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TEET, INSDATSavIckh. ¥R %E 1 @7y IF 31T
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BATRHICT XMy TIREFETBHN FILWLWT RO My T B LA
RO, ChSDEBIFEZTLEVET,

7% ) | 2 % ) | k4]
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Lfc/—RIFEEINET,

2ybI7—=9Ea—

FYRT=ONZ -REDRYRT—ILARILET
DINRo CON—ZFRLTHORYT—DIC
BEITRICHABETT,
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KFw k% Alt + LMB

J—F¥v3 -
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This sticky can be used to make
the network more readable for
other artists.
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KTT, BHIFHIICRERLUET,

FwhDJ—2UIF7+2CTab %2 L. For-each Named
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e r7w7LE Y. €5 Render Region V—)LE#RLIz5, Ea—R—hT
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IEA TS O ERDRAE H'5TT,
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A M EWRAETEET,
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NTWBZ e ZHERLE T,
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Houdini ZR<IRD. ZDAFENBY —IL 2y MeRKRTBIC

HIHOTHBEERBZEEIFILZBNTS
HDTY,

SideFX @ Web H-1 Mg, ZFILT Y
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s ISRFVIDEETOVvIRETUVIT B RAE

= TIFNDOOLDBEHELDIIRET )y RRA Y MIDRS 25 74E

= NI TVITA A VRE 2 RFBLT, HEEREERILT 5
Papin

s PRUE2—bEEST TYRF YRy I TIOvIICBE T
Papin

= J—RERYND—IERFALTT—ZDORNE
HlET25%

= TUORNT YRR LT Y a—>a %
PN =B LTIED DN BT EHE

s RAICIRNZ IOV IR T ZA— N2 HE

Houdini 19.5+




76

N—hk1

N N A\ A\ ~
I T Oy DYERK
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CORREER T BTcOIC VKOO DRIIVETIV Y=L 2ERLET, EDIE. Houdini T7 7322 RITIBVIC
J—RMERENETH. TR AXMMERFIEOL S EEBDET,

File > New Project %3%#iRL %7, Project Name %z

brickify_lesson |[ZZ & L. Accept 1L £, CHUITLD.
TAVTIMTALINIEH T IHIADMER SN CO> 3y IREET
B2IRTOI7AINHEICEBEINET,

File > Save As... %2R L £, ¥ L\ brickify_lesson 7« LU ~JH'5E
RENTWBIEE T, J7-7ILE&% bricks_01.hip IZ3%E L. Accept #
Iy LTRELE Y,

Ea—R—hT. CEMIMLTRadial XZa—%FRRLFT, X

—a—1h%5 Create > Geometry > Box %3ERL 9, H—VIL
DREBIC. —YANDEBRFEDREICHERY IV ADEwNRRIN
F9.Enter 2 LT BEROMEICRELF I, ARL—>3>avbO—
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LE7,
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Select V—I)L&V)w oL 4 ZBLTTUS T BIRE—R
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C Z#L T Radial X=2—%3%/<L. Model > Polygons > PolyExtrude
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BHRINTVWADOEHEETEET,
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20 EEISHLVWRYIVAMER SN E S, &/ —RICIE D/ —RD
BRICEBETZNIA—ZHEENTVET, CNSIETAAR)/—RT,
SOP (Surface Operator) E HFIENTWET,

IS T F—%HBLT Move V—ILEEOHELE T, THickD.

YT —2IZ Edit SOP /—RDEBMINET, Ea—HR—bk
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FH5END, EOD LICEEESNE Y,
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UZBLTAH IV IRLARILIZED. JLDEDBDEEIZ
T - %8< rubbertoy |ZL %9, %y rT—2 21— Shift —%1#
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0. Point Separation % 0.2 [CEREL £,
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FYRT =0 a—DN\NYIREVEFBLT, YA XN Ry b
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OEHERCELEY Ty TEFERL T I DR ERENET,
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TRHEETH V—ILOEEBNERZ T,

switch /— R T Select Input = 0 (2587 L. rubbertoy (R
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5 BT VRNT LY MCREFESNIDT, Ty b RICHET B INT
a FET TARILOTIVAFvEMERLT TOv2ICHZ—EBMLTL
- EESR

FybhD—2E 21—, Tab Z# L T Attribute... “A7JLTW
i ks — e FF7, Attribute VOP /— %R L. pointsfromvolume
ot s Hep X B W BE SFFE® Q@ /_Fo)ﬁt:@&%bi?o
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mEnEd,
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T. Label % Texture Map [CZZE L £9,

UZILT1I D EDLALICEE L £9, Texture Map /35
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ElEPoint DEFICLTHEFET,
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L. Cd ZERLETS
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ICEERLET . CD/—RDALFT% texture_switch ICEEL £,

