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BHEOSAANZIERTBICIE. TUSTATOEDSHD. EBZRORICEELET,
CNICIRRVIVORLHLEARNLZERLT, RRERICBERSAXNIZEERLET,
LyZYO%¥T. COBRBERELT,

File > New Project %3#1iRL £, Project Name =
destruction_lesson |[ZZE L. Accept ZIFL 7, C1ICK
D TV TALONIEH T TALOMIDMER S, CDoav i
BETIIRTOI7IILDEMEINELSICARDET,
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Iy LTRELE T,
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BSRN\RIVISHEICR R £,

AR=ZAN—+BEZRL T4 AL 1—ICRDET, Y IR%E
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1)o7 LT, Copy Parameter =:#iRL £, transform /—RIZRD.
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BANROT=ZA—23>Tld, Carve /—REFEALT. BRADBEBLEDICH—T DRIV TEILIICLET,
BAMEICAWFyyTZEBIMLT. §TCANEZRETEDICERLEY, h—T EICERZEY 7Y TLT,
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Ty EBBICTIRAR—ITERLSICLET,

BEG
Wp Xt BE BPES® QO

fuse_geo A7 T U +DHRIZADET, transform /—R ¥
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TL—LERELET, NIA—BRYIZDEHEDD, F—TL—LH
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YH—TZFIRLT NIV EEBD Straight R&>%=01)w
LET. A—THERRICAD. BMEORINSREET. WA TDE

| <olDt T H—ORECT A ENET.
Scene View RAVATNIR-T. 7oX—>a #BE L. COZEHNE—

LAVICBER BB MR LT,
EXANBZREFLE T,

Ry kD=2 2—T, Sphere /—R7ZEILT. Display 7
SUERELET KDLIICKELET,

» Radiusz1,1,1(C9%

=« CenterY %z 0.0075 (29 %

= Uniform Scale % 0.0075 ({29 %

| Z2R—2/—+F 2T RICTF—HALET,

= Orientation % Z Axis (C9 %
= Rows % 9. Columns = 8 [C9 %

Scene View T N ZHLTIRTEERL TH5. Tab> Clip /—R7%&#
#RL. Direction % 0,0, -1 |[CSRELF T,
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L5 AF—2RLEN5 2 DDO=EF% MMB JUyILT. ZAFOD
Bz NTHERLET, Delete F—z#ML T ENSZHIRLET, CHUC
&D. Ry RT—=2(Z Blast /—RHEMENET,

3E|LTIYVBERICYIDE R RIFCHIRLICBEROIY S ZLTILY
w2 LET, Tab > polyfill Z#R LT, blast D1&IC/—RZERELET,
Fill Mode %# Quadrilateral Grid ({258 € L. Display 755 % 4 ICL &
. Smooth % 100 (Z. Tangent Strength # 0 [CERELF . CHUCK
D. ROFIHICUBFE RO D HMERINET,

Copy to Points /—RZE Ry bD—2|ZBMLET, EKHHD
polyfill /—R7z 1 DEDAJIIC. carve /—R%Z 2 DEDAN]
IZHEBTL £, Target Points % 0 ICEREL 7

Merge /—R%ZBMLE T, blast /— R copytopoints /— Rz L
TH5. normal /—RICESLET,

Fry T3 A—TORIGISEVICEEESNE LI ARADELLHDFE
hoo N—NTERFZBML T, BYICHIZ 2UBENL HDET,

reverse /—R ¥ carve /—F®DEIC. Orientation Along

Curve /—R%BMLEY, Output Attributes T Y Axis 7+~
2a>wATICLET, Tangent (Z Axis) IEN DEFICLTHEFET,
CHUSED EED D —TITBME N LHDF vy THBUNIRICEDET
BKEDICRDET,

polyfill /—RD#|Z Color /—R#ABAILT. Color #EEIC

FELFT, BAIRD blast /—RD#EIC Color /—REHS
1DEMLT. Color EH—=I T L—ICRELET, COLICBERITIE
TEERPIC. BAREBRENTIDICRIIBEET, o CTNHOBEEIC,
BTEIDECAIYTUTZIICEERE XA CHAEETT,

copytopoints /—RDE T Null /—REDIESE T, HICE
BLFJ, null /—RD%EI% CAP_OUT IZEE LT, BT
NEFBALT. Frv 250y s T—2ICMELET /S—T1 7LD
WHTIE 2Oy T—0%BBTEICRDET, Display 759%
BEL BKOFDHERRINZ AR LET, FLAIN—=%RUZTL
TCHDBEMREEDICEK I EERLE Y,
527 L7=5. Display 754 OFE % FUSE_OUT null ICRL %9,
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CDIaYrEISICKRIETIKSZAT, RRYVavbEIL—I0J 93Ty 7y LTHELEER T,
COART)T%=BETBICIE Null ATz b 2H—TICHERLTHS. AmBERZFERALTHASZ Null AT I MCEITE T,
AASHEMRDIRERISBRTBLIICH B0, N—T1 7L OMEEFHELPT<ERDET,

RU=FORLTENSY— V2R ERRLET, AVARSY

SaVFERHIAVIEO TV CZRERLET, CZILT
Radial X=a2—%%/~L. Create > Geometry > Curve =R L £,
BMROBRBHEORA VNIV ITIRRSYI LIS, S5ICRTY
JLUTEGERIILET,
RIS BHOBERT2OEORA YN EIVYITIRIY T LIS, S5
RIwILTEGREERIZL. A—TORREERLET. MMBIUwILT
BT L ERZARELCVWEEIS Edit E—FZ2ERLET,

