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ZRLUTRERICEELE Y, ®vhT—2E21—T box_object
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Content Browser z# R >0 SHETHLEKWTLELD, Houdini 700
DT UNIBE L. building 7y EIEELE Y, Open 20w L
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Normal /—REBMLET, IAXNIITEFHEBMEN. Unreal R T:E
PUIRREIND LT8O E S, normal /—RDFIC Group /— R7%5E1M
L.Group Name % rendered_collision_geo |Z58E L ¥ 9, CNIZKD.
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Front 4 VICLE T, 72— R%Z5|FHL. MFET,

column /—R® SizeY Fv> %)Lz —L. Paste
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UNREAL T - Rebuild #Z#7L. Floor Height = 1.
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&2 E L £9, Tab > UV Unwrap Zi L. column /—RY
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AR VYR EDRAVMIOAE—LTVEET,

Ry oZ%FRLI-E . Modify > 1)L 7IZ%E1L T Copy to

Points &R %9, JUy FzEIRL T, Enter 2L 7,
CNTARYIZINIRTDI VYRRV MIOE—ShE LT,
INIX=BERELT. AT LDy HRBELET, grid /— R 7%zER
L. Size % 6,6. Rows ¥ Columns % 12 [CEREL 9. 7y RHAMER.
RAVRDEHBMLETH. RYIRAUFTARTORIVMNMIOIE—SNT
WEH A, copytopoints /—R%z01)w 35, Target Points H'7tdD
TVYRODARAVMIEDET0-99 ICRESNTUVEZDIDNDET,
0-99 ZHIBRL T, Uy RSERIZARYIRZAE—TBLDICLET,
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YD —U T 74K T, Tab>Scatter ZEIRL£7, =
T—UI7 432D grid ¢ copytopoints /— RDE I scatter
J=RERBLET, 758 ZO/—RHBEINICRY NI — (TR S
N RV IZBFLWVRT U MIOE—3NE T,
Force Total Count % 250 (C5%E L %9 Relax Iterations ZZ & .
RAVRDEBEFHELET, scatter /—REFATZ L. TTDT YR
| RO LBRNAREICTA N TEERT,

531 SOURCE GROUP

Scene View TETUV 935G EIRLIEDFAXANIIE Y—ILIC
ISCTEERFEDRA UM EIETUST+T L LT, Source Group * obj Ty box
T4—ILRICRESNE T, T4—ILRDZEDIZE. V—ILIFTARTD

#i Copy to Points copytopointsl

RAVNERIE TS T IIERLET,
DAXNILARILTY =L Z2ERTEHE. V—ILZFER T35
Select All(N =) %:ER§B L. CDTr—ILRIFEICARDET,
CC T 0-99 DRIV IABRESNTVWETIA CnFAT > ok
L ARJLT copytopoints zty 7y FLIeh 5 TY,
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FyhTJ—2E2—"7TTab L T. Match Size Y AL T

L&, Match Size #:ZRLET. CD/—RFZ box /—R&
copytopoints /—ROBIZEEEL £, /NTA—RIT 12D Matching
T. Justify Y = Min [ICRELE T,

box /—RT. SizeYZ 0.3 ICRELTIIRT Ly arvaTANLETD,
TRNTORYIADMED EICHZ DR TEET,

YR T—=OTF4 AT, Tab %L Trand... C AL
TUL\E, Attribute Randomize V— )L &R L9,

& attributerandomize /— 7% grid ¢ scatter /—RDEICEREL XY,
FTIAIRDTRIEa— D HZ5— (Cd) DIz BRIIERYIZINT A
LIRHZ—THRRINET,

Attribute Name % N ICREL T, CNICEDTRIE a— R AEIEHE
ICEDD TRTDRYIZIANERZABEERCLIICAEDET,
MaxValueY % 0 ICEREL. TVALMtEX AR Z AEICHRLET,
/—R0D%E1% attribrandomize_rotate (2B L £7,

Alt F—%38 L4 H'5 attribrandomize_rotate / —R%

RSwI L. JE—%ERL XY, €%, attribrandomize_
rotate ¢ scatter /—ROICROVTILET, /—RO&EI%
attribrandomize_scale |I.ZE L9,
ROESICHELET,

= Attribute Name % pscale IZ9%

= MinValue Z0.5(29%

= MaxValue# 2|93

ZNUTED TVYREDRYIZRDYA XA VNEEICIESDE T,

grid /—R#%#R L. Rows ¥ Columns % 30 I EIF T,
TUYRDRAYMINBR . EDICTVHLICRA VMY
IEEHHNDESICHDET,
TEENBZRELE T,

:é’ 7hJEa—bOEEA
SARRICEIDSTENET I 21— M Ry bT—SF T —VEBLTEE
FEH/—RICEENET, CORYNT—IDBE. FUyRIFRRIC
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)
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CDN—=FTlE,. TP2ILTEyh%Z 1 DL, Unreal TR TLETARLET, EILERILELSIC, RybT—0%5v T LT,
EREHDA 771ILELTTARVICRELE T, —SDNTA—2%ETOFT—FL T JUyRHAL R RAV MR V5w IR L%
AbO=ILTEBRLSICLET, EDINTA—AIE. Unreal THEATE XY,

b Help REEAE : FYRT—=IITTAZTIRTD/—REERLET, Assets X

— ' —a—#'5. New Digital Asset From Selection %5#R L %

To CHUTED RYRT—IH B TRy D= OICIHDEFN. 2OH TRy

N/ —REBEBLTTIZILTZYMMERSNET,
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‘ | HOWNTET CDTetd. I —LALRNILTT Y hEEWRDTERS. 5|F