Switch % 1 |CRE L9, copytopoints /— RIC Display 75 5% & 7E
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INBLDICRDFELIA . TOvIHEEL TV ET, Transform Using
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JdLDOEHEPDHEEIE. SAXM EDRAVED CAd PRIEa—tZ, T
Ayo%ZIE—93DICEALICRA UM STRICEELTVET, UV
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7wk (HDA) /—RZEEELET . 7Y MRAEOS MY T LARILICNTA—2ZTOFT— LRy bT—0ZHEB LT, 7Y MYER
CNBPIC A= — I LRERZENTE B 12— T —RZERLET,

—t Ry hDJ—2oE2—"T. platonic /—REREICRS VI LET,

FYRT =T DMDITARTD ./ —RZEIRL. Assets XZa2—H
5 New Digital Asset From Selection... 3R £d, TN T, B—0
J—RIZIIDEFENFET,

Operator Name 7% brickify (Z3%7E 9% . Operator Label 7' Brickify
ICEEINEY, Save to Library DAIGDARZ > E I LET,
Locations -1 K/N—"T SHIP Z3#iRL. HDA T+« L U~ UERZTILD )y

2 LFY, Accept 3. Create New Digital Asset 51 7O CTHE
Accept #0)wvILFT,

ZMUCED Type Properties 71> RUMNERRINET, Basic
il bt HikahiEeed RITMRREINTVWSC L &R L £ Minimum Inputs =
0ICRRELT. AW THT Y A EAET 2L 5ICL £9 . Maximum
Inputs /NS X—2% 1 IZREL T ANTES/ —ROMEEZELET,
CHuUd. platonic /—RICIREBFFEINTVWBANTY,, COTIVRIILT Y
PR TERTZERIE. COANEERALTHORRERRLE T,

Apply ZIRL £, TV RIUNELTLESD T, Accept IFIRSHWNTL
Zauw,

FybD—=oEa—T  FILWLWItvh/—R%Z brickify_

asset LV SBFIICEERL. 4TIV YILTHRICADET,
testgeometry_rubbertoy ¢ Subnetwork Input /—RZ{]DEZ T
% switch /—Rz271)w7 LEd, Subnetwork Input /—Rl& EDLA
DS TZ IO T =Ry MERERDIAATVET,

Type Properties 71> R T Parameters 2 7% 21) w7 L %9, Select
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Ul ZBRACDBERNIEENTVET, COT7TIIE BEDODADSEE L 3y
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RMB 27Uy Fy =2 2—0/R/\—"T brickify_asset % RMB &
1)w4 L. Parameter and Channels > Parameters % 3&iR

I B £, 2 D0 brickify 72y bN\IA—=EEZECTO—T A4V TINTA—4
P U RUBRIRENET, CNBIE. COT Ly N EERT SHELNMERET
35/\35X_&’C?o LkBCCEEHDL’CL\:SiLJ:’Bo
e , PESQD brickify /—RIZIZFHLWATA—ENBOET, EZ 0 NS 1ICEEL

T o= INDOEB R LEY, BEIE ZRIDHEDBEYI TRV L&,
DT —ATIFRTAEAEDDAZ2—DIESINT > ENENIHAET 5
¢ T9, £ T Type Properties AL T Ul ZHEAEEL £,

A oM T e~ - & IR

)

INTA—=RI)ZNT Select Input )NTXA—3%=201)w I LET,
ERIC. RREWRAE S 2720047 a>hHD£d, Name
% shape (Z. Label = Shape IZZE L %7,

Menu 2 7%~ 1)w2 LT, Use Menu 24> (CL %9, Menu Items T.
Token (Z 0. Label | Rubber Toy ¥ A77LT. Enter Z#L %9, MIl.
Token (C 1. Label iC Custom Shape * AL %79, Apply =L %9,
TA—TaVTINTX =271V RIIZIE. Shape /NTA—REXZa—H
RINCNBDLOICADFET, ERICHL TEIEZMERLF L&D,

color ¥ attributetransfer /—RD 283 2 DB D switch
J—R%EER L. Select Input /SXTX—2%/XTX—=&1) XN
7OE—kLEY, Name % look (Z. Label % Look [CZZE L %7,

Menu Z7%21)w2 LT, Use Menu =4 (ZL £, Menu ltems T+
Token iC 0. Label iZ Color ¥t A/JLT. Enter #3# L %9, XI_. Token
IC 1. Label |C Texture Map ¥ AJ77L %9, Apply ##FL %7,

Ty b T—27T color /—R%ZZERL. Color /N\TX—%7% /5

A=BUZNMITAE—MLET CNICED. AT—T1P 1Y
b BT —HRA =) RGB 74— ILRARRINET,
Type Properties 71> RUT Apply Z# L. ZD/\T X—2H brickify_
asset NTA—RAVR—TT—ATEDEIICRZ2DH =R LET,
F:BE-S>T Accept ZHLISIHAE. FILLWATA—=RIFT Y MNIRES
NFEIH. Asset X—a2—7%FHL T Edit Asset Properties... > brickify
R BERWENHDET,