Curve /—RTZAXis 723> AVICLTNICRELET,
CNUCED. B—TNTR>TT X — 3 % BN T 255G hME
BEnEd,

BERICNull 772/ EBMLET. CO/—RD&F%

camera_lookat_null |ZZ¥E L %9, Constraints > T/L7hH
5. Follow Path V—)LZ 01 )woLEd, CNT. Null B4 7o x4
FELTRIFANSNE T NRATI IR LTH—T%ZERL. Enter
ZILET, lookat 77V U FTzld look up 77V TV MIMNER N
DT, Enter 265 2 ERL XY,

| XA LT ERITTIBHE BT — Lo TIL—LF T Null 7
TP UMD RITH > T—EDR—ATHE TS CHHERTIET,

Ry kT—oH Null ATV T2 MBS, path /— R
MMERLSNE LT 7L=L1ICBEL T, Path /—R%E#
RLT=F %, Position /{5 X—%% RMB ')~ LT Delete Channels
HEIRL. NSRS TNUll 27 ZX—RLTWB T IR S Ly a> %4
FRL %9, Position = 0 (CERTEL %9, Position = Alt 7Uw oL T, ¥—
TL—L=ERELET,
i L — L4195 (CBHL T, Position & 1 |Z5RE L £, Position % Alt &
Yyl T 2 2BDF—TL—L%RELFT,
Animation Editor 2 7% 27Uy L. HZBLTH—TJ2AK%ERRLET,

H—772ER L. Straight R22 ML TERICLET. 2 DBDRA>H
DOEREEALT. REDVBOSMNCARDLIICHELET,



FwhDJ—2E 21—, Tab>Camera %= %R L. Enter #iFL

TV LTRERICEEBLE T, Move V—)LERALT.
NAZEENROFIOD LARICBEILE T, Y #ISA> T EICEEL.
HWEH S5 0.75 1wk EIFET,

Constraints >/l 7H'5. Look AtV —)LE2 v I LET,

CHUCED BIRLTcAXTH lookat 77V o/~ L TER
ShETonull 77U % lookat 77T~ L TRIRL. Enter %
L%, BE Enter LT, lookup 77/ b LTZABEIDY
THRVELSICLET,

CNT AATHNUl ATV I MIELESIC%D £ LTz, Camera X
i —2—h5caml ZERL. CONATHUICRTAHELLD,

FL—=L1IZBELET, camera Z3EHRLT. Handle V—)L

W7 OT4TRIEERRLET IATN\VRILHERRTIND
DT NYRILVZEERL CEMEDRIERN LRI 2LOICHATEER
BLEY,

FL—=L195 (CBEFLFT. BL/N\VRILEFRLT, BENTL—LAD
BORMEICERZDEICHATEBRELE Y,

= 2EBLTAXSHOBIICENET 2L D10, BIRICAIZTLTH
ARELELLED, TV RALBEEL T BAENRZZL5ICLET,

FITOT I RLARIIICESH LT, curve. camera_lookat_null

ATV Vb caml /—RZFRLTEIS B 2ybhT—2
R DA ANET o RYTADRANLIN=%ZTILI )T L. Ry TR
D4FI% Camera Rig IZL £, §TD/S—Y D Display 757%Z 7
LT fEZMKHC Scene View [CRRSNABWLDICLET CORYIRIE
& e oot BEIIGECTHIDBALD, BELEERICTH UM TEET,

S—VEREFELET
l curve_object]

5)’ e

Null #7 I b ENRISER S E. AXSENRICEADEST-HIC. Constraints T
WINCHBTZA—2av iR ZERALELTc. CNSIE. FroRILAARL—2FTIE

CHOP UM IN BRI/ — RaA T zfE>TIThNE T, Ch5D/—Rid null /—R¥

camera /—ROARBICHDFT, CNSEFRA LT HHROIEEFIHTEIENTEET,

CHOP /— ki, EED/\5X—%% RMB #Uy 533 L RFE 3 Motion FX X=a—
THEATEET, ED:I

YAXSDIER
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FTIDMLANEERTBICIE FrvT2ERALTN—TA I LAILERELE T ChODRI VM EBUICHE T B HEL.
ENBEDTA—RZEMLTN—T1 7N DB T ZHHT 2 HE2FVET, Tl ERZ2EYMTYTILT. N—T1Z)LHMEIC
ADMoTD, BHDY—TIXZBDEEBLIICTBIHEDLFUVET,

¢ o
- orientalongcurvel

°
attribtransferl
13 [o) A

i) -

fuse_geo #7 T U~D./—RAIZADET, CAP_OUT D

Display 754 % 4 1C LI IRAET. Modify >l 7IcBEIL
T. Extract V—)LZEALET. NEHLTINTOTIT—RAERIRL.
Enter ##9 ¢, Object Merge /— RE>THF vy THEDIAATF LWL
FIDTORIMERSNE T 7TV IRANILICBELT. COF TV
JhD%EI% soot_trail IZLE T,

i fuse_geo 77TV NIRND. FUSE_OUT IC Display 720 %REL £,

AT LAV IBREICIFBNGRD I H XN REDNRREN. N—T+
IINDOERICIFFLWA TV MHMERINE T,

soot_trail /—RDHIZA D, POP Network /—R%ZF—>
DIRIBITBMLET . €DHIZAD. Source First Input /—
RT. Const Birth Rate # 1000 (ZEZE L £, Play Z#FL 9, /N\—7
IINHBREESNZDEMRTETETH L ENITTT,
1D EDLAJLIZED. Simulation 27T Substeps # 3 I(CERELEY,
Play ##L £, N—Ta I NEDE—IIHHETN TV S DN D DD
E I

object_merge /—R% Alt K5v45 LT 2 DHOIE—%
fER L %9 Object 1 % fuse_geo>resample /—RIZEREL
F9, CON—T=FERLT. Frvy I Velocity ZErix LE 7,

