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AT=ILAIICRED £, backdrop /—R% sceneimport

ICHERTL £ 9, sceneimport DH 7% RMB 2w L.
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RKOTVWBDIFZOEI—TIEFBVTLED. WKHNEELE T, Scene

| View 0AMHIIZH 2 @ Lock camera to view B2V % 71w LET,
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B geo MBI T BICIE. =0T 5T TENE Crl ) v I LT,

backdrop XTUTILICWK OW T I RF vy T2 BMLE L&
>, materiallibrary /— %4 TIV9')y9 LT, backdrop_
mat /—RZZERLFET,
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Translate YED' 0 ICERESNE T Null TRIDw 2 e ALy FEER
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RN UBRWMIBET LT E T, KERLTLS 1 oF—TJL—
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T IRERLDSIRE LA y—AICTIDEDLDEY,

Fe 7 Lo, UV RO EY, Motion Path /\> R %

RMB 21w o LT Persistent =4 7IZ L. BIREBRLI-5/\ >
RILBRRENABVELSICLET,
Scene View DERIIZ#H 3 —IL/N—T. G Render Flipbook 14> %2
DO LET, TIHILNREDEE. Start =7y LFET, >—7 2D
Fr I FrINBZETHFDO L Mplay UV RIICTY T Ty IhRREN
9. CNEBELIEDROZTLTC, BEaiHmL £,

EENBzREFELET,

E')] Motion FX

F—TIL—LETX—=3>h—TF/—RONRIA—RIRIASNETH. FroRIL
ZARL—42(CHOP) 2AT3 2. £ 7O —JvILB/—RR—Z2D 7 7O—F CTE—
AVERIETBZEHNTETET,

Motion FX IZ. Channel CHOP |Ci B S TMEHE NS F—TL —LICLBENTICE
BTEEY, 20%. Cycle, Noise. Smooth, Limit, Lag R DI T ot %#EHEDE)
FISEATEET, Constraints > TIL7ICIETESERY—ILDBD. NTA—ZETE
ICFoTE—T DB ZRLESICLED, BRIED, METELSICTTET,




N\—Fk9

- R

1k AXT 703>

FA— LIy H—R— L EL VAL ST BICIE, Solaris BIICR-T 2 DEOay Mty Py 7T B UBLBDET,

TP ERVAIANIDSHLWLOP /—FZDIKRETBETHS. NOURTEHYA—R—ILOTZA—aUICE@HhE TSI EAXT%E
ABLET, s BERIEDAAMNICHLTE—232T5-bty b7y TLET,

AT URARIICHEELE T, soccerball_anim %47

Uy LTHICADET, NEHL. IRTOIA AN ZER
L7c5. Modify )L 7T Extract Z3#RL F9, CAUSKD R—ILDT
NRTOEFFEHITH L DDRYNT—IICFeHENET,

R—JL% extract_object Y \SFH LWA T I T/ MIMHLTLS
objectmerge /—RHRTEINET, 2D I1% RMB 2w L. USD
Export z 2 Dli7co. Vv I LTID/—RZEBLET, ZDO/—R

% soccerball_anim L\ S&RIICEE L 7, Export X 0% 01wy
L. Valid Frame Range % Render Frame Range (. Output File =
$HIP/geo/soccerball_anim.usd |Z5%7E L £7, Save to Disk K&z > %
2w ILET,

®,
0
)
)
g,
2
'Y
>
«

Solaris 72U~y IZRED. /stage ZIEELF T, #v h7—
Y Ea—"7. karmarendersettings /—RDEH]IC Null /—
RZBML. TO%E%Z SHOT_01 ICEELFT,

320 light /—R (lightmixer TlZH 0D £EA) ZHEEHERL. TNES%E
backdrop /—R®D EIZBEEILET, CNICKD. RYID>avbDILy oI
ZEH5d 200> a3y MET/—RERBETESLIICADET,

backdrop. light. materiallibrary /—R%HICBEHLET,

AX— L~ LT, Reference /—R% backdrop /—RDHT

I2BAILE Y, backdrop /— Rz DLW/ —RIZESFL.
Display 755 %R E L %9, File Pattern Mi&(_4 3 File Chooser %
21w L. soccerball_anim.usd 771 )\ B D19, /—RD%HEI%
soccerball_anim |IZZEL £,

