clone Deltas

These parameters apply offsets to the UV Offset / UV Scale / Crop parameters of the materials of each
rendered clone.

Name Description
UV Scale X/Y Delta Relative change to the uv scale of the clone’s material.
UV Offset X/Y Delta Relative change to the uv offset of the clone’s material.

Crop Left/Right/Top/Bottom Delta | Relative change to the crop on each side of the clone’s material.

Inputs

Typical Node
Input

Name Description

Source Objects Source Object from which all the clones will be generated..
Effectors Manipulates the clones after they are spawned.
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Nodes that are to be cloned by a Cloner should be connected to the output of this node.
, and may be connected, as well as other Cloners.
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Cloner

Method

This node clones 3D objects in a regular pattern in one of several ways depending on the Mode
parameter. In Iterative Cloning mode, the Cloner node’s transform is applied iteratively so each clone is
offset from the one before it. In Radial mode, clones are arranged in a radial pattern, linearly distributed
around a ring in an angle segment defined by the Radial Start Angle and Radial End Angle parameters. In
Grid mode, clones are generated in a 3D grid pattern that may additionally be constrained to a sphere or
cylinder shape. The number of cells in the grid is defined by the Grid Count parameters and the area over
which the clones are distributed is defined by the Grid Size parameters.

In Iterative Cloning mode, the Transform parameters define the transform that is applied as a delta
between the location of the last clone and the next. In Radial and Grid mode the Transform parameters
ransform the location of the ring or grid. In Iterative Cloning mode, it is possible to control the effect of
ransform rotations or scales on the individual clones. The Rotation Affects Position and Scale Affects
Position parameters determine whether the rotation and scale of the Transform affect the positions of
he clones. The Rotation Affects Clone Rotation and the Scale Affects Clone Scale parameters determine
whether the transform’s rotation and scale cause clones to be rotated and scaled. For example, a ring
shape of unrotated clones can be created by applying rotation in the Transform, enabling Rotation
Affects Position and disabling Rotation Affects Clone Rotation.

It is also possible to iteratively modify certain properties of the rendered objects for each clone,
using the UV Clone Deltas parameters. These allow the UV Scale and Offset and the UV Crop material

parameters to be offset for each clone so that for example each clone reads a different part of its
material texture.

Example
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e

This image is taken from the “cloner_imageplanes.dfx” sample project.

Example Nodegraph
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There is much more to creating this effect, shown here is a section that is specifically relevant to this node.

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank
Scale X

Scale Y

Scale Z

Description

Changes the x position of all clones from the previous clone.
Changes the y position of all clones from the previous clone.
Changes the z position of all clones from the previous clone.
Changes the x rotation of all clones from the previous clone.

Changes the y rotation of all clones from the previous clone.

Changes the rotation of all clones from the previous clone.
Changes the x scale of all clones from the previous clone.
Changes the y scale of all clones from the previous clone.

Changes the z scale of all clones from the previous clone.
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Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Description

Change how the clones are arranged after being spawned.
Iterative Cloning, The Cloner node’s transform is applied sequentially, so each

clone is translated, scaled and rotated from the previous using the Transform
values.

+ 3D Grid, the clones are generated in a 3D Grid.
Radial, The clones are generated in a radial pattern.

Change the order in which the cloned objects are assigned to individual clone instances.
« All, All of the connected objects are rendered for every clone.

Iterate, The objects are rendered sequentially by clone. For example, the first
Node Spawn

Mod clone renders the first object, the second clone renders the second object and
ode

SO on.
Random, The objects are rendered randomly by clone, and are generated at
random points from the clone system.

Num Clones Number of copies of the input object created by the node.
First Clone Chooses which clone is the first clone generated.

Rotation
Affects The rotation of the child object affects the position of the clones.
Position

Scale Affects

o The scale of the child object affects the position of the clones.
Position

Rotation
Affects Clone | The rotation of the clones increases with each clone added.
Rotation

Scale Affects

The scale of the new clone increases with each clone added.
Clone Scale

Grid
Only functions if “3D Grid” is selected in the “Mode” attribute.

Name Description
Grid Count X Number of sections in the grid in the X axis.

Grid Count Y Number of sections in the grid in the Y axis.
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Grid Count Z Number of sections in the grid in the Z axis.

Grid Size X The size of the grid in the X axis. The clones are distributed evenly within this size limit.
Grid Size Y The size of the grid in the Y axis. The clones are distributed evenly within this size limit.
Grid Size Z The size of the grid in the Z axis. The clones are distributed evenly within this size limit.
Grid Stagger X | Offset alternating clones along the X axis.

Grid Stagger Y | Offset alternating clones along the Y axis.

Grid Stagger Z | Offset alternating clones along the Z axis.

Grid Fill How much of the grid is filled in, in its centre.

Which type of grid is generated.

Cubic, The clones are arranged in a regular grid inside a cube.

Grid Type + Spherical, The clones are arranged in a regular grid inside a sphere.

Cylindrical, The clones are arranged in a regular grid inside a cylinder.

Changes how the Grid Size X/Y/Z affect the clones.
Grid Size Mode + Total Size, Controls the whole size of the grid.

+ Size Per Clone, Controls the distance between clones on the grid.

Radial

Only functions if “Radial” is selected in the “Mode” attribute.

Name Description

Radius The radius of the ring shape.

Radial Start Angle | The angular location of the first clone around the ring.
Radial End Angle | The angular location of the last clone around the ring.

Radial Plane The planar axis in which the ring is positioned.

UV Clone Deltas

These parameters apply offsets to the UV Offset / UV Scale / Crop parameters of the materials of each
rendered clone.

Name Description
UV Scale X/Y Delta Relative change to the uv scale of the clone’s material.
UV Offset X/Y Delta Relative change to the uv offset of the clone’s material.

Crop Left/Right/Top/Bottom Delta | Relative change to the crop on each side of the clone’s material.
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Inputs

Name

Effectors
Transform Modifier
Target Node

Local Transform
Override

Outputs
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Typical Node
Input

Description

Manipulates the clones after they are spawned.

Links all transform properties to the input node.

Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.

Nodes that are to be cloned by a Cloner should be connected to the output of this node.

,and

may be connected, as well as other Cloners.
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Convert Geometr

Method

This node generates boxes spawned over the surface of an input object. The boxes are spawned based
on one axis, which can be chosen from the axis attribute. They will also re-scale and warp to fit the
surface of the input object. The boxes can then be affected by Clone Effectors via the Effectors input.

Example
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Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description
Visible Control whether the node is visible or not to the scene.
Block Size | Change the size of the boxes.

Axis Which axis the blocks are spawned from.

Material

Description

. Source Object which dictates where the boxes will be
Source Object

generated.
Effectors Manipulates the clones after they are spawned.
Material Override the default material with another material.

Transform Modifier Links all transform properties to the input node.

Notch Reference Manual - 0.9.22

Typical Node
Input
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Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

The outputs section for this node is currently being worked on.
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Method

Clones an object and gives the new clones random positions within a specified area.

Example

Example Nodegraph
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Ambient Light [

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Num Clones | Number of copies of the input object created by the node.
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Change the order in which the cloned objects are assigned to individual clone instances.
« All, All of the connected objects are rendered for every clone.

Node Spawn + lterate, The objects are rendered sequentially by clone. For example, the first clone

Mode renders the first object, the second clone renders the second object and so on.
Random, The objects are rendered randomly by clone, and are generated at
random points from the clone system.

Clone Scale | Scale the size of all the clones.

Scale
Randomness

Adds randomness to each clones scale.

Spread X How much the objects positions are spread across X axis.
Spread Y How much the objects positions are spread across Y axis.
Spread Z How much the objects positions are spread across Z axis.

Spregd How much the objects rotations are spread across X axis.
Heading

Spread Pitch | How much the objects rotations are spread across Y axis.
Spread Bank | How much the objects rotations are spread across Z axis.

Rotate

Enable the cloner to rotate clones.
Clones
Scale Clones | Enable the cloner to scale clones.

Seed Select a random seed for the cloner generation.

UV Clone Deltas

These parameters apply offsets to the UV Offset / UV Scale / Crop parameters of the materials of each
rendered clone.

Name Description
UV Scale X/Y Delta Relative change to the uv scale of the clone’s material.
UV Offset X/Y Delta Relative change to the uv offset of the clone’s material.

Crop Left/Right/Top/Bottom Delta | Relative change to the crop on each side of the clone’s material.

Inputs

Typical Node

Name Description Input

Effector Manipulates the clones after they are spawned.

Transform Modifier Links all transform properties to the input node.
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Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Nodes that are to be cloned by a Cloner should be connected to the output of this node.
,and may be connected, as well as other Cloners.
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Effectors

Method

Effector nodes modify the transformation values of clones in cloner node systems.

Effectors are hooked into as inputs.
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Colour Ramp Effector

Method

This node modifies the colour values of connected cloner systems based on an input

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Blend Controls the amount in which the resulting rotation, scale and translation of each clone after
Amount | the effector is applied is blended with the clone’s original rotation, scale and translation.

The transform space in which the Effector is processed.

Node, use the cloner’s transform space.

SIEEIEE Effector, use the effector’s transform space.

+ Object, use the cloned object’s transform space.

Color
Blend How much the colour blends with the original clones colour.
Amount

Source

Channel What property of the clones in relation to the effector should be used to dictate colour.
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Source
Scale

Source
Offset

Modulate
Function

Noise
Scale

Lacunarity

Gain

Animation
Rate

Update
Time
Mode

Falloff

Name

Position X /Y / Z, Clones are coloured based on their X, Y or Z position.

Distance, Clones are coloured based on their radial distance from the effector.
Fractal Noise, Clones will be coloured based on a simple fractal noise function.
Clone Index, Clones will be coloured based on their index.

Random Value, Clones are coloured completely randomly with the input colour ramp.

Scale the size of the source Colour Ramp.

Offset the values from the source Colour Ramp.

The method by which the colour ramp is sampled / repeated.
Clamp, The sample locations are clamped from 0 to 1.

Repeat, The sample locations are repeated.
+ Sine, The sample locations are modulated with a sine wave.

Scale the size of any noise generated. Only functions with Fractal Noise selected in the Source
Channel Attribute.

How large the gaps between the generated noise is. Only functions with Fractal Noise selected
in the Source Channel Attribute.

The smoothness of the generated noise. Only functions with Fractal Noise selected in the
Source Channel Attribute.

The speed at which the noise is animated. Only functions with Fractal Noise selected in the
Source Channel Attribute.

Change how the clones are affected with respect to the scene’s timecode.
Locked To Timecode, The effect is locked to the time code.

* Running / Loopable, The effect is generated separated to the timecode.

Description

Change how the falloff from the original object is calculated.
Infinite, There is no falloff.

Linear, Falloff is propagates along the x axis.

Falloff Mode

+ Sphere, Falloff is based on distance from the plain effector origin.
Procedural, Use a procedural system to describe the falloff area.
Box, Falloff is based on a box.

Linear Falloff Axis | The axis to use for a linear axis falloff.

Falloff

Inner Falloff

The outer radius of the falloff, where the effector no longer effects the clones.

The inner radius of the falloff, where the effector effects the clones strongest.

Falloff Power Change how quickly the nodes falloff from the effector

Falloff Size

The width, length and height of the falloff.
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Invert Falloff
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Invert the direction of the falloff.

Effector Transform

Name

Position X
Position Y
Position Z

Rotation
Heading

Rotation Pitch
Rotation Bank
Scale X
Scale Y
Scale Z
Uniform Scale

Apply To
Position

Apply To
Rotation

Apply To Scale

Position Apply
Mode

Rotation Apply
Mode

Scale Apply
Mode

Description
Offset the clones x position from the source object position.
Offset the clones y position from the source object position.

Offset the clones z position from the source object position.
Offset the clones y rotation from the source object rotation.

Offset the clones z rotation from the source object rotation.
Offset the clones x rotation from the source object rotation.
Offset the clones x scale from the source object scale.
Offset the clones y scale from the source object scale.
Offset the clones z scale from the source object scale.

Scale the clones by the same value along all axes.

Apply the position changes from the cloner to the clones.

Apply the rotation changes from the cloner to the clones.

Apply the scale changes from the cloner to the clones.

The method by which the effector position offset is applied to the clone.
+ Add, the effector position is weighted by the falloff and added to the clone

position.

Multiply, the effector position, multiplied by the clone position, is blended with
the clone position by the falloff.

Replace, the effector position is multiplied by the falloff and replaces the clone
position.

The method by which the effector rotation offset is applied to the clone.
« Add, the effector rotation is weighted by the falloff and added to the clone

rotation .

Multiply, the effector rotation, multiplied by the clone rotation, is blended with
the clone rotation by the falloff.

Replace, the effector rotation is multiplied by the falloff and replaces the clone
rotation.

The method by which the effector scale offset is applied to the clone.
+ Add, the effector scale is weighted by the falloff and added to the clone scale.

Multiply, the effector scale, multiplied by the clone scale, is blended with the
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clone scale by the falloff.
+ Replace, the effector scale is multiplied by the falloff and replaces the clone
scale.

Inputs

Typical Node
Input

Name Description

Colour Ramp Controls the colours and ranges of colours used for this effect.
Procedural Falloff Use a procedural system to generate falloff from. Procedural Root
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Connect the output to the effector input of any cloner node. Multiple effectors connected to the same
output will stack, and order of operations chosen by positon on the nodegraph.
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FFT Effector

Method

This node applies a rotation, scale and translation to clones based on the analysis of an audio input or
file. The waveform is processed using a set of parameters in the same way as the

The Effector Transform parameters determine the rotation, scale and translation that will be applied to
he clones. The amount the translation, scale and rotation are applied to each clone is weighted
depending on the falloff function. The effector’s falloff is generated using the effector node’s transform
and the Falloff parameters. The falloff shape is determined by the Falloff Mode parameter, with a radius
provided by the Falloff parameter and a box falloff from the Falloff Size parameter.

The way in which the effector’s rotation, scale and translation are applied to the clone is determined by
he Position/Rotation/Scale Apply Mode parameters.

Example
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Screen Space Am.. [

Directional Light [/

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Blend Controls the amount in which the resulting rotation, scale and translation of each clone after
Amount the effector is applied is blended with the clone’s original rotation, scale and translation.

The transform space in which the effector is processed.

Space ;
P + Node, use the cloner’s transform space.
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Sound
Channel

Frequency
Band

Band EQ
Time Offset

Change
Threshold

Attack
Decay

Min Value
Max Value
Max Clamp
Spikiness
Scale
Smoothness

FFT Sample
Scale

Waveform

Direction

Falloff Mode

Notch Reference Manual - 0.9.22

Effector, use the effector’s transform space.
« Object, use the cloned object’s transform space.

Sound file used to drive the effect.

Which audio channel is used.
Sets the Band EQ to one of the given presets.

Selects and weights the frequency bands to be used from the sound file.

Offset the time the clones are modified from the time the waveform is at.
Changes the threshold for what counts toward the effect.

Controls the initial time between the current values to the peak.

Controls the time between the peak to the sustain level.

Acts as a minimum threshold for extracting a range of values from the waveform.
Acts as a maximum threshold for extracting a range of values from the waveform.
A maximum value which values will be clamped if they go above.

Accentuates peaks in the waveform so they are sharper.

How much the output values are scaled.

How much smoothing is applied between differing values.
Scale the size of the waveform as it is applied.

Visualises the waveform of of the sound.

Control how the FFT is applied to the Cloner system.
Linear, The bands are spread along the x axis, and time progresses in the positive z

axis.
Radial, The bands spread out radially around the z axis, and time progresses in the
positive z axis.

Spherical, The bands spread out radially around the z axis, and time progresses in

the negative z axis. Only position x is used to affect the clones.

Description
Change how the falloff from the original object is calculated.
Infinite, There is no falloff.
Linear, Falloff is propagates along the x axis.
Sphere, Falloff is based on distance from the plain effector origin.
« Procedural, Use a procedural system to describe the falloff area.
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Box, Falloff is based on a box.

Linear Falloff Axis | The axis to use for a linear axis falloff.

Falloff

Inner Falloff
Falloff Power
Falloff Size

Invert Falloff

The outer radius of the falloff, where the effector no longer effects the clones.
The inner radius of the falloff, where the effector effects the clones strongest.
Change how quickly the nodes falloff from the effector

The width, length and height of the falloff.

Invert the direction of the falloff.

Effector Transform

Name

Position X
Position Y
Position Z

Rotation
Heading

Rotation Pitch
Rotation Bank
Scale X
Scale Y
Scale Z

Uniform Scale

Position Apply
Mode

Rotation Apply
Mode

Description
Offset the clones x position from the source object position.
Offset the clones y position from the source object position.

Offset the clones z position from the source object position.
Offset the clones y rotation from the source object rotation.

Offset the clones z rotation from the source object rotation.
Offset the clones x rotation from the source object rotation.
Offset the clones x scale from the source object scale.
Offset the clones y scale from the source object scale.
Offset the clones z scale from the source object scale.
Scale the clones by the same value along all axes.

The method by which the effector position offset is applied to the clone.
+ Add, the effector position is weighted by the falloff and added to the clone

position.

Multiply, the effector position, multiplied by the clone position, is blended with
the clone position by the falloff.

Replace, the effector position is multiplied by the falloff and replaces the clone
position.

The method by which the effector rotation offset is applied to the clone.
+ Add, the effector rotation is weighted by the falloff and added to the clone

rotation.

Multiply, the effector rotation, multiplied by the clone rotation, is blended with
the clone rotation by the falloff.

Replace, the effector rotation is multiplied by the falloff and replaces the clone
rotation.
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The method by which the effector scale offset is applied to the clone.
+ Add, the effector scale is weighted by the falloff and added to the clone scale.

Scale Apply « Multiply, the effector scale, multiplied by the clone scale, is blended with the
Mode clone scale by the falloff.
Replace, the effector scale is multiplied by the falloff and replaces the clone
scale.

Inputs

Typical Node
Input

Name Description

Sound Use an input sound to override the sound attribute.
Procedural Falloff Use a procedural system to generate falloff from. Procedural Root
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Connect the output to the effector input of any cloner node. Multiple effectors connected to the same
output will stack, and order of operations chosen by positon on the nodegraph.
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Image Effector

Method

This node changes the transformation and colour properties of a clone system based on an input image.