Orient Along Curve /—RZBfNL7-5. Output Attributes ®

B Tangent (Z Axis) #4ICL T VICRRELEY,

F1)2F )LD object_merge /— K¢ popnet /—RDE|C Attribute
Transfer /—R#%=BIL£9, Primitives FTv Ry o2& FTICLT,
Points # v ICEREL £ 9%

attributetransfer ¢ popnet DOfEIC Attribute Adjust

Vector /—RZHBZEL 9, Adjustment Value TRD L3I
FELET,

= Adjustment for % Direction Only (9%

= Adjust with % Noise IZ9%

= Range Values = Zero Centered |IC9 3

« Amplitude % 0.5 (9%

Noise Pattern @ Element Size % 0.025 (Z%7E L. Post-Process @
Enable Post-Process =4 /I L£ T, Play Z# L T7AMLET,



popnet OHZ A>T, popsolver D FIC Gravity Force /—
REBMLET, CNTUIal—>a v a2BET20. /N—F+
VWD HIEISEEDEDICHDET,

FITDTUMARIUCRD. FVyRZER LT, Size % 30,
30. Rows ¢ Columns %= 31,31 L %9,

%817 ground IZZFE L %7, popnet DFIZAD. Pop Collision
Detect /—R% source_first_input /—RD#EITBNMLE9, SOP Path
% obj/ground/gridl IZFRE L £ 9. Behavior 27T, Response %
§ Stick (CEXEL X9, Color Hits I(IF/RBOFEFICLTHETET,

Pop Collision Detect /—R%xH5 1 DIEMLF9, SOP Path %
bomb_geo DA XA TITUMIRELF T, Response % Slide |
SRELF T, Color Hits ##g@ICLB L9, Play ##L 9,

WREIE N—=Ta D =TV 2emEBLTREINATY

X9, BENMBRTIEBIC. N—To o ELEDRITNIES
D&t A, POP Kill /—R% wire_pops_into_here merge /—RD#IC
BMLEY, 7L—L1ICBEHL T, Activation % $F>199 (CEREL 9.
NTN=Ta7)LIETL—14L200 TR T LET,

Rule 7T Enable #4 ICLEd, Play LT ANLE T,

IAARIAVTEFRNIRED. attribute create / —R%E{E
AL LT popnet IZH#E L =9, Name # pscale |C. Value %
0.001 [CERELET,

Color SOP ZE/ILT. Color 24— L—ICHBELET,

null /—RzFI—>ORIHIEML T, %Az SOOT_OUT ICEEL
ESCRS

5)1 IN—=T47I)L FX

TIDRLAIIE N=TAIINEAFIIR=ERLTERLE S, N—To 7L Lid B
BNV 74— A2 AL TR EBZER 3 LD TEIZRAUITY . BABROREED 5.
RAVMERESE, SEETERTIYITIIaL— I BIENTEEXT,

IN—T12JLIE Houdini @ Dynamics #7zid DOP 0> 3> FRAL T Ial—kL1
. SOP ICRLTOAXNIE LTRSS CENTEET, ROEI>3>Tld. N\—T10)%
FERALTEMEORTICATEZIER L FT,

TITDOMLAILDIER
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RIERER T BICIE TTDON—TAINATDIbeIE— LT KTEZERTRIHLVWAT I I ERBESICREZEELET,
KRIEDN—T1 N DHEDERDIEL, FERICHDELIICLET, Spark Trail /—FEFERTI L. HFLBODILYIDKIEZD IV
BIMTRIEHTEET, CD/—FONFA—E%ZRHETBZLT BRDILYIZRBRLET,

FL=L1ICED. AT IR ANILICEEHL£T, Ground
FITVTUNEIERTRFICLET, soot_trail 77> 0 % Alt
KSwd LT AE—%{ERLET, JE—DRE1% sparks ICLE T,

COFLWAT DI MIIZERIC popnet & D. CHEKTED/S—FT 12
W2l =23 ebEMdBE5ICEBLET, Houdini T3 IRTE
CONSIER T 2D TIIH BHCH B2y NI —0ZBRETAI ES
i EOLFET,

sparks A7 UMIADE T, WCONEBEZMR T KEZ
B S 2Ry D=0y T YT LETD,

W atttributecreate & color /—REHIBEL £, CNoIEZD/NN—T00IL
ZYRT—=DICIEREBH D £ Ao null /—RDEHFI%= SPARKS_OUT (C
ZELFET,

attributeadjustvector /—RT. Amplitude = 1.75 (CZZE L £7,

ZD/—RD LI, #LL) Attribute Adjust Vector /—REBIILET,
Enable Pre-Process %= 7 >/|ZLT. Constant Value %= 0,1,0 [ZE&EL
F9, INTN—TAVIDERLTHSETIBL51C40DF LT, Play
ZHRLET,

