GEOGSCATTER = (@ EVERMOTION

Discover the Biomes of Archmodels Volume 252

Archmodels volume 252 includes 25 premade environments for the Geo-Scatter plugin.
Create stunning images fast! With the most popular scattering plugin for blender professionals.




EVERMOTION

GEOGSCATTER X

Y5l

":}‘; i

Fy

'y

%

L
e 5
) e "
S Ty

i,

L




—
—
e
=
—
=
Ef
=
Lt

GEOGSCATTER X

]

%

T

&
i
k a1
L}

‘-x‘_
.I[""

&
s

Sl
) @

o

e

.
#*

.

ol

Bz}
(Rl
.
o
g
Y
L )
!

s




—
—
e
=
—
=
Ef
=
Lt

GEOGSCATTER X

g I % ‘
‘frfge ek v

(s




—
—
e
=
—
=
Ef
=
Lt

GEOGSCATTER X

L3

P

ey

Tk
.
Zoi

L]
B

LS




—
—
e
=
—
=
Ef
=
Lt

GEOGSCATTER X




—
—
e
=
—
=
Ef
==
Lt

GEOGSCATTER X

il




—
—
e
=
—
=
Ef
==
Lt

GEOGSCATTER X




—
—
e
=
—
=
Ef
=
Lt

GEOGSCATTER X

Lh

E]% W

.I .: ﬂi
I'I@]lﬂl!r .

M=,

. f:n L , |

i)‘

?-




—
—
e
=
—
=
Ef
=
Lt

GEOSCATTER X

Eﬂ H [l

S

'U . __ '[U “ﬂ e W{-_




W ¢ el
by
TS et R
R A i sy

Biome 10

EVERMOTION

: I-“”f] el '“H

|
1), -

L . lﬂﬂ i "' -

GEOGSCATTER X



—
—
e
=
—
=
Ef
==
Lt

el 1]
bl i iy

i

GEOGSCATTER X




—
—
e
=
—
=
Ef
=
Lt

RGN i fl'hlh ol |

GEOGSCATTER X




—
—
e
=
—
=
Ef
=
Lt

GEOGSCATTER X




—
—
e
=
—
=
Ef
=
Lt

GEOGSCATTER X

i

i W iy

|” i I_l_. II_”_”Il
o 1

e

.
Lok

At

AEEATS alih
i

S

ok

;;.




EVERMOTION

2l !

GEOGSCATTER X

' i e . T . T [ R il s wadld | i Wiy Jrc b i . e
OB e i o BRI SRR . L Sl g)_? e :

(8

: i bt - Tl 3 i -~ rr.,,-q-; b, ‘.-
A s 3 - A ¢ £ ; = i adiie e
i i1, (it T & age 1| T Ca U B AR



—
—
e
=
—
=
Ef
=
Lt

GEOSSCATTER X

il

i fm i

[

i,

i .. Mﬁﬁﬁ%ﬂ 'if-

Biome 16



—
—
e
=
—
=
Ef
=
Lt

GEOGSCATTER X




—
—
e
=
—
=
Ef
=
Lt

: I

NGt "" M "' “ f i ’Iﬁlu 'ﬁj’iﬂiﬁ.

-
R
A i

>

B
- il bR {-"’ il 420 T
: .:*.-‘i'_r_.-v,.' ; ”" < P

- g v
o J-_;.ﬂ-":."k.' iy T :1-@- |
g ,':' ‘ K s ‘ |
—— 1 LN 5 . ¥ M f‘:"'f.’:-.
- - W - Y
$ ¥ .

GEOGSCATTER X

.’_ Tﬁ"{'» i
|



—
—
e
=
—
=
Ef
==
Lt

GEOSSCATTER X

I

-

il




—
—
e
=
—
=
Ef
=
Lt

GEOGSCATTER X




—
—
e
=
—
=
Ef
=
Lt

GEOGSCATTER X

S &l

1

ey

g

il

I
{

i o

T
.- Afury *

s




. I it
e

1 4 ‘\
. - e 1 :
Te oyt
i R e ] Y B A, y
A e T e

Biome 22

T

P

Lt

—
—
e
=
—
=
Ef
=
Lt

e

GEOGSCATTER X




el

; fl;”. :.‘_’-._.l ] -

. '&‘f’h #1& s 0
SN

Biome 23

G
E0%SSCATTER X



—
—
e
=
—
=
Ef
=
Lt

GEO%GSCATTER X

] II'IIfIm

e ’n )

fi'u:.-_._

u“”ﬁ

M i oy

,.'n“:r'