The Effector Transform parameters determine the rotation, scale and translation that will be applied to
he clones. The Effector’s falloff is generated using the Effector node’s transform and the falloff
parameters. The Falloff Shape is determined by the Falloff Mode parameter, with a radius provided by the
Falloff parameter and a box falloff from the Falloff Size parameter.

Using a mapping node as an input, you can change the way that the image is mapped to all the clones in

he system.

Example
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Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Blend Controls the amount in which the resulting rotation, scale and translation of each clone after
Amount the effector is applied is blended with the clone’s original rotation, scale and translation.

Space The transform space in which the effector is processed.
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Colour
Blend
Amount

Falloff

Name

Falloff Mode

Linear Falloff Axis

Falloff

Inner Falloff
Falloff Power
Falloff Size

Invert Falloff

Notch Reference Manual - 0.9.22

Node, use the cloner’s transform space.
« Effector, use the effector’s transform space.
Object, use the cloned object’s transform space.

How much the clones colours are blended with the image’s colour.

Description

Change how the falloff from the original object is calculated.
Infinite, There is no falloff.

Linear, Falloff is propagates along the x axis.

+ Sphere, Falloff is based on distance from the plain effector origin.

Procedural, Use a procedural system to describe the falloff area.
Box, Falloff is based on a box.

The axis to use for a linear axis falloff.

The outer radius of the falloff, where the effector no longer effects the clones.

The inner radius of the falloff, where the effector effects the clones strongest.

Change how quickly the nodes falloff from the effector
The width, length and height of the falloff.

Invert the direction of the falloff.

Effector Transform

Name

Position X
Position Y
Position Z

Rotation
Heading

Rotation Pitch
Rotation Bank
Scale X
ScaleY
Scale Z

Uniform Scale

Description
Offset the clones x position from the source object position.
Offset the clones y position from the source object position.

Offset the clones z position from the source object position.
Offset the clones y rotation from the source object rotation.

Offset the clones z rotation from the source object rotation.
Offset the clones x rotation from the source object rotation.
Offset the clones x scale from the source object scale.
Offset the clones y scale from the source object scale.
Offset the clones z scale from the source object scale.

Scale the clones by the same value along all axes.
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Apply To

Position Apply the position changes from the cloner to the clones.

Apply To

Stk Apply the rotation changes from the cloner to the clones.

Apply To Scale | Apply the scale changes from the cloner to the clones.

The method by which the effector position offset is applied to the clone.
+ Add, the effector position is weighted by the falloff and added to the clone

position.
Position Apply

Mod Multiply, the effector position, multiplied by the clone position, is blended with
ode

the clone position by the falloff.
Replace, the effector position is multiplied by the falloff and replaces the clone
position.

The method by which the effector rotation offset is applied to the clone.
+ Add, the effector rotation is weighted by the falloff and added to the clone

rotation.
Rotation Apply

Mod Multiply, the effector rotation, multiplied by the clone rotation, is blended with
ode

the clone rotation by the falloff.
Replace, the effector rotation is multiplied by the falloff and replaces the clone
rotation.

The method by which the effector scale offset is applied to the clone.
« Add, the effector scale is weighted by the falloff and added to the clone scale.

Scale Apply « Multiply, the effector scale, multiplied by the clone scale, is blended with the
Mode clone scale by the falloff.
Replace, the effector scale is multiplied by the falloff and replaces the clone
scale.

Inputs

Typical Node
Input

Name Description

Image Node Add an image to effect the clones.

Mapping Changes How the image is mapped to the effected clones.
Procedural Falloff Use a procedural system to generate falloff from. Procedural Root
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.
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Outputs

Connect the output to the effector input of any cloner node. Multiple effectors connected to the same
output will stack, and order of operations chosen by positon on the nodegraph.
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Kill Box Effector

Method

This node limits areas that clones can be spawned in, using shapes described in the Falloff Attribute

Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name | Description

Blend Controls the amount in which the resulting rotation, scale and translation of each clone after the
Amount | effector is applied is blended with the clone’s original rotation, scale and translation.

The transform space in which the effector is processed.
Node, use the cloner’s transform space.
Space Effector, use the effector’s transform space.

Object, use the cloned object’s transform space.
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Description

Change how the falloff from the original object is calculated.
Infinite, There is no falloff.

Linear, Falloff is propagates along the x axis.

sealllei Weae « Sphere, Falloff is based on distance from the plain effector origin.

Procedural, Use a procedural system to describe the falloff area.
Box, Falloff is based on a box.

Linear Falloff Axis | The axis to use for a linear axis falloff.

Falloff The outer radius of the falloff, where the effector no longer effects the clones.
Inner Falloff The inner radius of the falloff, where the effector effects the clones strongest.
Falloff Power Change how quickly the nodes falloff from the effector

Falloff Size The width, length and height of the falloff.

Invert Falloff Invert the direction of the falloff.

Inputs

Typical Node
Input

Name Description
Procedural Falloff Use a procedural system to generate falloff from. Procedural Root
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Connect the output to the effector input of any cloner node. Multiple effectors connected to the same
output will stack, and order of operations chosen by positon on the nodegraph.
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Plain Effector

Method

This node applies a rotation, scale and translation to every clone. The Effector Transform parameters

determine the rotation, scale and translation that will be applied to the clones.

The amount the translation, scale and rotation are applied to each clone is weighted depending on the
falloff function. The effector’s falloff is generated using the effector node’s transform and the Falloff
parameters. The falloff shape is determined by the Falloff Mode parameter, with a radius provided by the
Falloff parameter and a box falloff from the Falloff Size parameter.

The way in which the effector’s rotation, scale and translation are applied to the clone is determined by
he Position/Rotation/Scale Apply Mode parameters.

Example

This image is taken from the “cloner_instancing” sample project.

Example Nodegraph
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There is much more to creating this effect, shown here is a section that is specifically relevant to this node.

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank
Scale X

ScaleY

Scale Z

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotate the object about the x-axis.
Rotate the object about the y-axis.
Rotate the object about the z-axis.
Scale along the x-axis.
Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name | Description

Blend Controls the amount in which the resulting rotation, scale and translation of each clone after the
Amount | effector is applied is blended with the clon€’s original rotation, scale and translation.

Space | The transform space in which the effector is processed.
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Node, use the cloner’s transform space.
Effector, use the effector’s transform space.
Object, use the cloned object’s transform space.

Description
Change how the falloff from the original object is calculated.
Infinite, There is no falloff.
Linear, Falloff is propagates along the x axis.
+ Sphere, Falloff is based on distance from the plain effector origin.
Procedural, Use a procedural system to describe the falloff area.
Box, Falloff is based on a box.

Linear Falloff Axis | The axis to use for a linear axis falloff.

Falloff

Inner Falloff
Falloff Power
Falloff Size

Invert Falloff

The outer radius of the falloff, where the effector no longer effects the clones.
The inner radius of the falloff, where the effector effects the clones strongest.
Change how quickly the nodes falloff from the effector

The width, length and height of the falloff.

Invert the direction of the falloff.

Effector Transform

Name

Position X
Position Y
Position Z

Rotation
Heading

Rotation Pitch
Rotation Bank
Scale X
Scale Y
Scale Z

Uniform Scale

Position Apply
Mode

Description
Offset the clones x position from the source object position.
Offset the clones y position from the source object position.

Offset the clones z position from the source object position.
Offset the clones y rotation from the source object rotation.

Offset the clones z rotation from the source object rotation.
Offset the clones x rotation from the source object rotation.
Offset the clones x scale from the source object scale.
Offset the clones y scale from the source object scale.
Offset the clones z scale from the source object scale.
Scale the clones by the same value along all axes.

The method by which the effector position offset is applied to the clone.
+ Add, the effector position is weighted by the falloff and added to the clone
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position.

« Multiply, the effector position, multiplied by the clone position, is blended with
the clone position by the falloff.
Replace, the effector position is multiplied by the falloff and replaces the clone
position.

The method by which the effector rotation offset is applied to the clone.
+ Add, the effector rotation is weighted by the falloff and added to the clone

rotation.
Rotation Apply

Mod Multiply, the effector rotation, multiplied by the clone rotation, is blended with
ode

the clone rotation by the falloff.
Replace, the effector rotation is multiplied by the falloff and replaces the clone
rotation.

The method by which the effector scale offset is applied to the clone.
+ Add, the effector scale is weighted by the falloff and added to the clone scale.

Scale Apply « Multiply, the effector scale, multiplied by the clone scale, is blended with the
Mode clone scale by the falloff.
Replace, the effector scale is multiplied by the falloff and replaces the clone
scale.

Inputs

Typical Node
Input

Name Description
Procedural Falloff Use a procedural system to generate falloff from. Procedural Root
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Connect the output to the effector input of any cloner node. Multiple effectors connected to the same
output will stack, and order of operations chosen by positon on the nodegraph.
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Quantise Effector

Method

This node restricts the possible range of values a clone can be translated, rotated, or scaled to. The
Effector Transform parameters determine the rotation, scale and translation that will be applied to the
clones.

The amount the translation, scale and rotation are applied to each clone is weighted depending on the
falloff function. The effector’s falloff is generated using the effector node’s transform and the Falloff
parameters. The falloff shape is determined by the Falloff Mode parameter, with a radius provided by the
Falloff parameter and a box falloff from the Falloff Size parameter.

The way in which the effector’s rotation, scale and translation are applied to the clone is determined by
he Position/Rotation/Scale Apply Mode parameters.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name | Description

Blend Controls the amount in which the resulting rotation, scale and translation of each clone after the
Amount | effector is applied is blended with the clone’s original rotation, scale and translation.
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The transform space in which the effector is processed.
Node, use the cloner’s transform space.

Effector, use the effector’s transform space.
Object, use the cloned object’s transform space.

Description

Change how the falloff from the original object is calculated.
Infinite, There is no falloff.

Linear, Falloff is propagates along the x axis.

sl Lok + Sphere, Falloff is based on distance from the plain effector origin.

Procedural, Use a procedural system to describe the falloff area.
Box, Falloff is based on a box.

Linear Falloff Axis | The axis to use for a linear axis falloff.

Falloff The outer radius of the falloff, where the effector no longer effects the clones.
Inner Falloff The inner radius of the falloff, where the effector effects the clones strongest.
Falloff Power Change how quickly the nodes falloff from the effector

Falloff Size The width, length and height of the falloff.

Invert Falloff Invert the direction of the falloff.

Effector Transform

Name Description

Position X Offset the clones x position from the source object position.
Position Y Offset the clones y position from the source object position.
Position Z Offset the clones z position from the source object position.
Rotation Heading | Offset the clones y rotation from the source object rotation.
Rotation Pitch Offset the clones z rotation from the source object rotation.
Rotation Bank Offset the clones x rotation from the source object rotation.
Scale X Offset the clones x scale from the source object scale.
Scale Y Offset the clones y scale from the source object scale.
Scale Z Offset the clones z scale from the source object scale.
Uniform Scale Scale the clones by the same value along all axes.

Apply To Position | Apply the position changes from the cloner to the clones.

Apply To Rotation | Apply the rotation changes from the cloner to the clones.
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Apply To Scale Apply the scale changes from the cloner to the clones.

Inputs

Typical Node
Input

Name Description
Procedural Falloff Use a procedural system to generate falloff from. Procedural Root
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Connect the output to the effector input of any cloner node. Multiple effectors connected to the same
output will stack, and order of operations chosen by positon on the nodegraph.
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Randomise Effector

Method

This node applies a randomised rotation, scale and translation to every clone. The Effector Transform
parameters determine the rotation, scale and translation that will be applied to the clones; these values
are used as ranges for generated random values. The random values are generated from a seed and the
clone index, so are consistent between frames.
The amount the translation, scale and rotation are applied to each clone is weighted depending on the
falloff function. The effector’s falloff is generated using the effector node’s transform and the Falloff
parameters. The falloff shape is determined by the Falloff Mode parameter, with a radius provided by the
Falloff parameter and a box falloff from the Falloff Size parameter.
The way in which the effector’s rotation, scale and translation are applied to the clone is determined by
he Position/Rotation/Scale Apply Mode parameters. The Uniform Random Scale parameter uses the
same random value for each channel of the applied scale, so the randomness of the scale of the clones
will be uniform rather than differing per channel.

Example

This image is taken from the “cloner_instancing” sample project.

Example Nodegraph
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There is much more to creating this effect, shown here is a section that is specifically relevant to this node.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

ScaleY Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name | Description

Blend Controls the amount in which the resulting rotation, scale and translation of each clone after the
Amount | effector is applied is blended with the clone’s original rotation, scale and translation.

Space | The transform space in which the effector is processed.
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Node, use the cloner’s transform space.

+ Effector, use the effector’s transform space.

Falloff Mode

Linear Falloff Axis

Falloff

Inner Falloff
Falloff Power
Falloff Size

Invert Falloff

Object, use the cloned object’s transform space.

Description

Change how the falloff from the original object is calculated.
Infinite, There is no falloff.

Linear, Falloff is propagates along the x axis.

+ Sphere, Falloff is based on distance from the plain effector origin.
Procedural, Use a procedural system to describe the falloff area.
Box, Falloff is based on a box.

The axis to use for a linear axis falloff.

The outer radius of the falloff, where the effector no longer effects the clones.
The inner radius of the falloff, where the effector effects the clones strongest.
Change how quickly the nodes falloff from the effector

The width, length and height of the falloff.

Invert the direction of the falloff.

Effector Transform

Name

Position X
Position Y
Position Z

Rotation
Heading

Rotation Pitch
Rotation Bank
Scale X
Scale Y
Scale Z
Uniform Scale

Apply To
Position

Description
Offset the clones x position from the source object position.
Offset the clones y position from the source object position.

Offset the clones z position from the source object position.
Offset the clones y rotation from the source object rotation.

Offset the clones z rotation from the source object rotation.
Offset the clones x rotation from the source object rotation.
Offset the clones x scale from the source object scale.
Offset the clones y scale from the source object scale.
Offset the clones z scale from the source object scale.

Scale the clones by the same value along all axes.

Apply the position changes from the cloner to the clones.
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Apply To

- Apply the rotation changes from the cloner to the clones.

Apply To Scale | Apply the scale changes from the cloner to the clones.

The method by which the effector position offset is applied to the clone.
« Add, the effector position is weighted by the falloff and added to the clone

position.
Position Apply

Vi Multiply, the effector position, multiplied by the clone position, is blended with
ode

the clone position by the falloff.
+ Replace, the effector position is multiplied by the falloff and replaces the clone
position.

The method by which the effector rotation offset is applied to the clone.
+ Add, the effector rotation is weighted by the falloff and added to the clone

rotation.
Rotation Apply

Mod Multiply, the effector rotation, multiplied by the clone rotation, is blended with
ode

the clone rotation by the falloff.
Replace, the effector rotation is multiplied by the falloff and replaces the clone
rotation.

The method by which the effector scale offset is applied to the clone.
+ Add, the effector scale is weighted by the falloff and added to the clone scale.

Scale Apply « Multiply, the effector scale, multiplied by the clone scale, is blended with the
Mode clone scale by the falloff.
Replace, the effector scale is multiplied by the falloff and replaces the clone
scale.

Uniform Use the same generated random value for each axis of scaling, so clones will be
Random Scale | randomly scaled uniformly.

Seed Select the random seed to generate randomised transformations from.

Inputs

Typical Node
Input

Name Description
Procedural Falloff Use a procedural system to generate falloff from. Procedural Root
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.
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Outputs

Connect the output to the effector input of any cloner node. Multiple effectors connected to the same
output will stack, and order of operations chosen by positon on the nodegraph.
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Rigid Body Effector

Method

The Rigid Body Effector node turns clones into rigid bodies. The resulting bodies are able to collide with
each other, or with other bodies that are part of the same physics system — under the same Rigid Body
Root.

If this node is parented via a Rigid Body Root it will be part of the physics system of that Rigid Body
Root. Otherwise, this node is capable of acting as its own physics system, allowing for easy rigging of a
simple physics system with a single cloner.

For best results ensure that the clones do not overlap in their initial position before dynamics is applied.

Example

Example Nodegraph
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GG

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Description
The rigid body mode
+ Static, the clones are not affected by physics but other bodies will collide by them
Kinematic, the clones are not affected by physics but other bodies will collide by
them and be affected by the velocity of the clone.
Dynamic, the clones are affected by physics.
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Dynamic After Collision, the clones are affected by physics only after first being hit
by another body. They are treated as kinematic before being hit.

The shape used for the rigid bodies
+ Cloned Objects (Simplified / Convex Hulls), the cloned geometry attached to the

parent cloner is used as rigid body geometry — but simplified convex hulls via the
mode specified by Convex Hull Mode. Convex hull simplification is often necessary
to ensure objects are suitably low poly and convex, as rigid bodies must be.

Boxes, boxes are used for the rigid body shape.

+ Spheres, spheres are used for the rigid body shape.

Input 3D Objects, The Collision Shapes input may be used to connect the meshes to
use for the rigid body shapes.

+ Chunked 3D Object, A single, chunked 3D object is used — and each clone uses a
chunk. This is suitable when the Rigid Body Effector is linked to a single chunked
object via the Chunk Effector Deformer.

+ Cloned Objects (Original Geometry), the cloned geometry attached to the parent
cloner is used as rigid body geometry.

Defines the convex hull method, when convex hulls are used for the collision shape. Choose
the best fit for the cloned objects. Fewer faces will be more efficient.

10 Faces (Cylinder) — X Axis, a cylindrical shape oriented along the X axis.
10 Faces (Cylinder) - Y Axis, a cylindrical shape oriented along the Y axis.

Convex + 10 Faces (Cylinder) — Z Axis, a cylindrical shape oriented along the Z axis.

sl v 14 Faces (Capsule) — X Axis, a capsule shape oriented along the X axis.

14 Faces (Capsule) - Y Axis, a capsule shape oriented along the Y axis.
14 Faces (Capsule) — Z Axis, a capsule shape oriented along the Z axis.
18 Faces (Rounded Box), a rounded box shape.

Max

Velocity The maximum velocity any rigid body in this system can reach.

Max
Angular The maximum angular velocity any rigid body in this system can reach.
Velocity

Dampening | Reduces the velocity and angular velocity of bodies over time, per frame.

Smooths motion of bodies over frames to remove the visual appearance of jitters in the

Smoothing physics system.

Gravity Gravity strength. Defaults to 9.8 but should be adjusted to reflect the scale of the scene.