JL—L1IZEDFY, Attribute Adjust Float /—R#%
popnet /—ROEFICBIILET RDOLSICHRELET,
= Attribute Name 7% life IC9 %

= Unit Settings %z Duration |[Z5%

= Pattern Type Z Random (29 %

= MinValue % 2. MaxValue #4293

= Random T. Seed %= $FIZ9 3

E‘D’ XA | PARTICLE TRAIL
Particle Trail SOP &, 7=X—>3> ¢ 3N\—T 1 7L ATLEZITED,
ZFDN—TAIINDEE—2a VLAV EERLET, CNSDRLAILIE. KTE.
TEA MREDKRABI IV N CERTRETY,

RVHBBEIDE—>a3> 75— TRAIVMZEL A IS BI i<

CD/—RiF. ZDORLAIINDILY %GR EHTEET, THICEkoTh \
SOP O FTHFAMATILY I % WRAETZ N TEET,
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[
n attribadjustfloatl
0 0

life

3

m timeblendl
o)

sparktrail

SPARKS_OUT

“ object_mergel

shiftl

attribtransferl

[]

n attribadjustv
o (o]

o
n attribadjustv
. o]
I

‘.I‘f“é‘

-0

-

- timeblend1

:] sparktrail

B | SPARKS_OUT

popnet DHIZAD, 2 DD collisiondetect /— 7% HIBfL
9. COFRTIFERESKICTIVEITHDFHA BHD
MBIBEL TR/ —REBMLET,

Play #3LT. N—TA VA BMHEINBZD=RERLE T,

DARRILANINCRDE T, TL—L LICRBLET,

FwhJ—2E 21—, Tab>Spark Trail Z#fL £9, D LiE
N, timeblend ¢ sparktrail © 2 DD/ —RHBIITN £, popnet
% timeblend ./ — R|Z3EKT L. sparktrail % SPARKS_OUT Null |ZH#5%
L7,

Play 2L &9, AENRZFIH BAEORIHLDHENTVET,

Ty TZEDAT object_merge . attributetransfer ./ —
ROMEIC Time Shift /—RZEBL %Y. Frame /AT X—&
L%y LT RSN TWBRI IRy 3V wEELET, TNk
SFF + 1ICEBLET,
CNUSEKDFryTH 1 TL— LAPET T KIECEANRDOERIGH RO &
SICEDET, Play Z#HLTT7ANLET,

TL—L1ICBE L. sparktrail /—R7%ERLEY, Split ¥
T%201)w7 L. Enable Split F v IRy I REFVICLET,
Percent to Split %= 40 [CEREL£9,

Shape @ Splits per Point = 4 ICFREL 7,
Play 8L CTRANLET,

TL—LLICRD. FTIT VR ARILICEE LT,

HXS5% caml |ZERE L. V—ILA—TED Flipbook G R%
VEILEY, RIRSNZT4VRTTStart #271) v LET, Scene View
DT ZA=23> = Y ADMERIN. N—T1 VL QBN S ZFMETE
ES

Realtime L @ A V(T TWBZ L ERERLIZS. 7UyTTvy
EHELT. avhOETEESRLEY,



IN—hKT

AN}
9 |
IR5E D IR FE
BEOSARANICHBERDIZ. VOYRRTAAAFTIIRIZaL—2a T, SAANIERRELTHS. PRIE2—REENMLT
BRZERLET, 20R. BETIN—VOREZFHLT. EMNEERTILYIZRELET, UIal—2av0EFHE 5,
AAN)ZF vy a LT, ShERMIC PyroFX DERFEICESH DK SICLET,

fuse_geo. soot_trail. sparks 77>t IERRICLE

To AR=ZAN=+G EHL T BEOIAAN)EFRNIE
BET, TLAN—TIL=L1IIBEFLFT, AR=ZAN—+G ZHL T,
B EROCFEET,

bomb_geo # 71U ~iEIRL. Simple FX > x)L7h5 Simple
Fracture T3#R L £, FRA TSI FOFERERHHNI-H. AHE
RETICEnter ZIHLFT, L. CORYNT—IHTIEYR TV
SNET, COFTITUMEIBEBDO O F AN ESEG LT PR3
L—23vBo/—Rzetybh 7y 7LET,

fracture_solver /— R T, Start Frame % 200 |CEREL £,
TLAN=0DFA7 L — L% 200 IC5RE L £, First Frame
REVHD )T L TL—L200 ICBEILES, BREOIaL—3 00
MEBRDIETL—1200H5 240 DA T,
fracture_solver /— R Collision 271Z%%1 LT, Ground Collision
223> Ground Type % Ground Plane |5 E L %9, Advanced

2TI_#%EH L. Constraints > Glue 2> 3>, Data Name 7-r—/LR
D Glue © VWVSEZHIBRLE T,

Play Z3B LT JBEDNINTICHBZD TR LE T, Kid N—VZBH
SHB7-8ICFAMA Velocity ZIBIIL £7 %

7L—1.200 (C%B)LF£7, Attribute Adjust Vector /— R
ZEBILT. D/ —ROARICESE L E Y, rbd_configure
/—R® 3 DEDH % attributeadjustvector / — RIZET L.
TLX Y attributeadjustvector /— % fracture_solver /—R®D 3 DBEDAS]

N (CHEEELE T,

D/ —RTROLSICHELFET,
= Enable Pre-Process Z# (9 %
= Overwrite Initial Value =4 (29 5%
= Initial Vector 7 0,1,0(Z9 %