- S EEEMAS D ABETY,
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Operator Name % populate |Z3 % ¢, Operator Label /'

Populate IZZE SN %7, Save to Library DAIHDHRZ >
=01 L%, Locations Ty R/N\—"T. SHIP/ #21)wy o LTH5 hda
FALORIEZ TV LET, Accept ZIEL1=5. BE Accept &
BLTT7 b T RVICRELES,
CHUSED. CO>—>TEREINSH LWL Houdini 72Ty T 71
JL (hda) BMERLENE T, B Houdini —>TEIEE 2 6. Houdini
\ Engine ZfEA LT Unreal BERIDT U7 —23>TERIBZEHTE
ESEN

5] Create New Digital Ass

Edit Type Properties 7> RUN BT ET, CD/NFRIL T,

TyrDIA—HA AT — 2% BELET, DT VRY
ISFBTERALET, Accept =0y LT, COIrVRUERELET,
Houdini 7 ZIL 72y b 7OV — Dy LIREBEHIF T B720DIC. N1
LARNNBA VBT —RZERL T Xy bT—TJRD/—RICFIERT
§ EALDICLET, LyZA>DBFTIE COT7 Y bDAYR—TT—2%
§ 1B LFT,

UNREAL T - Content Browser T. Content 7 L2 ~J|C

ROFY, Import z0 Uy oL IREDTODT VML
28D populate.hda 771 )L EIBELF T, €D Tt wh% Content
Browser h'5 3D 7= XR—=RICRTVILET,

Play 2L T7 ey R TEIDE Y, TEvMIHDEITH KICEH>
e lARBBHDEEA Esc Z4RLTTEYRD UNIZRDE S,
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T 74 TIE Ry IR ED Houdini 77 IRl RA2b
EREHOEFTHERERD B D F A BYIRTEREREZRET
3IClE. Normal /—RZENIL. cusp BZERLT/N\—RICRtE

WDy, VIMNMIBEIEVWIY S ERETINENHD ET,
Unreal DT — LI T3 BYIARRICTERERESNELL
FoH. CNIZBEORYNT—ITHEEICEYN YT TEET,

HOUDINI T - Unreal T7EYMIDWTRIZRZDIE. Ry

JADANSEOLTVWARWI ETY,, CNEEBIETBICIE
Houdini ICEN. Ry hT—2TF 44T Tab %L T norm... L AFILT
WE Normal vV—)L & RLE T,

matchsize /—RDE%IC Normal ./ —RZENLFT, Assets X—1—
M5, Save Asset > Populate 7 #IRL £9, CNICKD hda 771ILIC
ZENMRFEINDTO. hda 777 EZO—RLIEIRTOADEFHzF N
o7y EERTERLSICHDET, ZI Tl Unreal RTT7 Y RE
EBEFHL. ELWARERRSEEY,

UNREAL T - Details /Y=%JL® Houdini Asset T. Cooking

Actions €723 %BE &9, Rebuild K>z 7)o,
ZEEZRELET, UKD, Houdini BTIMZSNFZEEA . Unreal
=V THEHYNCEH INET,

TEYbOERITEICADELICH TOY =T vy D=0V b
O—L9 3T eHTEEE AL Houdini THEATES1>2—TJ1—X%ZfE
Y BT — B DNTA =% T2y bOREDS by T LRI TOE—
FLET,

HOUDINI T - Assets > Edit Asset Properties > Populate

%R £J, Parameters X )% )y I LE T, XyhT—2
IT4«8T.grid /—R%&EV )y LES, NIXA—RIT12H5. Size /N
2 X—~7% Existing parameters ') 2 ~D root ICRZ VI LET,

RYRT—OTT4RT, scatter /—R&ED)wILET, INTA—ET
T2 h'5. Force Total Count /X5 X—4%% root (CRZYILET,
Parameter Description T. Label = Number of Instances ICZE L &
9, Relax Iterations © Max Relax Radius #RZv2// LT, ChHD/NZ
X—=B%TyrMIBMLET, Accept =)y od5E. CNHDFTLLY
INTA=BH Ty MIREFEESNET,

UNREAL T - Rebuild R&> %7y L TEEERELET,

INTA—=BRI TR TOT—FLINATA=EZHRIRIINTL
%9, Size ¥ Number of Instances 22 FE L T. KRy I RADT Y RDILy
DICESHET BN EHERLET,
NT 7Eyb7Os—Iv) LB R ERBR L. TNENOLALICE
- BOTEYNEERTERLSICBDELT. COLAILT populate 7ty
| NEEBENT R, hda 770ILDREIL 7Y hE2BRBLANS. FNE

NOT7EYNMIRBDORELFEIEHTEET, COT7YNEH
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Houdini TAYRAEV Rt Z@ICty 7y T TR, RAVMIOAE—=LI=T 724 EDORR%E, BID Unreal 7Oy FICBES X
BNET, EROTOVTEZEMLT, TI7AILMERORKDODICT VA LIZDHESERZEDNTEXT, ST 1 VREZVZEH
KRERISETICEY Ty TN TWR e ziERL. enZzfALTHNO 7Oy 72 AT LICEMLTVEET,

UNREAL T - Details /Y=L C Houdini Outputs = %

T TRTDRYIZADE—DX Y2 LTAVR—RENT
WBZEDDHDET, DED A VIEVIEFEREINTUVEE Ao
Houdini l&. Ry I R%ZRAVMIIE =L SEROIF X% Unreal
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