Floor
Collision Generates a default floor plane to collide all rigid bodies with.
Enabled

Floor

Height The height of the default floor plane.

Show Rigid

Bodies Displays a debug view of the actual rigid body shapes being used to calculate collisions.
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Physics Attributes

Name Description

How much other rigid bodies will be able to slide along side this rigid body. When two rigid

tleely bodies of different frictions interact, the minimum value is used.
Bounciness | How much this rigid body will bounce off of other rigid bodies in the scene.

The density of the rigid body. The density is scaled by the area of the shape to determine the

Density mass of the body.

The spin of the rigid body on the X/Y/Z axes. This scales the inertia tensor on the axes,

Spi 22 making the body spin faster in that direction when torque is applied.

Inputs

Name Description Typical Node Input
Rigid Bodies Input Rigid Bodies to collide the clones with.

Input forces which can move and transform the Rigid
Bodies.

Rigid Body Affectors
Collision Shapes Use this input shape to calculate collisions against.
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to
Override its parent.

Outputs

Connect the output to the effector input of any cloner node. Multiple effectors connected to the same
output will stack, and order of operations chosen by positon on the nodegraph.

Page 171 of 1563




10bit FX Limited Notch Reference Manual - 0.9.22

Ripple Effector

Method

This node applies a wave action of effects to the clone it is inputted into. The Effector Transform
parameters determine the rotation, scale and translation that will be applied to the clones.

The amount the translation, scale and rotation are applied to each clone is weighted depending on the

falloff function. The effector’s falloff is generated using the effector node’s transform and the Falloff
parameters. The falloff shape is determined by the Falloff Mode parameter, with a radius provided by the
Falloff parameter and a box falloff from the Falloff Size parameter.

The way in which the effector’s rotation, scale and translation are applied to the clone is determined by
he Position/Rotation/Scale Apply Mode parameters.

Example

Example Nodegraph
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Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Blend Controls the amount in which the resulting rotation, scale and translation of each clone after
Amount the effector is applied is blended with the clone’s original rotation, scale and translation.

The transform space in which the effector is processed.
+ Node, use the cloner’s transform space.

SIEEIEE « Effector, use the effector’s transform space.

+ Object, use the cloned object’s transform space.

Animation

Rate How quickly the sine wave animates across the clones
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How quickly the clones move through the animation of the ripple effect

Peak How quickly the animation of the ripple hits its peak point.

Sharpness

Ripple
Scale

Ripple

Scales the cloned object.

Repeat How long until the next ripple effect.

Rate

Control how the ripple is applied to the Cloner system.

Direction

Linear, The bands are spread along the x axis, and time progresses in the positive z
axis.

Radial, The bands spread out radially around the z axis, and time progresses in the
positive z axis.

+ Spherical, The bands spread out radially around the z axis, and time progresses in

the negative z axis. Only position x is used to affect the clones.

Change how the clones are affected with respect to the scene’s timecode.

Falloff Mode

Linear Falloff Axis
Falloff

Inner Falloff
Falloff Power
Falloff Size

Invert Falloff

Locked To Timecode, The effect is locked to the time code.
Running / Loopable, The effect is generated separated to the timecode.

Description

Change how the falloff from the original object is calculated.
Infinite, There is no falloff.

« Linear, Falloff is propagates along the x axis.

« Sphere, Falloff is based on distance from the plain effector origin.
Procedural, Use a procedural system to describe the falloff area.
Box, Falloff is based on a box.

The axis to use for a linear axis falloff.
The outer radius of the falloff, where the effector no longer effects the clones.
The inner radius of the falloff, where the effector effects the clones strongest.

Change how quickly the nodes falloff from the effector

The width, length and height of the falloff.

Invert the direction of the falloff.
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Effector Transform

Name

Position X
Position Y
Position Z

Rotation
Heading

Rotation Pitch
Rotation Bank
Scale X
Scale Y
Scale Z

Apply To
Position

Apply To
Rotation

Apply To Scale

Position Apply
Mode

Rotation Apply
Mode

Scale Apply
Mode

Description
Offset the clones x position from the source object position.
Offset the clones y position from the source object position.

Offset the clones z position from the source object position.
Offset the clones y rotation from the source object rotation.

Offset the clones z rotation from the source object rotation.
Offset the clones x rotation from the source object rotation.
Offset the clones x scale from the source object scale.
Offset the clones y scale from the source object scale.

Offset the clones z scale from the source object scale.

Apply the position changes from the cloner to the clones.

Apply the rotation changes from the cloner to the clones.

Apply the scale changes from the cloner to the clones.

The method by which the effector position offset is applied to the clone.
+ Add, the effector position is weighted by the falloff and added to the clone

position.

Multiply, the effector position, multiplied by the clone position, is blended with
the clone position by the falloff.

Replace, the effector position is multiplied by the falloff and replaces the clone
position.

The method by which the effector rotation offset is applied to the clone.
+ Add, the effector rotation is weighted by the falloff and added to the clone

rotation.

Multiply, the effector rotation, multiplied by the clone rotation, is blended with
the clone rotation by the falloff.

Replace, the effector rotation is multiplied by the falloff and replaces the clone
rotation.

The method by which the effector scale offset is applied to the clone.
« Add, the effector scale is weighted by the falloff and added to the clone scale.

Multiply, the effector scale, multiplied by the clone scale, is blended with the
clone scale by the falloff.

Replace, the effector scale is multiplied by the falloff and replaces the clone
scale.
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Inputs

Typical Node
Input

Name Description
Procedural Falloff Use a procedural system to generate falloff from. Procedural Root
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Connect the output to the effector input of any cloner node. Multiple effectors connected to the same
output will stack, and order of operations chosen by positon on the nodegraph.
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Method

This node applies a rotation, scale and translation to every clone. The Effector Transform parameters
determine the rotation, scale and translation that will be applied to the clones.

The amount the translation, scale and rotation are applied to each clone is weighted depending on the
falloff function. The effector’s falloff is generated using the effector node’s transform and the Falloff
parameters. The falloff shape is determined by the Falloff Mode parameter, with a radius provided by the
Falloff parameter and a box falloff from the Falloff Size parameter.

The way in which the effector’s rotation, scale and translation are applied to the clone is determined by
he Position/Rotation/Scale Apply Mode parameters.

Example
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Example Nodegraph
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Ambient Light

RIRIE

There is much more to creating this effect, shown here is a section that is specifically relevant to this node.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Description
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Space

Animation
Rate

Sine Axis
X

Sine Axis
Y

Sine Axis
Z

Direction

Update
Time
Mode

Function

Controls the amount in which the resulting rotation, scale and translation of each clone after the
effector is applied is blended with the clone’s original rotation, scale and translation.

The transform space in which the effector is processed.
Node, use the cloner’s transform space.

Effector, use the effector’s transform space.
Object, use the cloned object’s transform space.

How quickly the effector animates across the clones.
Change how much the sine wave propagates along the x axis.
Change how much the sine wave propagates along the y axis.

Change how much the sine wave propagates along the z axis.

Control how the FFT is applied to the Cloner system.
+ Linear, The bands are spread along the x axis, and time progresses in the positive z

axis.

Radial, The bands spread out radially around the z axis, and time progresses in the
positive z axis.

Spherical, The bands spread out radially around the z axis, and time progresses in the
negative z axis. Only position x is used to affect the clones.

Change how the clones are affected with respect to the scene’s timecode.
Locked To Timecode, The effect is locked to the time code.

Running / Loopable, The effect is generated separated to the timecode.

Sin or Cosine function.

Description

Change how the falloff from the original object is calculated.
Infinite, There is no falloff.

Linear, Falloff is propagates along the x axis.

Falloff Mode

Sphere, Falloff is based on distance from the plain effector origin.
Procedural, Use a procedural system to describe the falloff area.
Box, Falloff is based on a box.

Linear Falloff Axis | The axis to use for a linear axis falloff.

Falloff

Inner Falloff

The outer radius of the falloff, where the effector no longer effects the clones.

The inner radius of the falloff, where the effector effects the clones strongest.

Falloff Power Change how quickly the nodes falloff from the effector
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The width, length and height of the falloff.

Invert the direction of the falloff.

Effector Transform

Name

Position X
Position Y
Position Z

Rotation
Heading

Rotation Pitch
Rotation Bank
Scale X
Scale Y
Scale Z

Apply To
Position

Apply To
Rotation

Apply To Scale

Uniform Scale

Position Apply
Mode

Rotation Apply
Mode

Scale Apply
Mode

Description
Offset the clones x position from the source object position.
Offset the clones y position from the source object position.

Offset the clones z position from the source object position.
Offset the clones y rotation from the source object rotation.

Offset the clones z rotation from the source object rotation.
Offset the clones x rotation from the source object rotation.
Offset the clones x scale from the source object scale.
Offset the clones y scale from the source object scale.

Offset the clones z scale from the source object scale.

Apply the position changes from the cloner to the clones.

Apply the rotation changes from the cloner to the clones.

Apply the scale changes from the cloner to the clones.
Scale the clones by the same value along all axes.

The method by which the effector position offset is applied to the clone.
+ Add, the effector position is weighted by the falloff and added to the clone

position.

Multiply, the effector position, multiplied by the clone position, is blended with
the clone position by the falloff.

Replace, the effector position is multiplied by the falloff and replaces the clone
position.

The method by which the effector rotation offset is applied to the clone.
+ Add, the effector rotation is weighted by the falloff and added to the clone

rotation.

Multiply, the effector rotation, multiplied by the clone rotation, is blended with
the clone rotation by the falloff.

Replace, the effector rotation is multiplied by the falloff and replaces the clone
rotation.

The method by which the effector scale offset is applied to the clone.
+ Add, the effector scale is weighted by the falloff and added to the clone scale.
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Multiply, the effector scale, multiplied by the clone scale, is blended with the
clone scale by the falloff.

Replace, the effector scale is multiplied by the falloff and replaces the clone
scale.

Inputs

Typical Node
Input

Name Description
Procedural Falloff Use a procedural system to generate falloff from. Procedural Root
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Connect the output to the effector input of any cloner node. Multiple effectors connected to the same
output will stack, and order of operations chosen by positon on the nodegraph.
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Method

This node provides a springiness to clones by keeping track of their original positions before being
affected and pulling them back into position.

Example

Example Nodegraph

Voxel Cone Lighti... |

Math Modifier ||
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Transform

Name
Position X
Position Y

Position Z

Description
Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X
Scale Y
Scale Z

Scale along the x-axis.
Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which

transform channels should be inherited. By default, all are on.

Attributes

Name

Blend
Amount

Space

Animation
Rate

Spring
Speed

Spring
Dampening

Update
Time Mode

Spring
Mode

Description

Controls the amount in which the resulting rotation, scale and translation of each clone after
the effector is applied is blended with the clone’s original rotation, scale and translation.

The transform space in which the effector is processed.
Node, use the cloner’s transform space.

Effector, use the effector’s transform space.
Object, use the cloned object’s transform space.

How quickly the effector animates across the clones.

How quickly the clones are pulled back to their original positions.

How much dampening is applied to the movements of the clones, so that they eventually slow
to a stop.

Change how the clones are affected with respect to the scene’s timecode.
Locked To Timecode, The effect is locked to the time code.

Running / Loopable, The effect is generated separated to the timecode.

The method by which the clone position to spring back from is determined.
Effectors In Chain, All clone effectors before the Spring Effector in the chain -

anything moving the clone away from its initial position — determine the spring
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position.
Effector Children, Only effectors parented to the Spring Effector will determine the
spring initial position.

Description
Change how the falloff from the original object is calculated.
Infinite, There is no falloff.
Linear, Falloff is propagated along the x axis.
+ Sphere, Falloff is based on distance from the plain effector origin.
Procedural, Use a procedural system to describe the falloff area.
Box, Falloff is based on a box.

Linear Falloff Axis | The axis to use for a linear axis falloff.

Falloff

Inner Falloff
Falloff Power
Falloff Size

Invert Falloff

The outer radius of the falloff, where the effector no longer effects the clones.
The inner radius of the falloff, where the effector effects the clones strongest.
Change how quickly the nodes falloff from the effector

The width, length and height of the falloff.

Invert the direction of the falloff.

Effector Transform

Name

Position X
Position Y
Position Z

Rotation
Heading

Rotation Pitch
Rotation Bank
Scale X
Scale Y
Scale Z

Apply To
Position

Apply To
Rotation

Description
Offset the clones x position from the source object position.
Offset the clones y position from the source object position.

Offset the clones z position from the source object position.
Offset the clones y rotation from the source object rotation.

Offset the clones z rotation from the source object rotation.
Offset the clones x rotation from the source object rotation.
Offset the clones x scale from the source object scale.
Offset the clones y scale from the source object scale.

Offset the clones z scale from the source object scale.

Apply the position changes from the cloner to the clones.

Apply the rotation changes from the cloner to the clones.
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Apply To Scale | Apply the scale changes from the cloner to the clones.

The method by which the effector position offset is applied to the clone.
+ Add, the effector position is weighted by the falloff and added to the clone

position.
Position Apply

ol Multiply, the effector position, multiplied by the clone position, is blended with

the clone position by the falloff.
Replace, the effector position is multiplied by the falloff and replaces the clone
position.

The method by which the effector rotation offset is applied to the clone.
+ Add, the effector rotation is weighted by the falloff and added to the clone

rotation.
Rotation Apply

Vot Multiply, the effector rotation, multiplied by the clone rotation, is blended with
ode

the clone rotation by the falloff.
Replace, the effector rotation is multiplied by the falloff and replaces the clone
rotation.

The method by which the effector scale offset is applied to the clone.
+ Add, the effector scale is weighted by the falloff and added to the clone scale.

Scale Apply « Multiply, the effector scale, multiplied by the clone scale, is blended with the
Mode clone scale by the falloff.
+ Replace, the effector scale is multiplied by the falloff and replaces the clone
scale.

Inputs

Typical Node
Input

Name Description
Procedural Falloff Use a procedural system to generate falloff from. Procedural Root
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

Connect the output to the effector input of any cloner node. Multiple effectors connected to the same
output will stack, and order of operations chosen by positon on the nodegraph.
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All clones affected will rotate to target a point described by an input.

Example

"'

S,

This image is taken from the “cloner_instancing” sample project.

Example Nodegraph
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There is much more to creating this effect, shown here is a section that is specifically relevant to this node.

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank
Scale X

ScaleY

Scale Z

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotate the object about the x-axis.
Rotate the object about the y-axis.
Rotate the object about the z-axis.
Scale along the x-axis.
Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Blend Controls the amount in which the resulting rotation, scale and translation of each clone after the
Amount | effector is applied is blended with the clone’s original rotation, scale and translation.

Space The transform space in which the effector is processed.
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Node, use the cloner’s transform space.
« Effector, use the effector’s transform space.
Object, use the cloned object’s transform space.

Affect

Heading Toggle whether the rotation of the clones along the y axis is affected.

Affect

Pitch Toggle whether the rotation of the clones about the x axis is affected.

Invert

S Invert the direction of the object’s target.
Direction

Falloff

Name Description

Change how the falloff from the original object is calculated.
Infinite, There is no falloff.

Linear, Falloff is propagates along the x axis.

Felleti [Heal « Sphere, Falloff is based on distance from the plain effector origin.

Procedural, Use a procedural system to describe the falloff area.
Box, Falloff is based on a box.

Linear Falloff Axis | The axis to use for a linear axis falloff.

Falloff The outer radius of the falloff, where the effector no longer effects the clones.
Inner Falloff The inner radius of the falloff, where the effector effects the clones strongest.
Falloff Power Change how quickly the nodes falloff from the effector

Falloff Size The width, length and height of the falloff.

Invert Falloff Invert the direction of the falloff.

Effector Transform

Name Description

Changes how the rotations are applied to the cloned objects rotations.

+ Add, The rotation is added to the objects rotations.

REEE/~{EIpl7 et Blend, The rotation is averaged with the objects rotations.

Replace, The rotation replaces the objects current rotations.

Typical Node

Description Input
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Target Node
Procedural Falloff
Transform Modifier
Target Node

Local Transform
Override

Outputs
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Input a node for the cloners to face.

Use a procedural system to generate falloff from. Procedural Root
Links all transform properties to the input node.

Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.

Connect the output to the effector input of any cloner node. Multiple effectors connected to the same

output will stack, and order of operations chosen by positon on the nodegraph.
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Turbulence Effector

Method

This node applies an animating turbulence to the rotation, scale and translation to every clone. The
Effector Transform parameters determine the rotation, scale and translation that will be applied to the
clones.

The amount the translation, scale and rotation are applied to each clone is weighted depending on the
falloff function. The effector’s falloff is generated using the effector node’s transform and the Falloff
parameters. The falloff shape is determined by the Falloff Mode parameter, with a radius provided by the
Falloff parameter and a box falloff from the Falloff Size parameter.

The way in which the effector’s rotation, scale and translation are applied to the clone is determined by
he Position/Rotation/Scale Apply Mode parameters.

Example
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Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Blend Controls the amount in which the resulting rotation, scale and translation of each clone after
Amount the effector is applied is blended with the clone’s original rotation, scale and translation.

The transform space in which the effector is processed.
* Node, use the cloner’s transform space.

Spaee « Effector, use the effector’s transform space.

+ Object, use the cloned object’s transform space.

Num

How many time the noise generation is iterated.
Octaves
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Lucanarity | How large the gaps between the generated noise is.
Gain The smoothness of the generated noise.

Noise

Scale the size of any noise generated.
Scale

Animation

The speed at which the noise is animated.
Rate

Update Change how the clones are affected with respect to the scene’s timecode.
Time + Locked To Timecode, The effect is locked to the time code.

Mode * Running / Loopable, The effect is generated seperated to the timecode.

Falloff

Name Description

Change how the falloff from the original object is calculated.
Infinite, There is no falloff.

Linear, Falloff is propagates along the x axis.

Fealleii (Yol + Sphere, Falloff is based on distance from the plain effector origin.

Procedural, Use a procedural system to describe the falloff area.
Box, Falloff is based on a box.

Linear Falloff Axis | The axis to use for a linear axis falloff.

Falloff The outer radius of the falloff, where the effector no longer effects the clones.
Inner Falloff The inner radius of the falloff, where the effector effects the clones strongest.
Falloff Power Change how quickly the nodes falloff from the effector

Falloff Size The width, length and height of the falloff.

Invert Falloff Invert the direction of the falloff.