Adjustment Value T. XD LSICHRELET,
= Adjustment for % Direction Only (9%
= Operation = Spread |32

= Adjust with = Noise IC95%

= Spread Angle Min%Z 15295

= Spread Angle Max% 120 (C9 %

Noise Pattern T Element Size # 0.5 [CEREL X9,

Post-Process T Enable Post-Process % 7>/ L7=5. Minimum
Length ZA4 (LT 20 ICRELF T

120



Play ## L £7, BHIEHKTILOICRDE LTz DA XN
I % Velocity 7R E2—bDREN Y ITaL—Sail%

\
; ( SN B OFIER Velocity 2B L TR 2R LEBNLE T,
( \ Houdini Tld. Z2<OEYaT7INITI DY NT YT T 72—k
DOERIEN RO TT
( .

rbdconfigure /—R7%ZFEIRL £, Speed Limit £ > 3>
% BT, Speed Max & Spin Max /\oXA—R%EAVIZLET,
Speed Max % 2. Spin Max % 30 (CEREL 9, Play ##L %9, >3a
L—>3 ' eDRELDBIEVWINEEDET,
SEIL. Speed Max % 10. Spin Max % 60 |Z:%EL %9, Play L
ESERS

Ob
&
o
2
'\, )
-2
“I
-

rbdmaterialfracture /— R7%3ER L T Cell Points @ Scatter
Points # 25 [CEREL X9, Play 1L 9, CN T HD
HARDBR F LT
attributeadjustvector /—R(ZERD. Length Scale 7z 50. Initial
Vector % 0,5, 0 IC5%ELF Y, Play Z#HL 7,

7L —1.200 (CBE L F T, fracture_io /— R T, Base Name

%z exploding_bomb. Base Folder % $HIP/geo/bomb |-
FELFY, Save to Disk #2') w9 % . Load From Disk H' 4127
D&, Play 2L T, FrvialtShie oA XN ZTFLE2—LES,

Ml

Save to Disk in Background

o o 8 §

7 Kl e -
«

. ®
)

- Null /—RZEMLT. £l fracture_io /—RD 1 DED
Twe HEEGELE T, ZD./— K% EXPLODING_BOMB_OUT ¢
Add  Edit Go s ms velp X Bl BHE S FEE® Q b\5$§ﬁlcgﬁbi—§-0

WO @

s +HE T2 e ®

fracture_io

ling_bomb.$F4.bgeo.sc

B e

.
% EXPLODING_BOMB_OUT
(0]
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PyroFX D& DIERK

IBHEDBRFICIE ADENEWVET, GPU TEHET S Simple Fireball h'5858 . EEEZMZ Ty MIAIHLWLY I EERLET,

Fe BETZEHDON—YZHEAIAAT, PyroFX RUa—LZRLID, fEALTD, &

I
wn
wm
o
»

»e
» XN 3 BEE® Q@

 ENICSIaL—FTEBLDI
i 0.035 [CERELFT, CNT /MLy Zalb—2avilT«T—Ihe

EISICEAVRIEBICTBI LD TEEY,

AT UL AILICHEEILET, Simple FX S T/LT7H 5.

Simple Fireball z2')v2 L %7, Scene View T. Enter %
HLTRAICEELE T, UKD, fireball 77> 0 bDAEBICEL
D/ —RIMERINET,

pyroburstsource /—R|C Display 754 % &7 E L. Burst Animation

27T Start Frame %= 200 |CE5REL 9, 7L—1A200 (CEEILET,

SO/ —RIE BROFIIDEE T,

Quick Setups XZz—7H'5. Single Input Point Z3#RL %£7, CHICK
D¢ LEDRAVIDBIIENE T CONTYRTHF—LNAYRILZHERL
TORAVAZR035F LI BERO DI AN ORRICEEELF T,

pyrosolver_fireball /—RT. Start Frame %z 200 [CZFEL
¥7, Simulation Type % Minimal OpenCL |ZERE L. GPU
ZERLTIIal—rF3L51CLET,

Sourcing #7T. Limit Source Range 7+ > 3> %Bi=. Frame Range
7z 200,240 |CERELFJ, Cycle Length 4 7ICLE T,

§ RENDER_Simple_Fireball Null /—R(Z Display 755 %% EL &7,

A=LT7INTo—>%EKRZ2L5ICL75. Play Z#RL T 22
L—2aY&TRNLET, TURARZVADETT, IHICXA—LT T
LTEBELGEERTLED,

7L—1.200 (C%B)LF9, pyroburstsource /—R T,
Burst Shape 2 7(Z#%&)L T Initial Size % 0.35. Spread
Angle %= 180 |CEREL 9,

2riZ fireball @ Pyro Solver /—RIZ# &)L T Bound 27T Size % 15,
12,12, Center 7 0,4,0 [CRELF T, Ry I ZADVNEIZRD GPU £ T
27D FET, Setup T T. Voxel Size =

MENE9,

Play #1RL T, 232l —2a & TRMLET, BREND VIS ENE
eSSl ANSFS By /ol

KU Pyro FX CIBH T2 IBHZRAELE T, File /—RZEM

LT, T14RUH5 SHIP/geo/bomb/exploding_bomb.SF.
bgeo.sc DF A=Y REO—RLET, CD./—R% fireball D
Pyro Solver /—R® 2 DEDAAICERLET,