—
—
e
=
—
=
Ef
=
Lt

|

Iy

|! !I...‘I il

| g |

WL

T

GEOGSCATTER X




Requirements

GEO%SCATTER

Biome Requirements

e Version of our GeoScatter/BiomeReader plugin equal or above 5.3.1

e Blender 3.3LIS or higher.
e Please also consult the requirements of our partner product.



User Guide

GEO%SCATTER

How to use?

We 1nvented the biome system for
blender and we made It very easy to use!
After installing our plugin, or our free
biome reader, you can open a biome
library window from the Create’ panel, or
from your blender preferences editor.

You will ba able to click on a biome of your
choosing, then each layer will load one by
one automatically! In the library header,
you will find the biome operator options.

How to Install?

From your blender preferences editor,
search for the GeoScatter plugin and click
on the '‘Open Manager’ button. Then in the
preferences, click on ‘Install a Package’ &
select the ".scatpack’ you desire to install,
click on confirm and the install is done!

If your package only contain the presets and
no .blend files, right below the install
button, you may need to specify the path of
the associated library by adding a new
environment path.

Asset Browser?

The GeoScatter plugin works flawlessly
with the blender asset browser, as you can
directly Scatter the selected Assets. It
might be worth it to also install your assets
as an asset-browser library. This is done In
the blender preferences editor ‘File Paths'.

If your pack does not support blender asset

browser, you are able to automatically

convert many blends to an asset-ready
format in the GeoScatter preferences.

Need more guidance? Consult our exhaustive online-manual at www.geoscatter.com



Tips&Tricks

GEO%SCATTER

Pro Tip:

If you see black pixels in your final
render, it might be because an object
Is using alpha opacity masks In its
shader. This problem is typically linked
with simulated rays being stuck in
between transparent surfaces. Most
raytracer rendering engines have a
simple solution for this issue, you will
need to either throw more rays or
Increase the number of ray bounces
for transparent materials.

The rays are stuck!

This plant rely on alpha masks

Change these settings in Cycles

Render Engine
Feature Set
Device

~ Sampling
» Viewport

“ Render

Cycles
Supported
GPU Compute

Noise Threshold & 0.0100

Max Samples
Min Samples
Tirme Limit
> Dengise
» Advanced
“ Light Paths

* Max Bounces

Total

Diffuse
Glossy
Transmission
Volume

Transparent

» Clamping

250

Osec

1

Problem solved!



Information

GEO%SCATTER

GEO%SCATTER

Simply the most powerful scattering toolset for blender professionals

For more info visit www.geoscatter.com

Software & files © 2022 by BD3D DIGITAL DESIGN SLU. The GEOSCATTER name & logo is a trademark or registered trademark of BD3D DIGITAL DESIGN SLU in the U.S. and/or other countries. All
rights reserved. All .preset/.biome/.jpeg files included in this .scatpack package are licensed under «royalty free» and the resale of this data is strictly prohibited by any other entity than BD3D DIGITAL
DESIGN SLU or context-partner*. These premade environments, also called «biomes», can be used for commercial purposes only by rightful owners of the context-partner* product that have a valid
license of the GEOSCATTER or BIOME-READER plugin. These premade environments are strictly & exclusively made for the GEOSCATTER or BIOME-READER plugin developed by BD3D DIGITAL
DESIGN SLU and cannot be used by other plugins or softwares. The sharing of the data contained in this .scatpack is strictly prohibited unless the licensee has written authorization from BD3D
DIGITAL DESIGN SLU or context-partner*. The licenses of our biomes package or plugins do not, in any circumstances, overwrite the license of our context-partner* products. Our biomes
only but work in symbiosis with our context-partner* products. Please also refer to our context-partner* product license. The demo scene used for these renders is not included in the package.
*The context-partner is designated in the first page of this catalog. You will be able to find all legal information about this partner & his product on his official website and/or product page.
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