Effector Transform

Name Description

Position X Offset the clones x position from the source object position.
Position Y Offset the clones y position from the source object position.
Position Z Offset the clones z position from the source object position.

Rotation

. Offset the clones y rotation from the source object rotation.
Heading

Rotation Pitch Offset the clones z rotation from the source object rotation.
Rotation Bank Offset the clones x rotation from the source object rotation.

Scale X Offset the clones x scale from the source object scale.
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ScaleY Offset the clones y scale from the source object scale.
Scale Z Offset the clones z scale from the source object scale.
Uniform Scale Scale the clones by the same value along all axes.

Apply To

Position Apply the position changes from the cloner to the clones.

Apply To

- Apply the rotation changes from the cloner to the clones.

Apply To Scale | Apply the scale changes from the cloner to the clones.

The method by which the effector position offset is applied to the clone.
« Add, the effector position is weighted by the falloff and added to the clone

position.
Position Apply

Vi Multiply, the effector position, multiplied by the clone position, is blended with
ode

the clone position by the falloff.
+ Replace, the effector position is multiplied by the falloff and replaces the clone
position.

The method by which the effector rotation offset is applied to the clone.
+ Add, the effector rotation is weighted by the falloff and added to the clone

rotation .
Rotation Apply

Mod Multiply, the effector rotation, multiplied by the clone rotation, is blended with
ode

the clone rotation by the falloff.
Replace, the effector rotation is multiplied by the falloff and replaces the clone
rotation.

The method by which the effector scale offset is applied to the clone.
+ Add, the effector scale is weighted by the falloff and added to the clone scale.

Scale Apply « Multiply, the effector scale, multiplied by the clone scale, is blended with the
Mode clone scale by the falloff.
Replace, the effector scale is multiplied by the falloff and replaces the clone
scale.

Uniform

Scale the clones by the same value along all axes.
Random Scale

Inputs

Typical Node
Input

Name Description
Procedural Falloff Use a procedural system to generate falloff from. Procedural Root
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
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Override parent.

Outputs

Connect the output to the effector input of any cloner node. Multiple effectors connected to the same
output will stack, and order of operations chosen by positon on the nodegraph.
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Deformers

Method

Deformers change the positions of vertices in a parent mesh. Generally it's used against the
, or the nodes.

Gallery
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This node deforms vertices based on a number of sine waves which form a plasma-like effect. This can

be used to create soft spikes on the surface of an object.

Example

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch

Rotation Bank

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotate the object about the x-axis.
Rotate the object about the y-axis.

Rotate the object about the z-axis.
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Scale X Scale along the x-axis.
Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description
Blend Amount | How much the deformer affects the mesh.

Subdivision

Bl Toggle whether the deformer is added before or after the object is subdivided.

Subdivision

Lai)| The subdivision level at which the deformer is applied.

Weightmap Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.

Vertex Source + Vertex Positions, Vertexes are chosen based on their positions in the scene.

Mode + Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Deformer Select which transform space should be used to calculate the deformations.
Transform + Local, Deformations are calculated in the Local Space of the object.

Space « World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.

Locked To Timecode, The deformer deformations are locked to the time code
Update Time

. and the same time will always yield the same deformations.
ode

Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

Num Spikes X /

Y /7 Number of spikes along the x, y and z axis.

Spikiness How sharp the spikes are in the deformer.

Animation Rate | Speed the deformer is animated at.

Displacement

How much the deformer displaces the original mesh.
Amount

Max

. Maximum distance the deformer can displace the mesh.
Displacement

Displacement

S Change which direction the deformer displaces the objects mesh.
Direction
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Normal, The mesh will be displaced in the direction of the vertex normal’s.

+ Spherical, The mesh will be displaced in a spherical direction from the object’s
origin.
Planar, all vertexes are displaced in the same direction.

Falloff

Name Description
Falloff Enabled Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical

falloff.

Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.

Plane - X/Y/Z, Falloff is drawn outward from a plane.

Falloff Shape

Falloff Range Limits the range the deformer is effective at.

Falloff Inner

The inner range from which the falloff is calculated from.
Range

Falloff Curve

How quickly the falloff drops to O at the outer falloff.
Power

Invert Falloff Invert the direction of the falloff.

Falloff Curve Visualises the falloff curve, from being completely in effective to not at all.

Inputs

Name Description Typical Node Input
Mask Image Use an image to mask out areas for the deformer to not function.

Use an input object to control the transformation values of the

Falloff Node falloff.

Generated Add a weightmap to control the strength of the deformer
Weightmap depending on the weightmaps vertex data.

Transform

Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its
Override parent.
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Outputs

There are no outputs from this node.
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Chunk Effector Deformer

Method

This node moves unconnected sections of a mesh independently based on an input

Example

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.
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Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Blend Amount

Subdivision
Order

Subdivision
Level

Weightmap

Vertex Source
Mode

Deformer
Transform
Space

Update Time
Mode

Inputs

Name
Effector

Mask Image

Falloff Node

Generated
Weightmap

Description

How much the deformer affects the mesh.

Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.
How vertexes are selected to be used by the deformer.
+ Vertex Positions, Vertexes are chosen based on their positions in the scene.
Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
Local, Deformations are calculated in the Local Space of the object.

+ World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
* Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

Description Typical Node Input
Connect a source effector to deform the mesh.
Use an image to mask out areas for the deformer to not function.

Use an input object to control the transformation values of the
falloff.

Add a weightmap to control the strength of the deformer
depending on the weightmaps vertex data.
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Transform

Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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Colour Map Deformer

Method

This node recolours a mesh based on an input image or video source.

Example

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.
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Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Blend Amount

Subdivision
Order

Subdivision
Level

Weightmap

Vertex Source
Mode

Deformer
Transform
Space

Update Time
Mode

Falloff

Name

Falloff Enabled

Falloff Shape

Description

How much the deformer affects the mesh.

Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
+ Vertex Positions, Vertexes are chosen based on their positions in the scene.

Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
Local, Deformations are calculated in the Local Space of the object.

+ World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
* Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

Description
Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical

falloff.

+ Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.
Plane — X/Y/Z, Falloff is drawn outward from a plane.
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Falloff Range

Falloff Inner
Range

Falloff Curve
Power

Invert Falloff

Falloff Curve

Inputs

Name
Image

Mask Image

Falloff Node

Generated
Weightmap

Transform
Modifier

Target Node

Local Transform

Override

Outputs
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Limits the range the deformer is effective at.

The inner range from which the falloff is calculated from.

How quickly the falloff drops to 0 at the outer falloff.

Invert the direction of the falloff.

Visualises the falloff curve, from being completely in effective to not at all.

Description Typical Node Input
Image used to recolour the mesh
Use an image to mask out areas for the deformer to not function.

Use an input object to control the transformation values of the
falloff.

Add a weightmap to control the strength of the deformer
depending on the weightmaps vertex data.

Links all transform properties to the input node.

Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.

There are no outputs from this node.
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Colour Ramp Deformer

Method

This node recolours a mesh based on an input

Example

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank

Scale X

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotate the object about the x-axis.
Rotate the object about the y-axis.
Rotate the object about the z-axis.

Scale along the x-axis.

Notch Reference Manual - 0.9.22
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ScaleY Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description
Blend Amount | How much the deformer affects the mesh.

Subdivision

Order Toggle whether the deformer is added before or after the object is subdivided.

Subdivision

Lol The subdivision level at which the deformer is applied.

Weightmap Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.

Vertex Source + Vertex Positions, Vertexes are chosen based on their positions in the scene.
Mode + Chunks, Vertexes are chosen based on the enclosed section of the mesh they

are used.

Deformer Select which transform space should be used to calculate the deformations.
Transform + Local, Deformations are calculated in the Local Space of the object.

Space + World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.

Locked To Timecode, The deformer deformations are locked to the time code
Update Time

Mod and the same time will always yield the same deformations.
ode

* Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

Change how the colour ramp is applied to the parent mesh.
Texture Coordinate U / V, Apply the colour ramp to the UV map of the mesh

along either the U or V axis.
Position X /Y / Z, Apply the colour ramp to the mesh dependant on the distance
along a local positional axis.

Source Channel + Distance, Apply the colour outwardly from a point, fading away with distance.
Fractal Noise, Gives each vertex a random weight based on 3D fractal noise and
applies the colour ramp based on those weights.

« Vertex Index, Apply the colour ramp along the vertex index.
+ Weightmap Channel, Apply the colour ramp using an input weightmap on the
object.
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Source Scale

Source Offset

Modulation
Function

Noise Scale
Lacunarity
Gain

Animation Rate

Falloff

Name

Falloff Enabled

Falloff Shape

Falloff Range

Falloff Inner
Range

Falloff Curve
Power

Invert Falloff

Falloff Curve

Inputs

Name
Colour Ramp

Mask Image
Falloff Node

Generated
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Scale the size of the input colour ramp.
Offset the start of the colour ramp.

How colour should be applied at the end of the ramp.
Clamp, The final colour in the colour ramp is used to infinity.

Repeat, The ramp is repeated to infinity.
+ Sine, The ramp goes back to the beginning and starts again..

Scale the size of any noise generated.
How large the gaps between the generated noise is.
The smoothness of the generated noise.

How quickly the fractal noise animates.

Description
Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical
falloff.
Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.

Plane - X/Y/Z, Falloff is drawn outward from a plane.

Limits the range the deformer is effective at.

The inner range from which the falloff is calculated from.

How quickly the falloff drops to O at the outer falloff.

Invert the direction of the falloff.

Visualises the falloff curve, from being completely in effective to not at all.

Description Typical Node Input
Select a colour ramp to be the source for the colours.
Use an image to mask out areas for the deformer to not function.

Use an input object to control the transformation values of the
falloff.

Add a weightmap to control the strength of the deformer
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Weightmap depending on the weightmaps vertex data.

Transform

Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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This node cuts away the polygons of the affected object using a plane, box or sphere.

Example

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank

Scale X

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotate the object about the x-axis.
Rotate the object about the y-axis.
Rotate the object about the z-axis.

Scale along the x-axis.

Page 211 of 1563


https://cdn.manula.com/user/6101/docs/bins-deformers-cull-deformer-7d8ac87d-771f-11e9-9627-0c9d928578ed.dfxbin
https://cdn.manula.com/user/6101/docs/cull-deformer.dfx

10bit FX Limited

ScaleY
Scale Z
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Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Subdivision Order

Subdivision Level

Vertex Source
Mode

Cull Shape

Invert Cull

Falloff Node

Generated
Weightmap

Transform
Modifier
Target Node

Local Transform
Override

Outputs

Description
Toggle whether the deformer is added before or after the object is subdivided.
The subdivision level at which the deformer is applied.

How vertices are selected to be used by the deformer.
+ Vertex Positions, Vertices are chosen based on their positions in the scene.|

« Chunks, Vertices are chosen based on the enclosed section of the mesh they
are used.

Select a shape to cull the parent geometry with.

Invert the direction or area that is culled.

Description Typical Node Input

Use an input object to control the transformation values of the
falloff.

Add a weightmap to control the strength of the deformer
depending on the weightmaps vertex data.

Links all transform properties to the input node.

Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.

There are no outputs from this node.
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Curl Noise Deformer

Method

This node deforms a mesh based on a curl noise function.

Example

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank

Scale X

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotate the object about the x-axis.
Rotate the object about the y-axis.
Rotate the object about the z-axis.

Scale along the x-axis.

Notch Reference Manual - 0.9.22
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ScaleY
Scale Z
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Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Blend Amount

Subdivision
Order

Subdivision
Level

Weightmap

Vertex Source
Mode

Deformer
Transform
Space

Update Time
Mode

Displacement
Amount

Noise Scale

Simulation
Speed

Displacement
Direction

Description

How much the deformer affects the mesh.

Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
+ Vertex Positions, Vertexes are chosen based on their positions in the scene.

Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
Local, Deformations are calculated in the Local Space of the object.

+ World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
* Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

How much the deformer displaces the original mesh.
Scale the size of any noise generated.
Change the speed the deformer is simulated at.

Change which direction the deformer displaces the objects mesh.
* Normal, The mesh will be displaced in the direction of the vertex normal’s.

+ Spherical, The mesh will be displaced in a spherical direction from the object’s
origin.
Planar, all vertexes are displaced in the same direction.
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Falloff

Name

Falloff Enabled

Falloff Shape

Falloff Range

Falloff Inner
Range

Falloff Curve
Power

Invert Falloff

Falloff Curve

Inputs

Name

Mask Image

Falloff Node

Generated
Weightmap

Transform
Modifier
Target Node

Local Transform
Override

Outputs

Notch Reference Manual - 0.9.22

Description
Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical

falloff.

Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.

Plane - X/Y/Z, Falloff is drawn outward from a plane.

Limits the range the deformer is effective at.

The inner range from which the falloff is calculated from.

How quickly the falloff drops to O at the outer falloff.

Invert the direction of the falloff.

Visualises the falloff curve, from being completely in effective to not at all.

Description Typical Node Input
Use an image to mask out areas for the deformer to not function.

Use an input object to control the transformation values of the
falloff.

Add a weightmap to control the strength of the deformer
depending on the weightmaps vertex data.

Links all transform properties to the input node.

Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.

There are no outputs from this node.
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Displacement Deformer

Method
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This node displaces the vertices of a mesh using noise, fractal noise, a grid, an input image or a video

node.

Example

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch

Rotation Bank

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotate the object about the x-axis.
Rotate the object about the y-axis.

Rotate the object about the z-axis.
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Scale X
Scale Y
Scale Z

Notch Reference Manual - 0.9.22

Scale along the x-axis.
Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Blend Amount

Subdivision
Order

Subdivision
Level

Weightmap

Vertex Source
Mode

Deformer
Transform
Space

Update Time
Mode

Displacement
Amount

Noise Amount

Fractal Noise
Amount

Fractal Noise
Scale

Fractal Noise
Threshold

Grid Amount

Description

How much the deformer affects the mesh.

Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
+ Vertex Positions, Vertexes are chosen based on their positions in the scene.

Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
+ Local, Deformations are calculated in the Local Space of the object.

+ World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

How much the deformer displaces the original mesh.
The amount of noise that is applied to the deformer.

The amount of fractal noise that is applied to the deformer.

The scale of the fractal noise that is applied to the deformer.

The threshold for the fractal noise.

How much the deformer is limited to a grid.
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Texture
Amount

Max
Displacement

Animation Rate

Num Octaves

Displacement
Direction

Falloff

Name

Falloff Enabled

Falloff Shape

Falloff Range

Falloff Inner
Range

Falloff Curve
Power

Invert Falloff

Falloff Curve

Inputs

Name
Image Node
Grid Node
Video

Processing
Node
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How much a video input into the node or an image selected in the image attribute affects
the deformer.

Maximum distance the deformer can displace the mesh.

Speed the deformer is animated at.
How many time the noise generation is iterated.

Change which direction the deformer displaces the objects mesh.
Normal, The mesh will be displaced in the direction of the vertex normal’s.

+ Spherical, The mesh will be displaced in a spherical direction from the object’s
origin.
Planar, all vertexes are displaced in the same direction.

Description
Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical

falloff.

Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.

Plane - X/Y/Z, Falloff is drawn outward from a plane.

Limits the range the deformer is effective at.

The inner range from which the falloff is calculated from.

How quickly the falloff drops to O at the outer falloff.

Invert the direction of the falloff.

Visualises the falloff curve, from being completely in effective to not at all.

Description Typical Node Input
Image used to displace the image.

A node used to control the transformation values of the grid
attribute.

Use a video input to modify the deformer.
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Falloff Node Use an input object to control the transformation values of the
falloff.

Generated Add a weightmap to control the strength of the deformer

Weightmap depending on the weightmaps vertex data.

Transform

Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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Displacement Map

Method

This node displaces the vertices of a mesh based on an image.

Example

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.
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ScaleY
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Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Blend Amount

Subdivision
Order

Subdivision
Level

Weightmap

Vertex Source
Mode

Deformer
Transform
Space

Update Time
Mode

Falloff

Name

Falloff Enabled

Falloff Shape

Description

How much the deformer affects the mesh.

Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
+ Vertex Positions, Vertexes are chosen based on their positions in the scene.

Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
Local, Deformations are calculated in the Local Space of the object.

+ World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
* Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

Description
Enable falloff from the position of the deformer.

Select which shape to use to drawn falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical

falloff.

+ Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.
Plane — X/Y/Z, Falloff is drawn outward from a plane.
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Falloff Range

Falloff Inner
Range

Falloff Curve
Power

Invert Falloff

Falloff Curve
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Limits the range the deformer is effective at.

The inner range from which the falloff is calculated from.

How quickly the falloff drops to 0 at the outer falloff.

Invert the direction of the falloff.

Visualises the falloff curve, from being completely in effective to not at all.

Displacement

Name

Image

Displacement

Amount

Max Displacement

Displacement

Direction

Inputs

Name
Image Node

Mapping

Falloff Node

Generated
Weightmap

Transform
Modifier

Target Node

Local Transform

Override

Description

Image used in the deformer.
How much the deformer displaces the original mesh.

Maximum distance the deformer can displace the mesh.

Change which direction the deformer displaces the objects mesh.
Normal, The mesh will be displaced in the direction of the vertex normal’s.

+ Spherical, The mesh will be displaced in a spherical direction from the
objects origin.
Planar, all vertexes are displaced in the same direction.

Description Typical Node Input
Image used to displace the image.
How the Generated Weightmap is Mapped to the Deformer.

Use an input object to control the transformation values of the
falloff.

Add a weightmap to control the strength of the deformer
depending on the weightmaps vertex data.

Links all transform properties to the input node.

Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.
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Outputs

There are no outputs from this node.
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Distortion Deformer

Method

This node deforms a mesh based on a distortion function.

Example

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank

Scale X

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotate the object about the x-axis.
Rotate the object about the y-axis.
Rotate the object about the z-axis.

Scale along the x-axis.

Notch Reference Manual - 0.9.22
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ScaleY Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Blend Amount

Subdivision
Order

Subdivision
Level

Weightmap

Vertex Source
Mode

Deformer
Transform
Space

Update Time
Mode

Displacement
Amount

Noise Scale
Sine Scale
Distort Y Scale

Animation Rate

Falloff

Name

Description

How much the deformer affects the mesh.

Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
+ Vertex Positions, Vertexes are chosen based on their positions in the scene.

Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
Local, Deformations are calculated in the Local Space of the object.

+ World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
* Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

How much the deformer displaces the original mesh.