Play ##LC. 32l —>3 a7 RNLET, BYICERINTLRL
DT EBEDAXNIIII IO BDEE Ao



TL—1200 (I LT fireball /—RZ#ERLE9, AL

@ Quick Setups X=a1—h'5. Setup SDF Collision %#3&iR
L9, CNIZKD. vdbfrompolygons /—RHABMENET, ZD/—
R® Voxel Size I3 Pyro Solver /—RNMSEEEINET,

file /—R ¥ vdbfrompolygons /—R®D[EIZ RBD Unpack /— R%3ENN
LET,

rbdunpack /—R ¢ vdbfrompolygons /—RDfEIZ Unpack /— R
ZBML Y, unpack /—RT. Transfer Velocity # v ICEREL £,
vdbfrompolygons /—R|Z Display 754 7% &€ L. Play %L &2z
AR ERRLET,

unpack ¢ vdbfrompolygons DI, Peak /—RZEML

THREZARELETY, Distance % 0.1 |C5REL £9, peak
/—R & vdbfrompolygons /— DI, Attribute Adjust Vector /—
R7ZBML Y, Adjust Value =77, Enable Post Process =4 >IZL
TH'o. Length Scale Z4ICL T2 ICERELEFT,

fireball /—R|C Display 754 % BEREL %Y, Collision 277H

5. Limit Collision Range 2> 3> %3 &, Range Type % Frame

Range\ Frame Range % 200, 240 [Z58E L £7, Cycle Length z7#~
ICLET, Play Z#L T, 222l —>3> 7T AMLET, BHET2EH(C

DUDIVHEREN. Pyro X 2 3aL—2avic@Ed 5851040 FL

12o

fireball ™ Pyro Solver /—R ¢ pyrolook ./ — R DI,
Pyro Post Process /—R%$&A L &9, Convert to VDB
¢ Convert to 16bit Float ¥Ry 2= A ICLE T, KIC. Cull
Volume ¢ Resample Volumes 77> 3> 7 V(LT £55% vel D
FFICLTHTET,
CD/=RIZED R a—LHEOMENICAD RUa—LZzFvryia
LT 2BDT A RVBEZHNTIET,

nﬁ
[
?
|
2
2,
B
=

. %

fireball @ Pyro Solver /— R, Quick Setups =2')v 7

L. Cache Simulation Z:ZRLF£7, 0./ — Rz iEICHBEIL
T. pyropostprocess /— 7% sim_pyrosolver_fireball File Cache /—R
IZ#EHt L. cache /—R7% pyrolook /—RIZ##5EL £ Base Folder &
$HIP/geo/pyrosim/ |Z38E L. Save to Disk #2')w oL %9,

Load from Disk 77> 3> %A VICLIcE . TLAN—%RUZTLT
PyroFX DEFEZHERL £,

pyrolook /—R|Z Display 757 %Z&RE LT, _1l% Pyro

Bake Volume /—R T, SceneView T 2al—>3> % 8E
LT 2DICHERTEIET, BTLURUVIRHIERT 5. Pyro Shader &
AV BA—=TT—ZADELBTVET,

Smoke %7 T Smoke Color ZB5< LT, Scatter 7T Intensity Scale
7z 2500 ICRELF T, MOARHIT>C. v Ial—2a > BRDI/LY
IZBEOICLET,




N—F9

DAXR)Z USD ICTZ T RR—b

Lo gmiticay bty b7y F33IC1E, USD TZ7MILICS A XTI ZR—KLT, Solaris AVTHFIXMTERTES
FOCTRIREDNBDET, SARXMIZEREAVR—FFBIEHTEEIH USD tLTHvyyoalkddL. O—TVRZEELT.
Solaris TA T4 T LY AUV IICERTEE T, CNhE5DAT VT I MD—ETIE. TIRR—FFBHIIC UV ZEMLT. TIXFv
DO imRAET

FITIOTUMLAIUBEILT. fireball 77> 0 b

: FEFRRICLET, bomb_geo A TINU1)vT L. 2DED
polybevel /—RI|C Display 759 %HELET, CNUCED. FREDMIE

ICEER SN BB DREDIEHD O F XN IDRRINET,

Hide Other Objects Z&&%EL. COXRYET—IDOAVTVIZERTE
B5E31CLET,

de Other Objects Group

Select V—)LICEEIL. 3ZBLTIYIERICLEI. WE
LT V—TL—LE—RICLIZS. Shift Z#RLAEH 5SS
| IOV I L TREBDIL—T DD EEIRLET, Shift =L AN SH
TNIVYIL T A DDITNTOBEIEERIRLET, REIL—TTHED
BLET,

WEBDERD LERICH B —TICBE L. Shift =L ADSHTINIIvY
LTERLET, X BT TREARONERE. Shift z#BLAHNSHT
WOV oL TERLESS

Scene View T. Tab > Group =L %9, Group Name % uv_edges |
EELFET,

Scene View . Tab> UV Flatten =§f3 X, group /—RD%

IC uvflatten /—RHBAISNE T, Seams % uv_edges |
%7 L. Layout Constraints T Enable Manual Layout =4 7(ZL £,
COTBL W LATIMKLKRERZTD BEDTIRATF v T ER
BT,

i BOMB_OUT null /—RI|C Display 75 9% &R ELET,

FI—>DiiEIC USD Export /—RZEBMLET,

static_bomb WS RFICEBLE T, RDLSICHEL
ESERS

= Valid Frame Range %z Render Current Frame (9%

= Output File # $HIP/usd/static_bomb.usd |5 %

: Save to Disk #1#R L 9,
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FTPTIRLARILIZRD. bomb_geo_fracture =y ~o—2

