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We'll need to populate the fields inside the modifier tab before we see results.
Add your scene’s Camera, your desired Tree card collection and Terrain Collection.

add your scenes camera,
and activate the align
feature.
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Filling your scene, and
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If you now set your
Density Factor and
Density Max to 1 the
trees will begin to
populate, alignh to your
camera and cull based
on what the camera
sees.

This adjusted the padding for the
camera culling. When set to O camera
culling will disable entirely.

This will control the tree billboard sizes.

For extra viewport performance, you can
keep Density Factor low and turn it up
before a render.

The Max amount of trees, it's important to
keep this humber low while in planning
stages, you can slowly turn it up later.

You can set the max height trees are
allowed to be using this field, as well as
toggle if you want a height limit at all.

The minimum spacing between cards.

These field can be used to cull based on
steepness or randomly. It will give it a
more organic and less repetitive look.

can toggle swaying animations, as well

as change the ‘wind’ strength.

When checked the trees will animate or

collide when in proximity of the Collision

collection. First this to work, ‘Wind
Animate’ needs to be turn on.

You can weight paint where on the terrain
you want trees to appear, if this is checked
it will use the weight paint. Add your
weight paint name into the field.



Weight Painting
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Bonus Material Features (experimental)
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FAQs

I'm using cycles and my trees aren't transparent """

Max Bounces

and show up black.

Diffuse

You will need to increase the “Transparent
Bounces’ under Light Paths in the render options. 5

I've followed the documentation but my trees are not showing.

Ensure that Density Factor is not O, alternatively ensure that if you
have a max height set, the value isn't too small.

My terrain’s weight paint groups are not being read.

Ensure that the weight paint group name is entered into the modifier
portion labeled as Weight Name. The modifier will only read the
group if the weight paint toggle is active and name correctly entered.

Can | add my own tree textures?

Yes! | will be adding more as time goes on but the setup is fairly easy
to get going. | will add some documentation on adding your own tree
textures. You will need 4 texture maps: Color, Alpha, Normal Map,
and a leaf mask map.

Why should | choose this over other options on the market?

Feel free to use what works best! | personally try to only use
solutions that aren’t overly complex or unnecessarily heavy. Lots of
addons get abandoned or no longer updated, and since this is just a
geonodes modifier + shader you can freely peek inside and change
anything. The geonodes modifier has been organized and labeled
neatly. | created this for my own project as | didn’t feel there was an
equally affordable and drop in solution.

Can | scatter more then just trees?

Yes! Just be aware that you will need to uncheck ‘Align to Camera’ in
the modifier. If the object you wish to scatter is 3D be sure to check
that as well.
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