The amount of noise that is applied to the deformer.
Scale the sine wave used in the deformer.
How much the mesh is distorted along the Y axis.

Speed the deformer is animated at.

Description
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Falloff Enabled Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical

falloff.

Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.

Plane — X/Y/Z, Falloff is drawn outward from a plane.

Falloff Shape

Falloff Range Limits the range the deformer is effective at.

Falloff Inner

The inner range from which the falloff is calculated from.
Range

Falloff Curve

P How quickly the falloff drops to 0 at the outer falloff.
ower
Invert Falloff Invert the direction of the falloff.

Falloff Curve Visualises the falloff curve, from being completely in effective to not at all.

Inputs

Name Description Typical Node Input
Mask Image Use an image to mask out areas for the deformer to not function.

Use an input object to control the transformation values of the

Falloff Node falloff.

Generated Add a weightmap to control the strength of the deformer
Weightmap depending on the weightmaps vertex data.

Transform

Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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Face Tracking Deformer

Method

This node uses the vertex data from a tracked face found by the node to override the vertex
positions of the 3D object node the deformer is attached to — if that 3D object conforms to the structure

of the geometry generated by the face tracker.

This allows face tracking to be used to deform a pre-created, imported that has been designed
o be used with face tracking. An example of such an object is available

For more information on face tracking, see the node.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description
Blend Amount | How much the deformer affects the mesh.

Subdivision

Order Toggle whether the deformer is added before or after the object is subdivided.
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Subdivision
Level

Weightmap

Vertex Source
Mode

Deformer
Transform
Space

Update Time
Mode

Falloff

Name

Falloff Enabled

Falloff Shape

Falloff Range

Falloff Inner
Range

Falloff Curve
Power

Invert Falloff

Falloff Curve

Inputs

Name

Face Tracker
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The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
+ Vertex Positions, Vertexes are chosen based on their positions in the scene.

Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
Local, Deformations are calculated in the Local Space of the object.

+ World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
* Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

Description
Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical

falloff.

+ Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.
Plane — X/Y/Z, Falloff is drawn outward from a plane.

Limits the range the deformer is effective at.

The inner range from which the falloff is calculated from.

How quickly the falloff drops to O at the outer falloff.

Invert the direction of the falloff.

Visualises the falloff curve, from being completely in effective to not at all.

Description Typical Node Input

Source face tracking data for deforming the parent.
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Mask Image Use an image to mask out areas for the deformer to not function.

Falloff Node Use an input object to control the transformation values of the
falloff.

Generated Add a weightmap to control the strength of the deformer

Weightmap depending on the weightmaps vertex data.

Transform

Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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FFT Deformer

Method
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This node deforms a mesh using the waveform of an audio file or a live captured audio input.

Example

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank

Scale X

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotate the object about the x-axis.
Rotate the object about the y-axis.
Rotate the object about the z-axis.

Scale along the x-axis.
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Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Blend Amount

Subdivision
Order

Subdivision
Level

Weightmap

Vertex Source
Mode

Deformer
Transform
Space

Update Time
Mode

Sound
Channel

Frequency
Band

Band EQ
Time Offset

Change
Threshold

Attack

Decay

Description

How much the deformer affects the mesh.

Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
+ Vertex Positions, Vertexes are chosen based on their positions in the scene.

Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
Local, Deformations are calculated in the Local Space of the object.

+ World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
* Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

Sound file used to drive the effect.

Which audio channel is used.
Sets the Band EQ to one of the given presets.

Selects and weights the frequency bands to be used from the sound file.

Offset the time the clones are modified from the time the waveform is at.
Changes the threshold for what counts toward the effect.

Controls the initial time between the current values to the peak.

Controls the time between the peak to the sustain level.
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Min Value
Max Value
Max Clamp
Spikiness
Scale
Smoothness
Mapping type

FFT Sample
Scale

Waveform

Displacement
Amount

Noise Amount

Max
Displacement

Displacement
Direction

Falloff

Name

Falloff Enabled

Falloff Shape

Falloff Range

Falloff Inner
Range

Falloff Curve
Power

Invert Falloff
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Acts as a minimum threshold for extracting a range of values from the waveform.
Acts as a maximum threshold for extracting a range of values from the waveform.
A maximum value which values will be clamped if they go above.

Accentuates peaks in the waveform so they are sharper.

How much the output values are scaled.

How much smoothing is applied between differing values.

Sets the mapping type for the deformer

Scale the size of the waveform as it is applied.
Visualises the waveform of of the sound.

How much the deformer displaces the original mesh.
The amount of noise that is applied to the deformer.
Maximum distance the deformer can displace the mesh.

Change which direction the deformer displaces the objects mesh.
Normal, The mesh will be displaced in the direction of the vertex normal’s.

Spherical, The mesh will be displaced in a spherical direction from the objects
origin.
+ Planar, all vertexes are displaced in the same direction.

Description
Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical

falloff.

Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.

Plane - X/Y/Z, Falloff is drawn outward from a plane.

Limits the range the deformer is effective at.

The inner range from which the falloff is calculated from.

How quickly the falloff drops to 0 at the outer falloff.

Invert the direction of the falloff.
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Falloff Curve

Falloff Node

Generated
Weightmap

Transform
Modifier
Target Node

Local Transform
Override

Outputs
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Visualises the falloff curve, from being completely in effective to not at all.

Description Typical Node Input

Use the waveform from a given Play Sound or Capture Sound
node.

Use an input object to control the transformation values of the
falloff.

Add a weightmap to control the strength of the deformer
depending on the weightmaps vertex data.

Links all transform properties to the input node.

Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.

There are no outputs from this node.
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Generate Fertilizer Times Deformer

Method

This node generates fertilizer values for meshes without any built-in. Fertilizer uses point weightmaps to
erode the surfaces of a mesh.

As this node works on the shader edges, so it is not affected by the nodes anti-aliasing. You can
still use any of the

Example

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.

Rotation Heading | Rotate the object about the x-axis.
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Rotate the object about the y-axis.
Rotate the object about the z-axis.
Scale along the x-axis.
Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name

Subdivision
Order

Subdivision
Level

Weightmap

Vertex Source
Mode

Deformer
Transform
Space

Update Time
Mode

Use Amount

Description

Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
Vertex Positions, Vertexes are chosen based on their positions in the scene.

Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
Local, Deformations are calculated in the Local Space of the object.

World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

Percentage of points used as a seed to calculate the fertilizer times.

How the fertilizer values are generated.
+ Single Point, Vertexes are weighted outward from a single randomly placed

point.

Random Points, Points are added randomly to the surface of the mesh, and
weights generated between them create the fertilizer values.

Weightmap, the weightmap selected in the “Weightmap” attribute.

Seed From Image, Use an image to dictate how the fertilizer weights are added
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Seed

Visualise
Times

Falloff

Name

Falloff Enabled

Falloff Shape

Falloff Range

Falloff Inner
Range

Falloff Curve
Power

Invert Falloff

Falloff Curve

Inputs

Name

Image

Falloff Node

Generated
Weightmap

Transform
Modifier

Target Node

Local Transform

Override
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to the vertices.
+ Image Direct, The image is used directly to apply the fertilizer weights across
the mesh.

Change the random seed for the single point or random points modes.

Visualise the fertilizer weightmap onto the surface of the object.

Description
Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical

falloff.

Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.

Plane - X/Y/Z, Falloff is drawn outward from a plane.

Limits the range the deformer is effective at.

The inner range from which the falloff is calculated from.

How quickly the falloff drops to 0 at the outer falloff.

Invert the direction of the falloff.

Visualises the falloff curve, from being completely in effective to not at all.

Description Typical Node Input
Use an image to seed the generation of the fertilizer times.

Use an input object to control the transformation values of the
falloff.

Add a weightmap to control the strength of the deformer
depending on the weightmaps vertex data.

Links all transform properties to the input node.

Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.
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Outputs

There are no outputs from this node.
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This node allows you to generate UV coordinates for the affected object using a mapping.

The UVs may be generated on a mesh before it is deformed, so the UVs will be deformed along with the

mesh.

Example

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch

Rotation Bank

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotate the object about the x-axis.
Rotate the object about the y-axis.

Rotate the object about the z-axis.
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Scale X Scale along the x-axis.
Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Blend

How much the deformer affects the mesh.
Amount

Subdivision

Order Toggle whether the deformer is added before or after the object is subdivided.

Subdivision

Level The subdivision level at which the deformer is applied.

Weightmap | Use a weight map to determine where the deformer is more or less effective.

How vertices are selected to be used by the deformer.

Vertex + Vertex Positions, Vertices are chosen based on their positions in the scene.
Source Mode « Chunks, Vertices are chosen based on the enclosed section of the mesh they are

used.

Deformer Select which transform space should be used to calculate the deformations.
Transform + Local, Deformations are calculated in the Local Space of the object.

Space « World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.

Locked To Timecode, The deformer deformations are locked to the time code and
Update Time

- the same time will always yield the same deformations.
ode

Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

What kind of mapping is to be applied.

« Original UV’s, The source values are output directly.

Planar, The map is generated based on the planar view of the XY plane.

Cubic, the map is generated based on the planar views of the x, y and z planes..
'I?'Ay?)%pmg « Spherical, the map is a 360 spherical mapping back out into space.

Normal Face-Map, the map is generated based on the normal.

Perspective, the map is generated based on the position and rotation of the
mapping node. Generally used with a connected to the Transform

Modifiers input.
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Equirectangular, the map is generated based on a cubic map, but smoothed to the
shape of a sphere.

The linked 3D Objects source data that the mapping should use in it's application.
Local Position, the local position of the vertices before transformation.
+ World Position, the world position of the objects vertices (most commonly used
Source with Spherical, Planar, Perspective mappings)
Channel + UV, the UV coordinates of the vertices.
Local Normal, the local normals before transformation.
« World Normal, the world normals after transformations are applied.

Index, the vertex index is used as an input.

Dimension The dimension in which the mapping is calculated — 1D, 2D or 3D.

Show Guides | Show a visual guide for the mapping from this node in the viewport.

Falloff

Name Description
Falloff Enabled Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical

falloff.

Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.

Plane — X/Y/Z, Falloff is drawn outward from a plane.

Falloff Shape

Falloff Range Limits the range the deformer is effective at.

Falloff Inner

The inner range from which the falloff is calculated from.
Range

Falloff Curve

P How quickly the falloff drops to 0 at the outer falloff.
ower

Invert Falloff Invert the direction of the falloff.

Falloff Curve Visualises the falloff curve, from being completely in effective to not at all.

UV Transform

Name Description

UV Scale X | Scale the object UV along the x axis.
UV Scale Y | Scale the object UV along the y axis.
UV Offset X | Move the object UV along the x axis.
UV Offset Y | Move the object UV along the y axis.
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Typical Node

Description Input

Mabbin Attach a mapping node to control how the texture should be
PpINg applied to the model

Transform Modifier | Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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Generate Weightmap Deformer

Method

This deformer node generates per-vertex weight values which can be used by other nodes — particularly
other deformers — as part of their processing.

Deformers such as the have an input called “Generated Weightmap” which takes a
Generate Weightmap Deformer as input; the per-vertex weight is then used to scale the deformation.

Example

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.

Rotation Heading | Rotate the object about the x-axis.
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Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name

Blend
Amount

Subdivision
Order

Subdivision
Level

Weightmap

Vertex
Source Mode

Deformer
Transform
Space

Update Time
Mode

Description

How much the deformer affects the mesh.
Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
« Vertex Positions, Vertexes are chosen based on their positions in the scene.

Chunks, Vertexes are chosen based on the enclosed section of the mesh they are
used.

Select which transform space should be used to calculate the deformations.
Local, Deformations are calculated in the Local Space of the object.

« World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the timecode.
Locked To Timecode, The deformer deformations are locked to the timecode and

the same time will always yield the same deformations.
Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

The mode by which the value is generated.
Falloff Only, the deformer’s falloff parameters are used to calculate the weight.

+ Texture Coordinate — X, the X component of the geometry’s texture coordinate is
scaled by the falloff and used as the weight.

« Texture Coordinate - Y, the Y component of the geometry’s texture coordinate is
scaled by the falloff and used as the weight.

+ Texture, a texture is sampled using the geometry’s texture coordinates and the
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Gain

Offset

Min Value
Max Value
Invert

UV Scale X
UV Scale Y
UV Offset X
UV Offset Y

Texture Wrap
Mode U

Texture Wrap
Mode V
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luminance of the sampled pixel is scaled by the falloff and used as the weight.
Scale the generated value.
Offset the generated value.
Limit the minimum value generated.
Limit the maximum value generated.
Invert the generated weightmap values.
Scale the UV texture along the X axis.
Scale the UV texture along the Y axis.
Offset the UV texture along the X axis.
Offset the UV texture along the Y axis.

Controls how textures used by Weightmap are wrapped when the U value range exceeds 0
to 1.

Controls how textures used by Weightmap are wrapped when the V value range exceeds 0
to 1.

Show Weightmap | Visualise the weightmap as vertex colours on the source geometry.

Falloff

Name

Falloff Enabled

Falloff Shape

Falloff Range

Falloff Inner
Range

Falloff Curve
Power

Invert Falloff

Falloff Curve

Description
Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical
falloff.
Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.

Plane - X/Y/Z, Falloff is drawn outward from a plane.

Limits the range the deformer is effective at.

The inner range from which the falloff is calculated from.

How quickly the falloff drops to O at the outer falloff.

Invert the direction of the falloff.

Visualises the falloff curve, from being completely in effective to not at all.
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Inputs

Name

Image

Falloff Node

Generated
Weightmap

Transform
Modifier
Target Node

Local Transform
Override

Outputs
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Description Typical Node Input
The image that is sampled when the mode is set to “Texture”.

Use an input object to control the transformation values of the
falloff.

Add a weightmap to control the strength of the deformer
depending on the weightmaps vertex data.

Links all transform properties to the input node.

Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.

Outputs a weightmap image that can be used to control where on a surface a node is allowed

o modify the parent mesh.
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MDD Deformer

Method

Deform a mesh based on an MDD file.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description
MDD File Source file for the MDD Deformation.
Playback Time | Absolute time the animation is played at.

Playback

The speed at which the MDD deformer animates.
Speed

Playback

Offset the time the MDD deformer starts at.
Offset

Loop Start If the MDD Deformer loops, choose where it loops back to.
Loop Mode Toggle if the Deformer loops.
Blend Mode Choose how the falloff blends with the model.
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None, no falloff is applied.

Blend, finds a middle value between its deformation and the model’s current
positions.

Additive, always adds the new deformation on top of the model’s current
positions.

Typical Node

Description Input

Falloff Node Use an input object to control the transformation values of the
falloff.

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

The outputs section for this node is currently being worked on.
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Mirror Deformer

Method
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This node mirrors geometry from one side, and combines the output. This deformer generates new

polygons — so using it with meshes with high polygon counts may substantially impact performance.

Example

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch

Rotation Bank

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotate the object about the x-axis.
Rotate the object about the y-axis.

Rotate the object about the z-axis.
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Scale X Scale along the x-axis.
Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description
Subdivision Order | Toggle whether the deformer is added before or after the object is subdivided.
Subdivision Level | The subdivision level at which the deformer is applied.

Weightmap Use a weight map to determine where the deformer is more or less effective.

Inputs

Name Description Ul NERt
Input

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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Ocean Wave Deformer

Method

This node displaces the vertices of a mesh based on an ocean wave function.

Example

Example Project

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.
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ScaleY
Scale Z
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Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Blend Amount

Subdivision
Order

Subdivision Level

Weightmap

Vertex Source
Mode

Deformer
Transform Space

Update Time
Mode

Displacement
Amount

Choppy
Displacement

Amount

Animation Rate

Displacement
Direction

Description

How much the deformer affects the mesh.
Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.
Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
+ Vertex Positions, Vertexes are chosen based on their positions in the scene.

Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
Local, Deformations are calculated in the Local Space of the object.

World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
+ Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
Running / Looping, The deformer deformations are disconnected from the
time code and will loop seamlessly at the end of the layer.

How much the deformer displaces the original mesh.

Controls the lateral displacement of the deformer.

Speed the deformer is animated at.
Change which direction the deformer displaces the objects mesh.

+ Normal, The mesh will be displaced in the direction of the vertex normal’s.
Spherical, The mesh will be displaced in a spherical direction from the object’s
origin.

Planar, all vertexes are displaced in the same direction.
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Falloff

Name

Falloff Enabled

Falloff Shape

Falloff Range

Falloff Inner
Range

Falloff Curve
Power

Invert Falloff

Falloff Curve

Falloff Node

Generated
Weightmap

Transform
Modifier
Target Node

Local Transform
Override

Outputs
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Description
Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical

falloff.

Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.

Plane - X/Y/Z, Falloff is drawn outward from a plane.

Limits the range the deformer is effective at.

The inner range from which the falloff is calculated from.

How quickly the falloff drops to O at the outer falloff.

Invert the direction of the falloff.

Visualises the falloff curve, from being completely in effective to not at all.

Description Typical Node Input

Use an input object to control the transformation values of the
falloff.

Add a weightmap to control the strength of the deformer
depending on the weightmaps vertex data.

Links all transform properties to the input node.

Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.

There are no outputs from this node.
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Particle Bone Deformer

Method

Use a particle a particle system to affect the bones of a

Attributes

Name Description

Physics Velocity Dampening | Dampen the changes in velocity for smoother movement.

Fixed Update Rate Enabled | Force the deformer to update at a fixed rate.

Fixed Update Framerate Choose what framerate the deformer is updated at.

Terminal Velocity The maximum speed the deformer can move at before the mesh is distorted.

Motion Smoothing How much motion smoothing is done to the deformer.

Deformer

Name Description
Deformer Amount How much the particles affect the deformer.

Deformer Velocity

How much the particle velocities affect the deformer.
Amount

Rotation Velocity

How much the particles are rotated along with their velocities.
Amount

Rotation Randomness How much randomness can be found in their rotation.

Sub-Bone Separation

Start Distance at which the sub-bone separation begns.

Sub Bone Separation

Randomness in the sub-bone separation.
Randomness

Select which part of the source mesh to deform based on.
Mesh Bones, Deform the mesh based on the imported skeletal

Source Mode structure.
Mesh Chunks, Deform the mesh based on any individual closed

meshes inside the object (chunks).

Description Typical Node Input
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Mapping How the Generated Weightmap is Mapped to the Deformer.

