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https://github.com/aafkegros/MicroscopyNodes
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Microscopy Nodes - Sample Data

EM Data
https://s3.embl.de/microscopynodes/FIBSEM dino.zarr

https://s3.embl.de/microscopynodes/FIBSEM dino masks.zarr

Fluorescence microscopy:

https://s3.embl.de/microscopynodes/RPE1 4x.zarr
https://s3.embl.de/microscopynodes/lightsheet_masks.zarr


https://s3.embl.de/microscopynodes/FIBSEM_dino.zarr
https://s3.embl.de/microscopynodes/FIBSEM_dino_masks.zarr
https://s3.embl.de/microscopynodes/RPE1_4x.zarr
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Volume to Mesh Node

The Volume to Mesh node generates a mesh on the “surface” of a volume. The surface is defined by a
threshold value. All voxels with a larger value than the threshold are considered to be inside.

Inputs

Volume
Standard geometry input.

Voxel Amount

Specifies the approximate resolution of the final mesh. The voxel size is adapted to the size of the
entire volume.

Voxel Size
Use a fixed resolution that does not change when the volume changes.

Threshold

Voxels with a larger value are considered to be inside the mesh. The mesh will be generated on
the boundary of inside and outside voxels. This is also called "iso value”.

Adaptivity
Reduces the final face count by simplifying geometry where detail is not needed. This is similar to
decimating the final to reduce resolution where it is not needed.



https://docs.blender.org/manual/en/4.5/modeling/geometry_nodes/volume/operations/volume_to_mesh.html

https://www.youtube.com/watch?v=Rwq/Tu8Avss



https://www.youtube.com/watch?v=Rwq7Tu8Avss
https://www.youtube.com/watch?v=Rwq7Tu8Avss

https://www.youtube.com/watch?v=YO3FxTFGHOO


https://www.youtube.com/watch?v=YO3FxTFGH00
https://www.youtube.com/watch?v=YO3FxTFGH00

ources-Microscopy Nodes

\ Installing Microscopy Nodes for Blender

Aafke Gros * 184 views * 2 months ago

Fluorescence microscopy loading in Blender

Aafke Gros ¢ 140 views * 2 months ago

Microscopy Nodes
v2.2.0
Q by Aafke Gros

Loading volume EM data in Blender

% Aafke Gros * 115 views * 2 months ago

Playlist « 6 videos * 176 views 3
Learn beautiful microscopy data visualization in Blender!
. Microscopy surfaces and label masks in Blender
D Playall P &) @& v
\ Aafke Gros * 77 views * 2 months ago
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- Blender Ul for microscopists: Using the interface and Microscopy Nodes
® Aafke Gros ¢ 100 views * 2 months ago
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- °8 NV :
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Creating output images and animations from Blender (for microscopists)
{ (@ ‘@nfg\‘ o Aafke Gros « 108 views * 2 months ago
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https://www.youtube.com/playlist?list=PLAv6 GEMrbKcLE3CJtM4UTzIVW1ZycPUG

https://extensions.blender.org/add-ons/microscopynodes/



https://extensions.blender.org/add-ons/microscopynodes/
https://www.youtube.com/playlist?list=PLAv6_GEMrbKcLE3CJtM4UTzlVW1ZycPUG
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Further Resources - Bioxel

https://omoolab.github.io/BioxelNodes/latest/step by step/


https://omoolab.github.io/BioxelNodes/latest/step_by_step/
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Node Navigation

* Shift + A -> Add node

* G — Grab nodes

* Click + Drag — Create noodle

* Command + Right Click + Drag =& Remove noodle
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Procedural Shapes - Molecular Nodes
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Procedural Shapes - Molecular Nodes
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Procedural Shapes - Molecular Nodes

Place proteins on the membrane surface
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Procedural Shapes
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Procedural Shapes - Molecular Nodes - DNA

CSV generated with a self-avoiding worm-like chain model.
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Further Resources - Molecular Nodes

Molecular Nodes Tutorial Series
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Further Resources

Further Resources - Blender Science Discord

https://discord.gg/9GrgdVmHmMR
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