ERTIIwI LET, fracture_io /—R%ZER L. Save to
Disk #0)y o LT HILLWUW S TIOA XN EFryiaftLET, ¥
ARy LT TWB e RSN EE Ao

fracture_io /— R ¥ EXPLODING_BOMB_OUT ./—RDEIC

Unpack /—RZEBNL7=5. Attribute Delete /—RZEBNML£7,

i attributedelete /— R . Primitive Attributes = name |Z3%EL £,
Point Attributes 7> 3> %4 7I1CL £,

CHUSED =TV ZANE—D Xy 22 LT Solaris ICADIAFNE T,
name 7hJEa—MME>I =Y RZBLDIN—VICHEILET,

attributedelete /— R DI, Normal /—RZEBIILF T,

UKD, BED I F X B Solaris TEYICRRIND &L
SICHEDET,
F—>D#&imIC USD Export /—RZBML T, exploding_bomb &
VWOSRRICEBLF T, XDLSICHELET,

= Valid Frame Range = Render Frame Range (9%

= Output File % $HIP/usd/exploding_bomb.usd |9 %

Save to Disk = L9,

AT DT IMANIIIZRED. ground =y D — 0% ATV

Uy L%d, grid /—RD#IC. UV Project /—R7%&EIL
T. Display 759 %R EL £, Initialize 2 712#%& L C. Initialize X
2L ET, Transformation 27T, Scale X % -1, ScaleY # 1.
RotateY % -90 ICZE L 7,

CHUZED 1 DOREVWTIRFvIMER SN D TI>AL TIXF v
i A CTRDRINDELIICADET,

Fr—>Di&imC USD Export /—RZEBML T, 2%

ground L VORHICEELFT. ROLSICHRELET,

= Valid Frame Range (& Render Current Frame O F &(C
I3

= Output File % $HIP/usd/ground.usd | %

Save to Disk =L 9,

E’-)’ USD & SOLARIS
COTOPIIMDIVYITFRAY IR MY R—NF370IC. LAT I WyITT, 54
T4 7—270—|F Solaris AV TF X TEY 7Y I LET, ChlE. LOP Ry kI—2
TRESNEY, CCTEMR TS USD v a%. Solaris A>T+ ZAMIEDIAHE T,

CDI—=2T7ANEERLTUSD Fvya% LOP Xy hT—ITERLEITH LOKRIE
BNATZA2TIE LW =T 70V ERAL. FILLS—>TUSD 77121 VK-
FIBHELHDET, 23922 avbDIATAVTELIAVVIICERTEEIH OF
ARVES2al =23 ICRS>THEAR T BDISHLLBRDET,

—b

o
AY

A XM 7% USD ICT VA7

>



ATV IMLAIIICRD. fuse %y D=0 ZTNIVYY
LEY. Fr—D#IRIC USD Export /—REBAILE T,
7z fuse CVWORBIICEELE T, XDOLSICRELES,
= Valid Frame Range %z Render Frame Range (9%
= Output File %= $HIP/usd/fuse.usd |Z¢ %

Save to Disk =L £,

AT DT I RLANILIZRD. soot %y D —0%ETINIVYY

LET, Fz—>Di&i%IC USD Export /—RZEMLET,
% soot_trail L W ORFNICEELET ROLSICHELET,

= Valid Frame Range = Render Frame Range (93

= Output File = $HIP/usd/soot_trail.usd |Z¢ %

Save to Disk = L £,

»
wpXuW 3E BEE® QO

AT TOMARILIZRD. sparks =y sD—0%ZTINI)y

ILET,
FT—> DT Attribute Create /—RZEBL %Y, Name %
width. Value % 0.0005 (CREL &I CNUCKD LAYV TEND
KIEDILYIDNREDET,
F—>O#HIC USD Export /—RZEML FT, €M% sparks £\L\D
BHICEBLET, ROLSICHELFT,

= Valid Frame Range = Render Frame Range (9%

= Output File % $HIP/usd/sparks.usd |5 %

Save to Disk = L9,

AT T UMLARILIZRD. fireball %y s — 0% A TIVIUY

I L%Y, sim_fireball /—RH 5. USD Export /— R%E 535
TEET, pyrolook /—R7%&/)N\A/)NZLTLEE W, €% pyro_fireball
CVWSRBIHCEELF T, XDOLOICKRELFT,

= Valid Frame Range %z Render Frame Range (Z3%

= Output File % $HIP/usd/pyro_fireball.usd |_¢ %

Save to Disk = L £,

:é’ Scene Import

SAAXRIETZaLl—a3 V% Solaris ICRDIATHS 1 DDA, Scene
Import LOP Z RT3 E T, CAUIED. EELTVR I AANIELUVAT
JT UMY LOP 2y T—ODREIC. BEMNBOBRIODNTEET, COHETIE.