Weidht Image Add a weightmap to control the strength of the deformer
9 9 depending on the weightmaps vertex data.
Transform

Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.

Page 254 of 1563




10bit FX Limited Notch Reference Manual - 0.9.22

Particle Mesh Deformer

Method

Vertices of the 3D Mesh are manipulated as particles by a particle affector.

Example

Attributes

Name Description

Physics Velocity Dampening | Dampen the changes in velocity for smoother movement.

Fixed Update Rate Enabled | Force the deformer to update at a fixed rate.

Fixed Update Framerate Choose what framerate the deformer is updated at.

Terminal Velocity The maximum speed the deformer can move at before the mesh is distorted.

Motion Smoothing How much motion smoothing is done to the deformer.
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Deformer

Name Description

Deformer Amount How much the particles affect the deformer.

Deformer Velocity Amount | How much the particle velocities affect the deformer.

Apply After Subdivision Toggle whether the deformer is added before or after the object is subdivided.
Subdivision Level The subdivision level at which the deformer is applied.

Weightmap Use a weight map to determine where the deformer is more or less effective.

Inputs

Name Description Typical Node Input

Mapping How the Generated Weightmap is Mapped to the Deformer.

Generated Add a weightmap to control the strength of the deformer
Weightmap depending on the weightmaps vertex data.

Transform

Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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Plain Deformer

Method

Deforms a mesh based on an input position.

Example

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.
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ScaleY
Scale Z
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Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Blend Amount

Subdivision
Order

Subdivision
Level

Weightmap

Vertex Source
Mode

Deformer
Transform
Space

Update Time
Mode

Amount

Displacement
Direction

Falloff

Name

Description

How much the deformer affects the mesh.

Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
+ Vertex Positions, Vertexes are chosen based on their positions in the scene.

Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
Local, Deformations are calculated in the Local Space of the object.

World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
* Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

How much the deformer displaces the original mesh.

Change which direction the deformer displaces the objects mesh.
Normal, The mesh will be displaced in the direction of the vertex normal’s.
+ Spherical, The mesh will be displaced in a spherical direction from the object’s
origin.
Planar, all vertexes are displaced in the same direction.

Description
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Falloff Enabled Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical

falloff.

Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.

Plane — X/Y/Z, Falloff is drawn outward from a plane.

Falloff Shape

Falloff Range Limits the range the deformer is effective at.

Falloff Inner

The inner range from which the falloff is calculated from.
Range

Falloff Curve

P How quickly the falloff drops to 0 at the outer falloff.
ower

Invert Falloff Invert the direction of the falloff.

Falloff Curve Visualises the falloff curve, from being completely in effective to not at all.

Effector Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

ScaleZ Scale along the z-axis.

Description Typical Node Input

Use an input node to drive the transformation values of the

Transform Node
deformer.

Use an input object to control the transformation values of the

Falloff Node falloff.

Generated Add a weightmap to control the strength of the deformer
Weightmap depending on the weightmaps vertex data.
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Transform

Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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Point Deformer

Method
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This node is used to deform vertices using points from a particle system or the vertices of another 3D

object. The closest points to each vertex are determined and a falloff calculated using the distance to

hose points, then displacement and colour modifications are applied to the vertex.

Example

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch

Rotation Bank

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotate the object about the x-axis.
Rotate the object about the y-axis.

Rotate the object about the z-axis.
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Scale X Scale along the x-axis.
Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description
Blend Amount How much the deformer affects the mesh.

Subdivision

Greker Toggle whether the deformer is added before or after the object is subdivided.

Subdivision

Lai)| The subdivision level at which the deformer is applied.

Weightmap Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.

Vertex Source « Vertex Positions, Vertexes are chosen based on their positions in the scene.

Mode + Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.

Deformer + Local, Deformations are calculated in the Local Space of the object.

Transform Space ) ]
World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code
Update Time

. and the same time will always yield the same deformations.
ode

Running / Looping, The deformer deformations are disconnected from the
time code and will loop seamlessly at the end of the layer.

Displacement

How much the deformer displaces the original mesh.
Amount

The method by which the points are used to displace the vertices.

Point + Displace, Move points along vertex normal.
Displacement

Mode - Affect, Attract the vertexes to the point position.

Repel, Repel the vertexes to the point position.

The method by which the points are used to colour the vertices.

Point Colour Point Colour, Vertexes are coloured based on the point colours.

Mode
Distance, Vertexes are coloured based on their distance from the point.
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Point Falloff
Distance

Point Falloff
Power

Point Normal

Direction Weight

Colour Blend
Amount

Colour

Falloff

Name

Falloff Enabled

Falloff Shape

Falloff Range

Falloff Inner
Range

Falloff Curve
Power

Invert Falloff

Falloff Curve

Inputs

Name
Point Source

Mask Image

Falloff Node

Generated
Weightmap

Transform

Notch Reference Manual - 0.9.22

The radius around each point in which the point affects vertices.

The sharpness of the falloff around each point.

Weights the effect of the point on the vertex by how much the vertex normal points
towards it. This allows points behind vertices to be ignored.

The amount the colour effect is applied to the vertex.

The colour to apply to the mesh.

Description
Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical

falloff.

Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.

Plane - X/Y/Z, Falloff is drawn outward from a plane.

Limits the range the deformer is effective at.

The inner range from which the falloff is calculated from.

How quickly the falloff drops to O at the outer falloff.

Invert the direction of the falloff.

Visualises the falloff curve, from being completely in effective to not at all.

Description Typical Node Input
Point source from which to deform the Mesh.
Use an image to mask out areas for the deformer to not function.

Use an input object to control the transformation values of the
falloff.

Add a weightmap to control the strength of the deformer
depending on the weightmaps vertex data.

Links all transform properties to the input node.
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Modifier
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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Quantise Deformer

Method

This node quantises the positions for each vertex of the mesh, rounding them to the nearest value set be
he resolution attribute.

Example

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.
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Scale along the x-axis.
Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Blend Amount

Subdivision
Order

Subdivision
Level

Weightmap

Vertex Source
Mode

Deformer
Transform
Space

Update Time
Mode

Amount

Resolution

Falloff

Name

Falloff Enabled

Falloff Shape

Description

How much the deformer affects the mesh.

Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
+ Vertex Positions, Vertexes are chosen based on their positions in the scene.
Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
+ Local, Deformations are calculated in the Local Space of the object.

+ World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

How much the deformer Affects the original mesh.

Change the resolution for the quantisation.

Description
Enable falloff from the position of the deformer.

Select which shape to use to drawn falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical
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falloff.

+ Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.
Plane — X/Y/Z, Falloff is drawn outward from a plane.

Falloff Range Limits the range the deformer is effective at.

Falloff Inner

The inner range from which the falloff is calculated from.
Range

Falloff Curve

How quickly the falloff drops to 0 at the outer falloff.
Power
Invert Falloff Invert the direction of the falloff.

Falloff Curve Visualises the falloff curve, from being completely in effective to not at all.

Description Typical Node Input

Use an input node to drive the transformation values of the

Transform Node
deformer.

Use an input object to control the transformation values of the

Falloff Node falloff.

Generated Add a weightmap to control the strength of the deformer
Weightmap depending on the weightmaps vertex data.

Transform

Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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Ripple Deformer

Method
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This node displaces a mesh using a ripple effect which grows from the centre of the deformer to the

edge of the falloff.

Example

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch

Rotation Bank

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotate the object about the x-axis.
Rotate the object about the y-axis.

Rotate the object about the z-axis.
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Scale along the x-axis.
Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Blend Amount

Subdivision
Order

Subdivision
Level

Weightmap

Vertex Source
Mode

Deformer
Transform
Space

Update Time
Mode

Displacement
Amount

Max
Displacement

Ripple Speed

Ripple Peak
Sharpness

Ripple Scale

Ripple Repeat
Rate

Description

How much the deformer affects the mesh.

Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
+ Vertex Positions, Vertexes are chosen based on their positions in the scene.

Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
+ Local, Deformations are calculated in the Local Space of the object.

+ World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

How much the deformer displaces the original mesh.

Maximum distance the deformer can displace the mesh.
The speed at which the ripple spreads.

How sharp the peaks of the ripple are.

The scale of the ripples that are generated.

How often the ripples are re-spawned.
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Change which direction the deformer displaces the objects mesh.

Normal, The mesh will be displaced in the direction of the vertex normal’s.
Displacement

SrRe Spherical, The mesh will be displaced in a spherical direction from the object’s
Direction

origin.
+ Planar, all vertexes are displaced in the same direction.

Falloff

Name Description
Falloff Enabled Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical

falloff.

Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.

Plane - X/Y/Z, Falloff is drawn outward from a plane.

Falloff Shape

Falloff Range Limits the range the deformer is effective at.

Falloff Inner

The inner range from which the falloff is calculated from.
Range

Falloff Curve

How quickly the falloff drops to 0 at the outer falloff.
Power

Invert Falloff Invert the direction of the falloff.

Falloff Curve Visualises the falloff curve, from being completely in effective to not at all.

Description Typical Node Input

Use an input object to control the transformation values of the
falloff.

Falloff Node

Generated Add a weightmap to control the strength of the deformer
Weightmap depending on the weightmaps vertex data.

Transform

Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its
Override parent.
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Outputs

There are no outputs from this node.
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Method

Deforms a mesh based on a sine wave.

Example

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank

Scale X

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotate the object about the x-axis.
Rotate the object about the y-axis.
Rotate the object about the z-axis.

Scale along the x-axis.

Notch Reference Manual - 0.9.22
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ScaleY Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Blend Amount

Subdivision
Order

Subdivision
Level

Weightmap

Vertex Source
Mode

Deformer
Transform
Space

Update Time
Mode

Sine Scale
Major Axis

Sine Scale
Minor Axis

Displacement
Amount

Noise Amount

Max
Displacement

Animation Rate

Displacement

Description

How much the deformer affects the mesh.

Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
+ Vertex Positions, Vertexes are chosen based on their positions in the scene.

Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
Local, Deformations are calculated in the Local Space of the object.

+ World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
* Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

Change the scale of the larger wave on the deformer.

Change the scale of the small wave on the deformer.

How much the deformer displaces the original mesh.
The amount of noise that is applied to the deformer.
Maximum distance the deformer can displace the mesh.

Speed the deformer is animated at.

Change which direction the deformer displaces the objects mesh.
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Normal, The mesh will be displaced in the direction of the vertex normal’s.
o + Spherical, The mesh will be displaced in a spherical direction from the object’s
Direction .
origin.
Planar, all vertexes are displaced in the same direction.

Falloff

Name Description

Falloff Enabled Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical
falloff.
Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.
Plane - X/Y/Z, Falloff is drawn outward from a plane.

Falloff Shape

Falloff Range Limits the range the deformer is effective at.

Falloff Inner

The inner range from which the falloff is calculated from.
Range

Falloff Curve

How quickly the falloff drops to O at the outer falloff.
Power
Invert Falloff Invert the direction of the falloff.

Falloff Curve Visualises the falloff curve, from being completely in effective to not at all.

Description Typical Node Input

Use an input object to control the transformation values of the

Falloff Node falloff.

Generated Add a weightmap to control the strength of the deformer
Weightmap depending on the weightmaps vertex data.

Transform

Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its
Override parent.
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Outputs

There are no outputs from this node.

Page 275 of 1563




10bit FX Limited Notch Reference Manual - 0.9.22

This node applies iterative smoothing to the connected object, making sharp edges of the mesh rounder
and smoother.

Example

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.
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Scale along the x-axis.
Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Blend Amount

Subdivision
Order

Subdivision
Level

Weightmap

Vertex Source
Mode

Deformer
Transform
Space

Update Time
Mode

Smoothing
Iterations

Falloff

Name

Falloff
Enabled

Falloff Shape

Description

How much the deformer affects the mesh.

Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
+ Vertex Positions, Vertexes are chosen based on their positions in the scene.

Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
+ Local, Deformations are calculated in the Local Space of the object.

+ World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

Causes the object’s vertices to be smoothed by the number of levels specified. Smoothing
is done before rendering.

Description
Enable falloff from the position of the deformer.

The primitive shape used to calculate the falloff weight.
Point / Sphere, Uses the distance from the origin of the node.
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Line / Cylinder — XY / YZ / XZ, Uses the distance from an infinite line in the X
axis at the origin of the node.

Plane — X /Y / Z, uses the distance from an infinite plane in the XY axis at the
origin of the node.

Falloff Range | Limits the range the deformer is effective at.

Falloff Inner

The inner range from which the falloff is calculated from.
Range

Falloff Curve

How quickly the falloff drops to 0 at the outer falloff.
Power
Invert Falloff Invert the direction of the falloff.

Falloff Curve | Visualises the falloff curve, from being completely in effective to not at all.

Description Typical Node Input

Falloff Node Use an input object to control the transformation values of the
falloff.

Generated Add a weightmap to control the strength of the deformer
Weightmap depending on the weightmaps vertex data.

Transform

Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.

Page 278 of 1563




10bit FX Limited Notch Reference Manual - 0.9.22

Method

This node deforms a mesh using input nodes that dictate the path of the spline.

Example

Attributes

Name Description
Shift Offset | Move the centre point of the deformed mesh.
Shift Scale | Scale the length of the mesh along the spline.
Controls how the spline is evaluated by spline followers.

Knots, followers take the same amount of time to move between each control point
Spline on the spline.
Time Mode + Length, the time followers take to move between each control point is normalised
by the distance along the spline, so the follower will appear to move at a constant
rate.
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Position
Delta X/Y/ | Offset the positions of the mesh from the spline before deformation.
z

Show

Spline Toggle whether the spline is visible while the scene is playing.

Subdivision

Order Toggle whether the deformer is added before or after the object is subdivided.

Subdivision

Level The subdivision level at which the deformer is applied.

Inputs

Name Description Typical Node Input
Spline Nodes Input nodes that dictate the path the spline should take.

Falloff Node Use an input object to control the transformation values of the
falloff.

Generated Add a weightmap to control the strength of the deformer
Weightmap depending on the weightmaps vertex data.

Transform

Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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Taper Deformer

Method

This node tapers a shape so that one side is scaled smaller than the other.

Example

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.
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ScaleY
Scale Z
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Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Blend Amount

Subdivision
Order

Subdivision
Level

Weightmap

Vertex Source
Mode

Deformer
Transform
Space

Update Time
Mode

Displacement
Amount

Taper Length

Axis

Falloff

Name

Falloff Enabled

Falloff Shape

Description

How much the deformer affects the mesh.

Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
+ Vertex Positions, Vertexes are chosen based on their positions in the scene.

Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
Local, Deformations are calculated in the Local Space of the object.

+ World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
* Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

How much the deformer displaces the original mesh.

Change how quickly the taper reaches its displacement amount.

Select an axis along which the deformation should apply.

Description
Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
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Falloff Range

Falloff Inner
Range

Falloff Curve
Power

Invert Falloff

Falloff Curve

Invert
Mirror
Power

Start
Tangent

End Tangent

Shape Curve

Falloff Node

Generated
Weightmap

Notch Reference Manual - 0.9.22

Sphere, Falloff is drawn outward from a central point, forming a spherical
falloff.

Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.

Plane - X/Y/Z, Falloff is drawn outward from a plane.

Limits the range the deformer is effective at.

The inner range from which the falloff is calculated from.

How quickly the falloff drops to O at the outer falloff.

Invert the direction of the falloff.

Visualises the falloff curve, from being completely in effective to not at all.

Description

Select the interpolation between the mesh and its tapered position.
Linear, Taper is pushed out in a straight line.

Power, Taper is pushed out at a rate defined by the Power attribute.
+ Cubic, Taper is pushed and eased in a cubic curve.
Hermite, Taper curve is defined by the control points

Invert the direction the mesh is tapered.
Reflect the taper in opposite directions to the shape.
Control the power at which the taper curves outward at. Only functions in Power mode.

Control the direction of change from the start of the Hermite curve. Only functions in Hermite
mode.

Control the direction of change from the end of the Hermite curve. Only functions in Hermite
mode.

Previews the curve the taper takes.

Description Typical Node Input

Use an input object to control the transformation values of the
falloff.

Add a weightmap to control the strength of the deformer
depending on the weightmaps vertex data.
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Transform

Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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This node deforms a mesh based on a turbulence function.

Example

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank

Scale X

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotate the object about the x-axis.
Rotate the object about the y-axis.
Rotate the object about the z-axis.

Scale along the x-axis.

Notch Reference Manual - 0.9.22
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ScaleY Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Blend Amount

Subdivision
Order

Subdivision
Level

Weightmap

Vertex Source
Mode

Deformer
Transform
Space

Update Time
Mode

Noise Scale

Displacement
Amount

Lacunarity
Gain

Animation Rate

Falloff

Name

Description

How much the deformer affects the mesh.

Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
+ Vertex Positions, Vertexes are chosen based on their positions in the scene.

Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
Local, Deformations are calculated in the Local Space of the object.

+ World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
* Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

Scale the size of any noise generated.
How much the deformer displaces the original mesh.

How large the gaps between the generated noise is.
The smoothness of the generated noise.

Speed the deformer is animated at.

Description

Page 286 of 1563




10bit FX Limited Notch Reference Manual - 0.9.22

Falloff Enabled Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical

falloff.

Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.

Plane — X/Y/Z, Falloff is drawn outward from a plane.

Falloff Shape

Falloff Range Limits the range the deformer is effective at.

Falloff Inner

The inner range from which the falloff is calculated from.
Range

Falloff Curve

P How quickly the falloff drops to 0 at the outer falloff.
ower
Invert Falloff Invert the direction of the falloff.

Falloff Curve Visualises the falloff curve, from being completely in effective to not at all.

Inputs

Name Description Typical Node Input
Mask Image Use an image to mask out areas for the deformer to not function.

Use an input object to control the transformation values of the

Falloff Node falloff.

Generated Add a weightmap to control the strength of the deformer
Weightmap depending on the weightmaps vertex data.

Transform

Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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Method
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This node twists a mesh so that one section is warped relative to another side.

Example

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank

Scale X

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotate the object about the x-axis.
Rotate the object about the y-axis.
Rotate the object about the z-axis.

Scale along the x-axis.
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ScaleY
Scale Z
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Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Blend Amount

Subdivision
Order

Subdivision
Level

Weightmap

Vertex Source
Mode

Deformer
Transform
Space

Update Time
Mode

Displacement
Amount

Clamp Start
Start Distance
Clamp End
End Distance

Axis

Description

How much the deformer affects the mesh.