Houdini GL Ea—T&RALFA>%ZRIZTT5L, USD 77 1ILO—ET
HEFvy It ENIT A= 3V HRTEES,

Select V—/LEFEARAL T HLLWTZX— SNty h—R—
IWET1)wo LET, Scene View T. Tab > Transform %3f L
T, Transform /—R%&ESIZTIEBMLET,

Scene View T. NIV RTA—LNAYRILEFERLTR—IILERROEROD
BHICBEILET, X1 LT1VERIFTLT R=ILHHARNSAIC
EC e EHERLET, 7L—L80HT=DTLEDHFT, REHLTEER/\ >
RILEERTERLSICLET, R—/LZEEEL. EEHEROIC/NATIR
LTKBEDICHEELET, Z1TLTT1VERIST LT FAICREN 7L
CCERERLEY,




HOUDINI FOUNDATIONS

N
o

Ry —=27Ea2—"T, SHOT 1 2y hT—=Ih5

assignmaterial /—R7Z#RL. Alt FSYILTID/—RD
JE—%(ER LT, transform /— % assignmaterial /— RIZHERiL
725, Display 739 % B ELE T, CHUCKDITUTILHAERICEIDS
THENEITH TYA—R—ILDTUI T THEBIN TV D X7 )
TN EEDEHTEIHENHDET,

d soccerball_mat @ Primitives D282 74— LR T, FUIF4TD
$%fi% /soccerball_anim (ZZE L. FHTLLWDAXMIICITUTILEEID
HTBELEY,

EEHDSETAL R=ILDAXSICEADN > TTZX—RE

N3EFHEX2ET. 2> TILLET, LOP Lights and
Cameras >T/L 7T, Camera V—/L%&E At ZUy oL T . WERTV3 T
SN HAATZERBLE T,

Lock Camera/Light to View R2> %L, Ea—ZBIZIGLTAXTD
MBABHINDLIICLET, RICEa—R—rTRYTIL. N K=
LTHAXSZHEREL. >ayMIBLIETL—I2JILET RA LT
BRITIT U =TV RRETAXTHEEEL TV R ERLET,

camera D IC Light Mixer /—R%BML £, lightmixer
; J=RTIE ZAbLEICH—VILEBEILET, OB L. Bl
BALIEZAMNYRILEFBRLT. 2023y D171 I RE L
D Ea—R—r0D Karma RnzEo Ty b7y S22 e T
9, lightmixer /—REFERT2L. O avhOEEPBEASEE
FICEXTHIZCHAEETT,
NBORE lightmixer /—RICRFSN. TOTAMIZEIhFEE
Ao lightmixer T3 YILFLavhey b7y 7R LANS BIFEDZ
A MR TEET,

FwyhD—2E1—"T. SHOT_01. karmarendersettings.

usdrender_rop /—R% Alt F5wJ L %9 lightmixer /—
RZEZDFT—VICHEHRLF 9, #TLL\ karmarendersettings / — R 7%3&
$RL. Camera ' /camera2 |CRESNTWSZ e =R L £, Valid
Frame Range % Render Frame Range |_. Output Picture % SHIP/
render/anim/soccerball_anim_$F2.exr |_38EL£9, SF2 IC&oT.
LoRINTL—LBES L2 DINT 1 IHEMS N, /anim/ |IZ&->
TINLDIL—LZFRFTB10DTALINIDMEREINE T,
usdrender_rop /—RT. Renderto Disk z7')w o L%, 527 LizH.
Render > Mplay > Load Disk Files Z#iR L. L>&U> o LTcER =R
WTRIEHGRS — 7V 2R LET, (FEERNBZRELE T,

:é’ KARMA L 245
Karma |&. Solaris/LOP YT XN TUSD 771l ZEHTES L5581
NIYIER—ZD HYDRA LA ST, Ea—R—=FCERLTI VX257
TA7ICEFH LD Karma /—RZ2FERLTT 1 RIICLYAV VI TEERT,

3 : Houdini 19 IZ. KarmaXPU LA VI T VDT LE a—ITRISL
TWEYT, CONTTUYRE GPU/CPU LY AZIETIL T 7RE T, LD
B IEHEEPTHZ0. TAMBRNTOAERL£T . XPU (£, Scene
View O Display Options 7zI& Karma /—RTEIRTE XY,