E—>3Y75—%YR—KF3 Cache LOP "R EBICHEDFT, COEBMD./—R
I&. USD 77128l 3 315 RICIIBEHDFE A

CDY=IUE. F=X=2aVAASZAT ST RLARILHS Solaris AV TF X
MIEDATDICERLEY,

HOUDINI FOUNDATIONS
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JX—F 10
Solaris TO>avkcDOtvcI77wT

FATD USD 771)L% Solaris TEBRLT, ATZTIRLRIDSHRTZAVR— M B3HEEZVET, ITVTILEITATD

BRIGEAL. Karma ZfEALTL AV %2RIBL T BREZFMELET, /e, F—F1 LRIV IREZERLT,
2y DEREIVYIEIERLET,

FITITIRLANILICRD 9, Tab>LOP Network %1 L T,

2ayhEyRTYvITRDICERT Y TRy ND— U %(ER
L%, %ri% destruction_stage IZL%3, €D/ —REZITNIIYY
LT HICADET,

T AU by 7% Solaris ICEE L £7, Scene View D/SZ/\—(Z obj >
: destruction_stage "FRSNTWAZ & =ML £9, Scene View T
D Z##LT. Background 27T Color Scheme % Dark (CEREL 9

*whT—2E 21— Tab > Reference %= EiR L. 7)o LT reference
/—R%ZBL %Y, Reference File D##|Z# % File Chooser 1) w7
L. static_bomb.usd 77 ()L #38ELF7,. /— % static_bomb £\
S&HEICEE L £7, Primitive Path % /geo/SOS ICFREL 7

ZO/—R%E A RS9I L TOE—%3DERLET, TN5
|C exploding_bomb. ground. fuse & \\>%71%{J|7. File
Chooser /N\TA—=%%=ZN5D USD 77 1ILICERELE T,

Merge /—RZEBIMLTINS%ZGL. Display 759 %8R ELF T,
static_bomb /—RD#%I|Z. Prune LOP %#B/1L £, Prune /S5 X—4
% $F>200 (ZFRE L9, expoding_bomb /—RD#I|Z. Prune LOP
5D 1 DBMLET, Prune /N\TX—2% $F<199 ICRELE T, M
T ILAN=RRITTTE L. TL—L200 TEHHNRBHERTIE
HHAYIDEDDET,

Tab > Scene Import (Cameras) L £d, CD/—N%&
s BB L C. merge /—RICHHTL 59, Destination Path =

Jeam/ IZRELE T UKD ATV IRLARIILOERDHATE
Solaris A>FFAMIBMTEET,

ARGAZ2—IIBEL T, caml B IRL. COT7ZX—>a v AXTHL
ICRB&SICLET merge /—RANBIREN TV e ZHERLET, 7
LAN=HRIST ATV IRANILTEYRNT Y LIZAXZTDL Y
AL T BAREIEEN T ZX— RSN, BENERT B C L
9. CONXTICEBEMAIHEIE. 2 Solaris TSN ET,

FwhD—2t 21— Tab > Reference &R L. 7 JvoL

T reference /—R7%Bf1L £, Reference File D1EIZ#H
% File Chooser %' )w 2 L. sparks.usd 771 )L =8ELEd, /—R
% sparks ¥ \\>%E1ICEE L £, Primitive Path % /fx/$0S (Z58EL
ESE

ZO/—R%EAt FSvILTaE—%1ERLET, soot L L\SEFTH (T
§ /-5 File Chooser #%7!)w %7 L C soot_trail.usd 77 L #35E LET,
Merge /—RZEBIMLTINSDI7AINEREDS TNEXAATD
Merge /—RIZ#&#iL. Display 759 %8R ELFT, RUTTT3 L.
KIED B R KIEDBRIZRICTINHRZDN DD ET, USD 771ILI
TL—L240 FTN—Ta O EMFLET,




128

I7x2k merge /—R®D#%IZ. Prune LOP Z8IL £,
Display 755 %R E L %9, Prune /S5 X—%% $F>199 (T
BRELFT. CNT. COFRTITEMENERDLDICHRDET,

merge /—RD#|C Material Library /—RZBML &
. Material Palette (&)L T. Principled Shader &
Concrete Shader % /stage/materiallibrary |ZR 5w LE7,

Ry RT—oE2—CBB LT, Principled Shader D% #i% bomb_mat
ICEELET, Alt FFw4 LT Principled Shader 3 —% 3 DfERL L.
fuse_mat. sparks_mat. soot_mat ¥ \S>&HIICLET,

1 D EDLALIZED. Fr—> D& Assign Material
J—REEBMLEY, >—>T5Th 5. static_bomb
exploding_bomb % Primitives 71— /)LRICKSVILFT,
Material Path DEDK%Z 21w 2 LT, bomb_mat ZERL 7,
+H(FSR)B/EEHLTEIYav=BML. COFIEEEDELT fuse.
sparks. soot [T U7 EEIDHTET,

concrete X7 )7 )L 7% ground |ZEID B TE Y,

TL—L180 $7=DICHEILF7, LOP Lights and Cameras
STITD Light Y —)LED)w I LET, ayvhMITTM
B, SAMELICRBR2ESICHDET,
Base Properties 2 7I_#%&)L. Intensity = 50 ICEREL T,

Scene View T. Shadow R&Z>%& 0w LET, BEDT—TTAT
Iy LT-5. FDER%E Shift ZUv I L TOvRYZERLET,

Scene view T. Persp XZa—"'5 Karma ZEIRL£9,
Reference Plane Z#4 7ICL &7,

Material Palette |[CRD. concrete > T—4%ZEIRL £,
Texture 2> 3> 7. Effect Scale % 0.005 |[CEZEL 7,

%4 R/\—"TC Denoiser = AN LT, FT7T71vIXA—R
(nVidia h—RD&) ZFEAL T LAV TR /A ZXH
REREINZLSIIBDET,




bomb_mat > T— 2% FEIRLF£9, Surface TRDLSIZFKTE
LEd,
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