Toggle whether the deformer is added before or after the object is subdivided.

The subdivision level at which the deformer is applied.

Use a weight map to determine where the deformer is more or less effective.

How vertexes are selected to be used by the deformer.
+ Vertex Positions, Vertexes are chosen based on their positions in the scene.

Chunks, Vertexes are chosen based on the enclosed section of the mesh they
are used.

Select which transform space should be used to calculate the deformations.
Local, Deformations are calculated in the Local Space of the object.

+ World, Deformations are calculated in the World Space of the scene.

How the deformer updates with relation to the time code.
Locked To Timecode, The deformer deformations are locked to the time code

and the same time will always yield the same deformations.
* Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

How much the deformer displaces the original mesh.

Toggle a clamp which disables deforming of the mesh after a specified distance.
Change the distance from the node that the clamp start functions.

Toggle a clamp which disables deforming of the mesh before a specified distance.
Change the distance from the node that the clamp end functions.

Select an axis along which the deformation should apply.
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Falloff

Name

Falloff Enabled

Falloff Shape

Falloff Range

Falloff Inner
Range

Falloff Curve
Power

Invert Falloff

Falloff Curve

Inputs

Name

Mask Image

Falloff Node

Generated
Weightmap

Transform
Modifier
Target Node

Local Transform
Override

Outputs

Notch Reference Manual - 0.9.22

Description
Enable falloff from the position of the deformer.

Select which shape to use to draw falloff from.
Sphere, Falloff is drawn outward from a central point, forming a spherical

falloff.

Cylinder — X/Y/Z, Falloff is drawn outward from a line, forming a cylindrical
falloff.

Plane - X/Y/Z, Falloff is drawn outward from a plane.

Limits the range the deformer is effective at.

The inner range from which the falloff is calculated from.

How quickly the falloff drops to O at the outer falloff.

Invert the direction of the falloff.

Visualises the falloff curve, from being completely in effective to not at all.

Description Typical Node Input
Use an image to mask out areas for the deformer to not function.

Use an input object to control the transformation values of the
falloff.

Add a weightmap to control the strength of the deformer
depending on the weightmaps vertex data.

Links all transform properties to the input node.

Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.

There are no outputs from this node.
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Fields

Introduction

A field is a grid of voxels. A voxel is a 3D pixel that contains the following data:

+ “Ink” — RGBA Colour information
+ “Movement Vector” — XYZ Vector

By holding colour / “ink” information in the voxel, we can render it, like a drop of ink suspended in a liquid
or a puff of cloud. By holding a vector of movement we can simulate complex fluid-like motions through
he grid.

With every newly rendered frame, the simulation of the field is stepped forward. During this simulation
step, each voxel calculates it's movement vector by understanding how the movement of the surrounding
voxels are affecting it. For example, if a voxel to the left has a movement vector pushing to the right it
will transfer some of its movement into the voxels to it’s right. In this way, it simulates the real world of
motion in liquids or gases.

Likewise, in each step of the simulation, a portion of the ink follows the direction of the movement
vector.

The way voxels are rendered can vary greatly, allowing smoke, clouds or more solid forms.
There are three primary types of field nodes:
, these emit colour / “ink” into voxels in the grid.

, these add movement to the “movement vector” of voxels in the grid.
, these nodes render the voxels of the field in different ways.

You can also use the Movement Vector data from the field to affect particle systems using the Particle ->
Affectors -> Field Affector node. This is very useful for fluid-like particle simulations.

Method

Field nodes are nodes used in a Field system. This system starts with a , and is built out with
and nodes, before finally being rendered to the camera with a

Fields are generally hooked into the , although they can be applied to any node — they will still
appear in the scene as long as there is a path to a Root node; they will inherit the transformation values
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of parent nodes.

Some commonly used terms

Node Spawn Mode

The shape of the affector falloff.

Mode | Description
Point | The affector falls off in distance from a point.

Line | The affector falls off in distance from a line.

Plane | The affector falls off in distance from a 2D plane.

Deformers

Notch Reference Manual - 0.9.22
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Emitters
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Method

The Field cache node allows you to store the animation of a field to disk. This allows the animation to be
scrubbed in time, and for simulations to run deterministically without the need to use effectors.
Cached fields may perform significantly better than running simulations live.

' Only Field Root Nodes using “Densities and Temperatures” mode are supported. Use of
“Upres Density Field” on the Field Root node is not supported.

Example Nodegraph

Field emitter and effectors

v
/

Field render

When the baking is finished the effectors may be disabled.

Attributes

Name Description

Bake Now Open baking panel
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Field Cache Cached File

Playback Rate Playback speed
Playback Time Offset | Offset the playback Time
Looping Enable loop playback

Baking Panel
Bake Properties

Presets

Preset:

Settings
Export Type:  Default>

Filename: bake field
Start Time: 00 { End Time:

Frames Per Second: Q0 Simulation

Speed Scale:

the file extension for field caches is *.field.

Outputs

There are no outputs from this node.

Notes

Create..

Cancel

Notch Reference Manual - 0.9.22

Field caching can generate very large files. The frame rate and field resolution will influence the size of

he cached file.
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Field Level Set Root

Method

Field Level Sets use the same field structure as the - but instead of containing densities
“ink”), they contain an isosurface (distance field): each cell stores the distance to the surface. This
means that while fields are typically used to model gas and smoke, level sets are an efficient way of
modelling liquid simulation.

Field Level Sets can be used as procedurals via the Procedural Level Set node, allowing them to be
rendered as meshes with the Procedural Meshing node.

Advecting and affecting the level set can cause it to lose accuracy and volume. Two mechanisms exist
o improve this. Firstly, the “Renormalise Iterations” parameter controls a number of iterative
renormalisation steps which improves the accuracy of the level set after being moved.

Secondly, in the case that the field is used to model a body of liquid in a container, the Floor Height and
Floor Blend parameters control blending of a flat level of liquid into the level set each frame as a
workaround to keep it from losing volume.

Setting the “Up-Res Distance Field” parameter will run the level set data at twice the width, height and
depth of the velocity buffer. This typically allows for a more detailed visual result for the simulation, but
without as great an increase in memory usage and impact on frame rate as running the whole field at
wice the width, height and depth.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.
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Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Width
Height
Depth

Velocity
Dampening

Lock Update Rate

Locked Update
Framerate

Wrap Update At
Edges

Clear Every Frame

Visualise Field

Renormalise
Iterations

Up-Res Distance
Field

Floor Height
Floor Blend

Gravity

Inputs

Name

Bounding Box

Description
Pixel resolution of the field horizontally.
Pixel resolution of the field vertically.

Changes how much resolution the depth of the field has.
How fast the velocities are dampened. Higher number = greater dampening

Locks the update rate of the field to a particular frame rate.

Set the frame rate at which the field simulation is updated. Only functions with “Lock
Update Rate” enabled.

Allow ink and velocities to wrap around from the edges. i.e. velocities at the right edge
can push through to left.

Clears the ink and velocities of the field every frame. This means affectors will no longer
function if connected to this node.

Generates an optical flow image, and renders it to the veiwport.

The number of renormalisation steps to apply to the level set after it has moved.

Causes the field's level set to be twice the width, height and depth of its velocity data.

Controls the height of the “floor” plane in the field.
Controls the amount that the “floor” plane is re-injected into the field.

Add a gravity simulation to the level set animation.

Description Typical Node Input
Bounding box beyond which fields are killed.

Transform Modifier | Links all transform properties to the input node.

Target Node

Outputs

Always faces the x-axis towards the inputs anchor point.

The outputs section for this node is currently being worked on.
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Field Root

Method

The field root node controls the physical dimensions and density of the voxel grid as well as its
simulation properties.

Setting the “Up-Res Distance Field” parameter will run the density data at twice the width, height and
depth of the velocity data. This typically allows for a more detailed visual result for the simulation, but
without as great an increase in memory usage and impact on frame rate as running the whole field at
wice the width, height and depth.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Width Pixel resolution of the field horizontally.

Height Pixel resolution of the field vertically.

Depth Changes how much resolution the depth of the field has.

Colour Fade | How quickly the colour/ink fades.
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Velocity

. How fast the velocities are dampened.
Dampening

Temperature

Fade How fast the temperature values are dampened.

Updraft

Velocity How quickly higher temperatures move upwards.

Lock Update

Rate Locks the update rate of the field to a particular frame rate.

Locked
Update
Framerate

Set the frame rate at which the field simulation is updated. Only functions with “Lock Update
Rate” enabled.

Wrap
Update At
Edges

Allow ink and velocities to wrap around from the edges. i.e. velocities at the right edge can
push through to left.

Clear Every | Clears the ink and velocities of the field every frame. This means affectors will no longer
Frame function if connected to this node.

Visualise

Field Generates an optical flow image, and renders it to the veiwport.

Change how field density is visualised and simulated.
Colours, various colours from each emitter are generated into the field.
Density

) Densities, Only the alpha values from the field are emitted into the field.
Field Mode

Densities and Temperatures, Only the alpha values are used, and temperature
values are simulated in the field.

Upres When enabled, the Density field will be double in resolution, but the velocity field remain the
Density same size. This will give much greater clarity to the image, with a smaller impact on
Field performance.

Solver

Ability to over-ride internal shader. See writing custom shaders.
Shader

Inputs

Typical Node
Input

Name Description

Bounding Box Bounding box beyond which fields are killed.

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.
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Outputs

Fields can output into Particle Systems using the . Fields can also output their field
velocities to other fields using the , and can also output their colour values to other field

systems using the
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Affectors

Method

Affector nodes modify the velocities of voxels in a field. Affectors need to be connected to a
and they will only affect voxels within that field system (unless modified appropriately).

Gallery

—
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3D Object Collision Affector

Method

This node allows fields to collide with polygonal 3D objects. The field will flow around or bounce off the
object’s surface and be prevented from entering it.

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank
Scale X

ScaleY

Scale Z

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.
Move its position along the z-axis in local space.
Rotate the object about the x-axis.

Rotate the object about the y-axis.

Rotate the object about the z-axis.

Scale along the x-axis.

Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name

Collision
Velocity.

Invert Shape

Description
How much the field bounces off the colliding surface.

Invert the surface normals, changing the parts of the object which will interact with the
field.

Typical Node

Description Input
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Object Input an object for the field to collide with.
Transform Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

The outputs section for this node is currently being worked on.
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Curl Noise Affector

Method

Applies a curl noise function to the movement vectors of a field.

Example

Transform

Name Description

Position X Move its position along the x-axis in local space.
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Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

ScaleZ Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Fluid Simulation Speed Controls the speed of the fluid simulation.

Curl Noise Amount The scale of the velocity being applied to the voxels in the field.
Noise Size Change the size of the generated curl noise.

Normalise Noise The curl noise is normalised so that the vector velocities do not overlap with
Parameters other voxels.

Radius The radius of the curl noise — the tightness of the curls.

Randomness The randomness of the affector.

Inputs

Typical Node

Name Description Input

Velocity Scale the resulting velocities from the curl noise to exaggerate along
Transform certain vectors.

Mask Node Masks the areas in which the affector won't apply.

Emitters that are affected by the noise affector. By default, all emitters in

Affected Emitters the field system are affected.

Transform

Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform | Override the transformation values of the node, relative to its parent.
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Override

Outputs

This node primarily outputs its transformation values to its children. Otherwise, it has no useable

outputs.
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Derivative Feedback

Method

This node applies a feedback effect to a 2D field based on the gradient of the colours at each point in the
field. This creates the effect of the field spreading out from or pulling into sharp changes in the image -
e.g. lines and corners.

This node is only effective on 2D fields. The process is applied iteratively, so larger iteration counts will
cause the effect to be stronger per frame.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description
Amount | The strength of the feedback effect.

Iterations | The number of iterations the effect is processed at per frame.

Description Typical Node
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Transform Modifier
Target Node

Local Transform
Override

Outputs
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Links all transform properties to the input node.
Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.

This node primarily outputs its transformation values to its children. Otherwise, it has no useable

outputs.
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Field Affector

Method

This node applies a separate field system’s movement vectors to the current field system.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description
Velocity Scale | Scale the amount the input field affects the field system.

Randomness | The randomness of the affector.

Inputs

Typical Node

Name Description Input

Field Node The field to be used by the affector.

Mask Node Masks the areas in which the affector won't apply.
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Emitters that are affected by the noise affector. By default, all emitters in

Affected Emitters the field system are affected.

Transform

Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform

) Override the transformation values of the node, relative to its parent.
Override

Outputs

The outputs section for this node is currently being worked on.
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Field Feedback

Method

This node blends ink from the previous with the ink from the newly generated field systems.

Attributes

Example

Feedback VS no Feedback

Example Nodegraph
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Name Description

Feedback Amount | How long the previous frames last within the field system.

Inputs

Typical Node

Name Description Input

Transform Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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Fluid Affector

Method

This node applies a fluid solver to the velocities of the field system, creating eddies and swirls like a gas
or liquid. This solver uses the grid-based Navier Stokes method, maintaining incompressible pressures
using multiple iterations of a process over the field’s voxel grid, and can have a sizeable performance
impact with high-resolution fields.

Example

P NN
[

CHCR
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Name Description

Position X Move its position along the x-axis in local space.

Position Y Move its position along the y-axis in local space.

Position Z Move its position along the z-axis in local space.

Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Simulation Speed

Vorticity
Confinement Scale

Diffusion Amount

Velocity Dampening

Solver Iterations

Inputs

Name

Transform Modifier
Target Node

Local Transform
Override

Description
Controls the speed of the fluid simulation.

Controls the amount of vorticity confinement — which increases the number of small
swirls in the fluid system.

How much the field colours are diffused to neighbouring voxels.
How much velocities are dampened and averaged across the field system.

How many times the fluid system solver is run. Higher values improve accuracy, but
lower performance.

Description Uzl et
Input

Links all transform properties to the input node.

Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.
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Outputs

The outputs section for this node is currently being worked on.
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This node uses an input image to affect the movement vectors of a field system. The red and green

channels of the image can be turned into directional velocity vectors, or the vectors can be derived from

he gradient of the image’s luminance.

Example

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank

Scale X

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.

Move its position along the z-axis in local space.

Rotate the object about the x-axis.
Rotate the object about the y-axis.
Rotate the object about the z-axis.

Scale along the x-axis.
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Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Colour Image Override the input image.

Amount Changes how much the image affects the field.
Blend Mode Choose how the image affects the field.

Use As Bump Map | Use the image as a bump map.

Inputs

Typical Node
Input

Name Description

Image Node The image used to generate an effect.

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

The outputs section for this node is currently being worked on.
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Points Affector

Method

This node affects particles by positional vortex forces created around points from a particle system, or
vertices of a 3D object. This can be used to make a particle system “move through” a field and appear to

affect it.

Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank
Scale X

Scale Y

ScaleZ

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.
Move its position along the z-axis in local space.
Rotate the object about the x-axis.

Rotate the object about the y-axis.

Rotate the object about the z-axis.

Scale along the x-axis.

Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name

Velocity Amount

Description

Scale the strength of the affectors velocity on the particles.

Point Falloff Distance | The radius of falloff of effect from each point.

Point Falloff Power | The sharpness of the falloff from each point.

Radius

Randomness

Alter the outer radius at which the affector is no longer effective.

How much randomness is added in the particles movement.
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Typical Node

Description Input

Point Source The source of the point data.

Mask Node Mask out areas that particles cannot spawn.

Affected Emitters Choose which emitters can be affected by the affector.
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

The outputs section for this node is currently being worked on.
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Primitive Affector

Method

This node uses basic geometric shapes to affect the field.

Example

el Lk

Page 320 of 1563



10bit FX Limited Notch Reference Manual - 0.9.22

Transform

Name Description
Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.
Rotation Bank Rotate the object about the z-axis.
Scale X Scale along the x-axis.
Scale Y Scale along the y-axis.
Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description
Primitive Type Choose which primitive shape is used for the affector.
Velocity Mode Toggle whether the velocity attracts to the primitive or repels away from a primitive.
Use Colours Allows the colour of the primitive to be blended into the field.
Radius The radius for which the affector is active.

Randomness The randomness of the affector.

Velocity

Randomness
Velocity Scale

Weight
Colour Weight

Stickiness

Blending

Adds a randomness to the velocity of the field.

Scale the velocity of the field.

How much the affector affects the field system.

The amount by which the colour of the primitive is blended into the field, if Use Colours

is enabled.

Controls how much the particle sticks to the surface of the shape once it reaches it.

Name Description
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Blend Mode | Changes how the affector blends with the field.

Typical Node

Description Input

Emitters that are affected by the noise affector. By default, all emitters in

AL G the field system are affected.

Transform

Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform

. Override the transformation values of the node, relative to its parent.
Override

Outputs

The outputs section for this node is currently being worked on.

Page 322 of 1563




10bit FX Limited Notch Reference Manual - 0.9.22

Primitive Collision Affector

Method

This node allows fields to collide with the surface of primitive 3D shapes. The field will flow around or
bounce off the shape’s surface and be prevented from entering it.

Example Image

Example Nodegraph
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Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description
Shape Type Select a shape to model a collision with the field in.

Collision

. How much the field bounces off the colliding surface.
Velocity.
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Radius Inner Inner surface radius of the selected shape.
Radius Outer Outer surface radius of the selected shape.

Invert the surface normals, changing the parts of the object which will interact with the

Invert Shape field.

Inputs

Name Description Ul NEete
Input

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

All nodes connected to this node are treated as if flowing to the parent node, and inherits any
ransformation changes along the chain.
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Turbulence Affector

Method

This node applies turbulence to the movement vectors of a field system.

Example

Transform

Name Description
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Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Velocity Amount | Scale the velocity of the field.

Radius The radius for which the affector is active.

Inner Radius Edit the size of the inner area the affector can affect.
Randomness The randomness of the affector.

Noise Scale Scale the size of the noise for the turbulence.

Noise Threshold | Limit the noise that will be output to the field.

Choose how the turbulence effect is calculated.
Repel, Pushes the fields away from the affector origin point.

« Attract, Pulls the field towards the affectors origin point.
« Turbulent, Pulls and pushes the field with turbulent forces.

Description Typical Node
Input
Velocity Node Add a veloctiy affector to modify the affector.

Emitters that are affected by the noise affector. By default, all emitters in

AifEgizg BT RS the field system are affected.