Ea—R—hkX=Za— Display Options




N—F 10

AN \ N —\ LN -~ ~
)OO KRR T Sal—oa> 0ty S
LEQHyH—F—LET=X— N BICIE. HERDT=X—> a3V HENELTVETH, - TADHvH—K—LET=X— kLI

BRI FAFIVADERDEENHTY 41 FIVREESICIE VYILNDTL—LIUICEF T I OHEERZHITES LS.
22al—2a BTSSR EDBDET, Ny IRIFANIZEATR L. BRI I2L—2aVDERER/ONET,

Build 7 XU b FICED. ATV IR ANILICEBLET,
TRTDTZA—=321)5 /—R ¥ extract_object /—R%.
Display 720 %A 7ICLTIERRICLE T, soccerball_geo DR %A
VICLET,
soccerball_geo /—R7%:ZERLTH 5. Modify > /L 7® Extract '/ —
S LAV LET, CNUCED Yy A—R—ILOFTI I MDES
i SN FILWA T O OMMER SN E T 1 DEDLARILICEEL.
extract_object D% 71% soccerball_sim (ZZ & %9, soccerball_
geo A7V T UM RIERRICLET,

soccerball_sim + 7T bORICRD, SAXNIREELTVEET,
Match Size /—RZEBIIL T RAEEE L LIcPRICR—IILEZRELET,

FyhDJ—2E2—"T, Tab>Box Z#f L. #1% matchsize
J=ROAAICEELEY,
box /—RTRDESICHELET,
« Center%0,8,0(29%
= Rotate = 45,45,45(29%
= Primitive Type % Polygon Mesh (Z9%
« Uniform Scale = 6 IZ9%
= Axis Divisions = 3,3,3 (29 %

CNT. ¥Zal—2ayTOMBABEICARDET,

FybD—=oEa2—T, £DOMD/—RDF<TIC Copy to
Points /—R%&EBIL %Y, matchsize /—R% 1 DEDAN
[CHEH L. box /—R%E 2 DEDASICESLET,

Pack and Instance 773> % FVICLET, CHUSED IFARUH
MARDRAVMMIA VAR ZESNZD T, Ial—a>hgaRibL
%9, copytopoints /—R|Z Display 759 %R EL £,

, Ty k=2 E2—T. Tab>Mountain Z3# L T. box ¢ copytopoint
/—ROBICED/—R%=ZEELE T, Noise Along Vector 77> 3> %
Z71ZLTH%. Amplitude % 2 IZ. Range Values % Zero Centered
ICERELE T, CNT AV IRDRA Y MRET BLDICHDFT,

FL=L1(ZVWBZ ez L £, copytopoints /— Dk

|Z RBD Bullet Solver /—R#3B/IL %9, Collision 2T %~
)% L. Ground Collision £TX/0—/L&Y> LT, Ground Type %
Ground Plane I[ZEREL £9, Play #3fL T, v Ial—>av#F L
9, VIal—aviEFryraltIn. RALZAVERIZTLTE
REWRTEI2LIICHDET,

Collisions #7T. Bounce % 0.8 |CERXEL £, Properties X7 T.
Density % 10/, Bounce % 1.1 ICRELE T, D/ —RD/NNTX—X
I7 B0 _LEEBT. Reset Simulation R&2>%21)w o LTHS Play &
BLOBESI2L— a3 7R TLES, RVTTLTHERLET,




HOUDINI FOUNDATIONS

N
N

5)’ SOP RICEEN 7= DOP

Houdini Tld. ¥Zal —<3>1% Dynamic Operators. 2% D DOP ZfERL T

WIBENZE T, Geometry/SOP 1> 7+ X +d RBD Bullet Solver /—FTid. /.
AEICHATIOZRRYRT—IMBDAENT/ —RZ2FERTILICBDET, * mounaint
CHUCED. TATD DOP /— Rz L TERZE R, D DOE2—ICRRINT
BRUVWREBZEE(ICOAANILARNILTEY RV T TERLSICHDE LT, 22T >

WY T YT TIE PAARILARLTEETZETEYARSIaL—>3 % A '

BENET, SEIFARVINZEDFERICHIET 2HENDHB5EEIE. DOP TE e
BIEETINENHDFT,

:

FI—>D#IHIC USD Export /—R7ZBfNL. Display 75
JHEFELIS. 1% soccerball_sim £ VWS AFIICEEL
ia_o

Valid Frame Range % Render Frame Range [_. Output File Z
$HIP/geo/soccerball_sim.usd |Z58E L E7,

i Saveto Disk "%z y LT, USD 771l % geo 7 LU RUIC
RELET, COFvyialtTni7yhid 3D2EDavheLT
Solaris Ly k7w T TERENET,

FAY My F% Solaris ICRL. /2% /stage ICFRELE T,
Persp XZ2—"T Houdini GL MEIRTN TV ZFERL
9,

soccerball_anim Reference /—R7% Alt K52/ L. €0 Display 754
%R LE T, File Pattern = SHIP/geo/soccerball_sim.usd |Z3%7E L
ES

0./ —R% soccerball_anim ¥ \VS&FICEEL T,

FyhT—=2oEa2—"T, SHOT2 Xy rD—=0hH5

assignmaterial /—R7ZERL. Alt RS9I LTID/—ROD
JE—%{ER L %9, soccerball_anim /—R% assignmaterial /—R
ICHERE L5, 20D Display 759 %R/ELF T, CAUSKDITUTILA
BERICZIDYTENEFTH Hvh—R—ILOT)IFT4IHEEINTL
21 RTUTIINZEIDETEIRENHDET,
soccerball_mat @ Primitives DREICHZT4—ILRT. TUVIT4TD
2% /soccerball_sim |(ZZE L. LW AXMIIIITUTILZEIDY
TBELXY,

A= AXSIZED > TCT A= EINBHEFHRZDE

T. 2> 7)LLET, LOP Lights and Cameras >~ T/L 7T,
Camera WV =)Lz At 2y I LT HERFTWE TV IILICHATEREE
LFEY,

Lock Camera/Light to View "2> %L, Ea—ZBIZIGLTAXTD
B UBLNEHINBLSICLET, RICEa—R—bTEY T N FU—

| LCHAASEMBEL, P2y MIBLIEIL—I2JICLET 81 LT 1Y
i Z2XUTTL V=TV ALERTHXTHEEEL TWB T FRERRLF 9,




camera M#IC Light Mixer /—R#EBIIL £, lightmixer
J=RTIE ZALICA—VILEBELET, COT L. BIIC

| BALIESANYRLEBRLT. COYavhOS(F4 205 RE L

D Ea—R—r0D Karma Rz Eo Ty b7y T2 MR 2 e T
9, lightmixer /—R=FEBTHL. COYavhOBMEPBHAZSEE
FICEZTHI L HARETT,

B DIREIL lightmixer /—RIZRFSN. TOTA MIZBINZE
A lightmixer TlE. YILF>avhty b7y T @ERALENS, BEHEOD
A M EWRAETEET,

FyhDJ—2E 21—, SHOT_02. karmarendersettings.
usdrender_rop /—R% Alt RSy JLET,
#FLW lightmixer /—R%EZOFT—ICHEFLET, HLL
karmarendersettings / — R7%3&3RL. Camera ' /camera3 |Z587E &
NTWBZ e ZHERLE T,

usdrender_rop /— R, Valid Frame Range %= Render
Frame Range |_. Output Picture % $HIP/render/sim/

soccerball_sim_$F2.exr |Z5%E L7, Render to Disk z7')wv oL

F9o

527 L7z5. Render > Mplay > Load Disk Files ##iRL. L. >4 >4
LB TRVWTRENGR S — 7 AR L £,

Houdini D F T FAAIEICHNANS, EONSI—EZBRELTIH LT
ETVIITORFYDEYRT YT LAY 2al—2aveiTWELT,
ZOiBIET, TELFA Houdini IV THFZE TNSDYIDERHEICDOVWTH

FELFL

CDLYZAUNE VX DRIEZ(EB LD TIIHDEE A

Houdini ZR<IRD. ZDAFENBY —IL 2y MeRKRTBIC

HIHOTHBEERBZEEIFILZBNTS
HDTY,

SideFX @ Web H-1 Mg, ZFILT Y
TOIHDFEEHEMHEEICHAERESN
TWEY,

BRaOMICBEDETLSIC!

al—yayotyhr7yy

~
~
~

YD RET 1S