Transform Links all transform properties to the input node.
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Modifier
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform

. Override the transformation values of the node, relative to its parent.
Override

Outputs

The outputs section for this node is currently being worked on.
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Velocity Affector

Method

This node applies a directional velocity to the movement vectors of the field.

Example

Tl

Ambient Light
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Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Velocity Amount | Scale the velocity of the field.

Spread Angle Change the angle of spread for the field

Radius The radius for which the affector is active.

Inner Radius Edit the size of the inner area the affector can affect.
Randomness The randomness of the affector.

Choose what kind of velocity affects the field.
Directional Velocity, moves the field in a direction.

Repel, Pushes the fields away from the affector origin point.
+ Attract, Pulls the field towards the affectors origin point.

The shape of the affector falloff.
Point, the affector falls off in distance from a point.
Falloff Shape Line, the affector falls off in distance from a line.

Plane, the affector falls off in distance from a 2D plane.
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Inputs

Typical Node
Input

Name Description

Velocity Node Add a veloctiy affector to modify the affector.

Mask Node Masks the areas in which the affector won't apply.
Affected Emitters Choose which emitters can be affected by the affector.
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

The outputs section for this node is currently being worked on.

Page 331 of 1563




10bit FX Limited Notch Reference Manual - 0.9.22

This node modifies the movement vectors of a field to give a rotational velocity about a point.

Example

Gy Gy
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Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description
Velocity Amount Scale the velocity of the field.
Spread Angle Change the angle of spread for the field

Change how quickly field moves around the vortex centre dependant on

Vortex Angle Scale distance from it.

Outward Velocity Amount / | Control the speed at which the particles are pushed out from the vortex
Blend centre.

Radius The radius for which the affector is active.

Randomness The randomness of the affector.

Inputs

Typical Node

Name Description Input

Vortex Position Node | Change the position of the point the field orbits around.
Mask Node Masks the areas in which the affector won't apply.

Affected Emitters Choose which emitters can be affected by the affector.
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Transform Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

The outputs section for this node is currently being worked on.
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Deformers

Method

These nodes deform the entire field system at render time, without changing the underlying simulation.
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Fbm Deformer

Method

This node deforms the field based on a Fractional Brownian Motion algorithm. This allows extra fine
detail and animation to be added to already-made field systems without changing the underlying

simulation or requiring a higher resolution field.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

DIl Qe ef. How much the deformer displaces the original mesh.
Amount

Noise Scale | Scale the size of any noise generated.
Falloff Range | Limits the range the deformer is effective at.

Animation

Speed the deformer is animated at.
Rate

Lacunartiy How large the gaps between the generated noise is.

Gain The smoothness of the generated noise.
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How the deformer updates with relation to the time code.
+ Locked To Timecode, The deformer deformations are locked to the time code and
Update Time

Vit the same time will always yield the same deformations.
ode

* Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.
When enabled, the Density field will be double in resolution, but the velocity field remain the

same size. This will give much greater clarity to the image, with a smaller impact on
performance.

Upsample
Densities

Typical Node

Description Input

Falloff Node Use an input object to control the transformation values of the
falloff.

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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Sine Deformer

Method

This node deforms the field based on a sine wave.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Sine Scale

Major Axis Change the scale of the larger wave on the deformer.

Sine Scale

. . Change the scale of the small wave on the deformer.
Minor Axis

Displacement

How much the deformer displaces the original mesh.
Amount

Noise

The amount of noise that is applied to the deformer.
Amount

Falloff Range | Limits the range the deformer is effective at.

Max Maximum distance the deformer can displace the mesh.
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Displacement

Animation

Speed the deformer is animated at.
Rate

Change which direction the deformer displaces the objects mesh.
« Normal, The mesh will be displaced in the direction of the vertex normal’s.

B?splicement Spherical, The mesh will be displaced in a spherical direction from the object’s
irection .
origin.

« Planar, all vertexes are displaced in the same direction.

How the deformer updates with relation to the time code.

+ Locked To Timecode, The deformer deformations are locked to the time code and
Update Time

v the same time will always yield the same deformations.
ode

* Running / Looping, The deformer deformations are disconnected from the time
code and will loop seamlessly at the end of the layer.

Typical Node

Description Input

Falloff Node Use an input object to control the transformation values of the
falloff.

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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Emitters

Method

Emitter nodes spawn the colour/Ink that can be manipulated in a field system. Any Emitters need to be
connected to a , and they will only spawn a field within that field system (unless modified
appropriately).

Emitters constantly emit new ink into the field, and the ink already in the field decays over time thanks to
he “Colour Fade” property in the Field Root. These need to be balanced to ensure that the field does not
overflow with ink — e.g. by increasing the colour fade, by reducing the emitter amounts or by cropping
he time bars of the emitters so they only emit at certain times.

Gallery
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Method

This node emits colour/ink into a field based on an input 3D object. The object is first voxelised, and the
resultant voxels are used to contribute ink to the field.

Example

aaal.

TR LE]
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Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank
Scale X

Scale Y

Scale Z

Notch Reference Manual - 0.9.22

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.
Move its position along the z-axis in local space.
Rotate the object about the x-axis.

Rotate the object about the y-axis.

Rotate the object about the z-axis.

Scale along the x-axis.

Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Colour
Amount

Blend Mode
Threshold

Object Colours
Object Lighting
Wireframe
Filled

Emit Once

Voxel
Resolution

Description

Select a colour for the emitted field.

How strong the emitter is on the field.

How the emitter blends into the field. See for details.

Set a threshold for how much of a mesh surface must overlap with a voxel for ink to be
emitted.

The colours of the input object are retained in the field.

The lighting affecting the object affects the fields colour/ink values.
The field emitted its based on a wireframe of the model.

Fill the emitted object with ink. For good results, use a closed mesh.

When enabled, the object will only emit ink once into the field.

Resolution of the voxels used when generating the ink shape.

Description Typical Node
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Object Object used to generate a field based off of.
Colour Ramp Adds a colour gradient to the field.

. Limit the region of the Mesh which will be emitted into the field
Object Bounds
system.
Transform Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

The outputs section for this node is currently being worked on.
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Field — Field Emitter

Method

This node emits colour/ink into a field by reading it from another input field.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Output Colours | Toggles whether the colours from the original field are output.
Output Velocities | Toggles whether the velocities from the original field are output.
Colour Tint the colour of the original field system.

Blend Amount How much the input field blends with the current field.

Velocity Scale Scale the velocity of the field.

Blend Mode How the emitter blends into the field. See for details.
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Inputs

Typical Node
Input

Name Description

Field The field to be added into the current field system.
Colour Ramp Adds a colour gradient to the field.

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

The outputs section for this node is currently being worked on.
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Image Emitter

Method

This node emits colour/ink into a field based on an input image.

Example
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T e

IR

Luminance 85..[ s

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Colour Image | The image used for the field. Can be overrided by an input image.
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Amount How strong the emitter is on the field.

Blend Mode | How the emitter blends into the field. See for details.

Inputs

Name

Image Node
Transform Modifier
Target Node

Local Transform
Override

Outputs

Typical Node
Input

Description

Image used to generate a Ink from.

Links all transform properties to the input node.

Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.

The outputs section for this node is currently being worked on.
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Particle Emitter

Method

This node generates colour/ink based on the positions and movement of particles from a particle
system. The particles contribute both ink and velocities to the field.

Example
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Attributes

Name
Texture

Output
Velocities

Intensity
Scale

Velocity
Scale

Particle Size

Particle X
Scale

Particle Y
Scale

Particle
Scale Coeffs

Particle
Alpha

Visible

Blur Mip
Levels

Size
Randomness

Rotation
Randomness

Luminance
Randomness

Screen Size
Limits
Motion Blur
Amount

Lit

Cast
Shadows

Sort
Particles

Blend Modes

Mipmap

Description

Select a texture to be rendered at each particles position.

Toggle whether the velocities from the source particle system should be used.

Modify how strong the emitted field is.

Scale the velocity of the field.
Edit the size of the particles once they are rendered.

Control the x-scale of the sprites emitted.

Control the y-scale of the sprites emitted.

How much the particle scales are affected by the node at different stages of the particles life
cycle. Values 1 and 2 are control points, and are used to control the curve between values 0
and 3.

Control the alpha value for each particle.
Control whether the node is visible or not to the scene.

The number of MIP levels in the emitted particles that may be used for blurring effects.

Control the randomness in size of the particles.

Give the meshes a randomised rotation.

Control how much randomness is in the luminance of the rendered particles.

The minimum and maximum size of the rendered particle in normalised screen coordiates.

Control the amount of motion blur.
Control whether the particles are lit.
Control whether shadows are cast.

Toggle whether the particles are sorted by depth from camera from back to front before
rendering, enabling transparent particles to be rendered correctly.

How the emitter blends into the field. See for details.

Toggle whether mipmaps are enabled.
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Enabled

Texture Animation

Name Description

Use Texture Animation Edit whether the texture animation is shown with the rendering.

Texture Animation Rate Edit whether the texture animation is shown with the rendering.

Num Frames X Change how many tiles the sprite image will be spread across the x axis.
Num Frames Y Change how many tiles the sprite image will be spread across the y axis.

Texture Start Frame Mode | How the beginning frame for the texture animation is chosen.

Inputs

Typical Node
Input

Name Description

Particle Node The particle root used to generate the field.

Sprite Transform Node | Change the position of the field emitter.

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

The outputs section for this node is currently being worked on.
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Primitive Emitter

Method

This node emits colour/ink into the field using the volume of a primitive shape.

Example
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Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank
Scale X

Scale Y

Scale Z
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Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.
Move its position along the z-axis in local space.
Rotate the object about the x-axis.

Rotate the object about the y-axis.

Rotate the object about the z-axis.

Scale along the x-axis.

Scale along the y-axis.

Scale along the z-axis.

Inherit Transform Channels

p. Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name
Shape Type
Colour
Amount
Hardness
Radius Outer
Radius Inner

Angle
Fan Blade Width

Colour Ramp Angle
Scale

Blend Mode

Description

Choose which object the field is emitted from.

Select a colour for the emitted field.

How strong the emitter is on the field.

How hard the edges of the shape are.

Controls the outer radius of the shape.

Controls the inner radius of the shape.

Change the angle difference in the fan blade, thus adding more or fewer fans.

Change the width of the fan blades. Only functions when the Fan is selected in the
Shape Type attribute.

Controls the spread of the colour ramp.

How the emitter blends into the field. See for details.

Description Typical Node
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Colour Ramp Adds a colour gradient to the field.
Transform Modifier Links all transform properties to the input node.
Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

The outputs section for this node is currently being worked on.
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Procedural Emitter

Method

This node emits colour/ink into a field using a procedural node network. Procedural nodes should be
parented to the Procedural Emitter in order to generate procedural forms that will be converted into field
ink.

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Distance To | Controls how the distances defined by the procedural system are converted into
Alpha Scale | transparency values in the field — which is analogous to the density of the shape.

Blend

How much the emitter blends with the field.
Amount

Blend Mode | How the emitter blends into the field. See for details.
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Inputs

Typical Node
Input

Name Description
Procedural Root Connect a source procedural node. Procedural Root
Bounding Box Limits the area that the procedural emitter will use.

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

The outputs section for this node is currently being worked on.
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Reaction Diffusion

Method

Performs reaction-diffusion simulation, using an image input as a seed.
This node simulates the Gray-Scott reaction-diffusion process, which can be thought of as a kind of fluid
simulation with an extra step that creates organic-like patterns which grow out from seed points. Those

points are created by sampling an input image, and seeds are created at the brighter parts of the image.

More information on the general topic of reaction-diffusion simulation can be found

Example

Nodegraph Example
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The following image sequence shows how the pattern will grow out from a single point during the course

of a simulation.

Growth Example
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Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Amount | The amount of the input image to use as seed.
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Iterations | The number of simulation iterations to perform each frame.

Inputs

Typical Node
Input

Name Description

Colour Ramp Specifies a range of colours the generator can use.
Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

There are no outputs from this node.
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Method

Rendering nodes visualise the field or control how it is rendered and shaded. Any Rendering nodes need
0 be connected to a , and will only render fields within that field system (unless modified
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Field Lighting

Method

This node adds lighting and self shadowing to fields based on input light nodes. It is used in conjunction
with the node (which renders the field volume). Affecting lights need to be connected to
Lights input of the Field Lighting node. The Field Lighting node calculates translucent shadows from the
field it is applied to on a per-voxel basis.

The node should be parented to a Field Root node.

* This node is computationally heavy, and you might consider alternatively using the Field
Shadows node which is computationally faster, but only supports lighting from above.

Example
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[

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Description
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Shadow Density | Control the density of field, and how much light will be allowed to filter through.

Inputs

Typical Node
Input

Name Description

Lights Lights that are affecting the field render

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

The outputs section for this node is currently being worked on.
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Field Renderer

Method

Renders a field system as a volume by rendering a series of slices through the field system.

Ink at each voxel is rendered into cells on each slice. The number of slices and resolution of the images
are controlled in a parent Field Root node.

Once the slices are rendered they are then placed to face the camera along the x, y and z planes, and will
automatically change plane depending on where the camera is (though this is only noticeable at low
depth values).

The node should be parented to a Field Root node.

3D Example
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Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

ScaleZ Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Description
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Alpha
Brightness
Visible
Sort Bias

Velocity Alpha
Scale

Alpha Height
Scale

Blend Mode

Velocity To
Alpha

Volumetric

Num Slices

Inputs

Name

Transform Modifier

Target Node

Local Transform

Override

Outputs
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Changes the alpha of the field.
Changes the brightness of the field.
Control whether the node is visible or not to the scene.

Biases the alpha sort in order to make it render in front or behind other transparent objects.

The amount the velocity of the field is scaled when it is used to modulate alpha.

Defines the thickness when a 2D field is rendered as a 2.5d volumetric form.

Choose how the image blends with the scene. See for details.

Toggle whether the velocity amount is used to modulate the alpha value, so areas of faster
movement are more visible.

Controls whether a 2D field is rendered with thickness as a 2.5d volumetric form.

Defines the number of slices used when the 2D field is rendered as volumetric.

Description Ul NERt
Input

Links all transform properties to the input node.

Always faces the x-axis towards the inputs anchor point.

Override the transformation values of the node, relative to its
parent.

The outputs section for this node is currently being worked on.
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Field Shadows

Method

This node lights and shades a field from above and is used in conjunction with . As the
lighting direction is limited to this one direction, this node is significantly faster than the similar
node which allows multiple light sources with arbitrary positions and orientations.

The node should be parented to a Field Root node.

Example
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Transform

Name

Position X
Position Y
Position Z
Rotation Heading
Rotation Pitch
Rotation Bank
Scale X

ScaleY

Scale Z
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ek

Description

Move its position along the x-axis in local space.
Move its position along the y-axis in local space.
Move its position along the z-axis in local space.
Rotate the object about the x-axis.

Rotate the object about the y-axis.

Rotate the object about the z-axis.

Scale along the x-axis.

Scale along the y-axis.

Scale along the z-axis.
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Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Shadow Density | Control the density of field, and how much light will be allowed to filter through.

Inputs

Name Description Ul NERt
Input

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

The outputs section for this node is currently being worked on.
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Method

The field is sampled spatially on to the surfaces of visible 3D objects.

The Render to Object Surface node should be parented to the node. Deferred Rendering must
be enabled in the Layer Root node for this to work.

Example
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Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

Scale Y Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Attributes

Name Description

Alpha Changes the alpha of the field.
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Brightness Changes the brightness of the field.
Visible Control whether the node is visible or not to the scene.
Sort Bias Biases the alpha sort in order to make it render in front or behind other transparent objects.

Velocity Alpha

Scale The amount the velocity of the field is scaled when it is used to modulate alpha.

How the render UV Texture blends with the objects original material colours. See

Blend Mode for details.

Velocity To Toggle whether the velocity amount is used to modulate the alpha value, so areas of faster
Alpha movement are more visible.

Inputs

Name Description (R
Input

Transform Modifier Links all transform properties to the input node.

Target Node Always faces the x-axis towards the inputs anchor point.

Local Transform Override the transformation values of the node, relative to its
Override parent.

Outputs

The outputs section for this node is currently being worked on.
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Generators

Method

These nodes generate different black and white effects that can be overlayed, or used to modify other
nodes.

Also fields. Lots of cool stuff with fields.

Generators can be applied directly to these nodes, however, if applied to other nodes it will affect the
whole scene in the background, not just the parent node.

, the generator is generated in a 3D volume.
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Cells

Method

This node generates a cellular pattern using a distance function, mapping a gradient to the distance to
he closest of a set of random points

Processed texture
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Example Nodegraph

Transform

Name Description

Position X Move its position along the x-axis in local space.
Position Y Move its position along the y-axis in local space.
Position Z Move its position along the z-axis in local space.
Rotation Heading | Rotate the object about the x-axis.

Rotation Pitch Rotate the object about the y-axis.

Rotation Bank Rotate the object about the z-axis.

Scale X Scale along the x-axis.

ScaleY Scale along the y-axis.

Scale Z Scale along the z-axis.

Inherit Transform Channels

Toggle which transform channels should be inherited. By default, all are on.

Description
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Active

Preview In Viewport

Preview Alpha In
Viewport

Width
Height

Update Time Mode

Static Image (Process
Only Once)

Num Points X
Num Points Y
Num Points Z
Hardness

Pallete Animation
Rate

Wrap

Rendering
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Turn the effect on or off. Values < 0.1 will turn the effect off, and deferred rendering
must be on.

Preview the effect blended with alpha in the viewport.
Preview the alpha values in the viewport.

The resolution of the effect along its width.
The resolution of the effect along its height.

Change how the effect is generated with respect to the scene’s timecode.
Locked To Timecode, The effect is locked to the time code.

Running / Loopable, The effect is generated seperated to the timecode.

Only process the image once, making a more efficient scene. Animated Post-FX
nodes will not function with this enabled.

Number of points generated along the x axis.
Number of points generated along the y axis.
Number of points generated along the z axis.

How hard the edges of the cells are.
How quickly the generator is animated through an input colour ramps palette.

Wrap the bottom and right edges of the cells to merge seemlessly with the top and
left sides respectively.

Name Description

Colour Add a colour filter over the image.

Blend Amount | The amount the generator is blended with the output.

Blend Mode | Choose how the image blends with the scene. See for details.

Inputs

Name

Colour Ramp
Transform Modifier
Target Node

Local Transform
Override

Typical Node
Input

Description

Specifies a range of colours the generator can use.
Links all transform properties to the input no