ExtraFil

ing Parameters 3k | Parameter Description

oudiniProjects/brickify_lesson/hda/brickify.hda al attributeVOp /—R7%FER L. Texture Map INTA—=B%)NZ
=% aionc i ; A=BYZMITOE-FLET,
e Parameter Description £2<53>C. Channels 7% 2w L TTF 7+
[xislianlllmT:: o 3k | Parameter Description — }L |~1|E% Mandl"il.pic CCQEL/??O C?’Lti\ /\’Z%gﬁﬁﬂt%g@@b\

TIANSDTORF vy T T KODEBEOBVT 74N TT, BT,
toylowres.jpg 7V AF vy T2 BiidAHLE T,

Type Properties 7> RUT Apply Z#9 L. brickify_asset /\5X—%
AYBE=TT=RICCDNTA=ZHRR SN Mandril 77X F v 7S
FoTTOVIICEAMVTVET,
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EDINFA— 2D EDFRICEEF T SN TN BDH RS

BITIE XZa—BRICE VWIS X—REEMICLIDE
MZLFET, Color /NTAX—R%21)w L. Disable When 71 —JLR|C
= { look != 0 } YASILET,

CHUCED. Look XZa2—"T Color "MEIREINTLVARITHIE. CD/N5
X—R(FENIHDF T, I, Texture Map /STX—R%ET1)wT L.
Disable When 7-r—JLRIZ { look !'= 1 } CASILET,

Apply ZH#L T\ Look XZ2—% AL THERZT AN L& T BERL
Ba. NIA—EDEINTB>TV S DM CEE T, Hide When 777
2AVEBALTHERTICTEILHTEIETH CCTRENTHESDD
iﬁ/\/o

brickify_asset TOAF¥I YT /INTA—=RIETIHILET

Mandril.pic [C2>TWET, BICERTEIS TV XFvNvT
TORABROBWT 74T, BHBEDYY FICRSICIE. Texture
Map DIEICH BT 71 ILiERZ D) v L. SHIP ZBEV) v LTHS
tex 7L RUDFRIZAD, toylowres.jpg 771 ILAEIRT ZHBEH D
DEJ,

T 7Y TIET 74)L O Mandril.pic hMER TN 2L 51245TU
F9o

Accept iR L TT7 YN DEEZRF L. Type Properties
T4 RUEBALE T,

FybD—=oEa—T UZBLTLI DLEDLANILICRED £, brickify_
asset /—REZEIRLTIREET. X7V XZa2—h'5 Assets > Lock Asset
> Brickify #:#IRL £, 7OV MARRENI=5. Save Changes %17
LEY,

brickify_asset = #TIWIVVy I L THICABE. RyRT—IDTL—T
TR CINBD/—RIMRESNTVBIEHDDDET, COT vk
ENSA—=2HEN L TDOMRIETETET, NEBOBIEICZ B 2R BICIE
TyrOOYIERERTINENHDET,

AT URANIIEFLET, >~ T7 L= REL T,
NETOEERBEFRIFLET,

CNT =270 =D TRy bR 2T DICBRT 2

hda 77D TEELTce COTATIVZFEATZE. COV—2TT
TYOMDA VALY X LIZD. TRy b ERD S — BT ST

IREAASEEED

ROEIL3>TIE YT AL T BYICEIET 2D E SN HERL

9 EEROTEybhz 1D, BRBDICEET 205N e T ANY

21HDT ey I DREL T Lzb8D LE T,

i'.)’ TrybkoOyo Oy kR
Assets A= 1—%FAL T BRLZT7EybEOYY [ Oy IR TEES, 7k
MHAYIENTVBRIES. HDA 771 ILHBEREN. 7y OEENREDET,
Ty AYIRRENTVWBIRE. 7IT17EEIES—VI71ILRICHDET,

TEybEOYILTWALE EEEMA G RIERETINESHERESINET, [ = Brickify
T7EyhD./—R%ZRMB 7w o435, Allow Editing of Contents T/t D :
0w % &R L71=D. Match Current Definition T7 =0y I TEEY, 7272 L.

FRETINESNEERONT, BENRDNZAREEDHBTHERLTEEL,




IN\—F6

—N W 'ﬁ —_—

TN T EDTI S

FORLTEYME, B—DS— VTPV TEREA Y RS L TEET, BRBUARXNITIO Ty MEEALT. BIfEEFRNL

TUEET, RDTEYMIRESNEBZREKHERTETSLD5. TAM =23V ZHBLTECL268OHLET, 7TV
BUNCEMET NI, DS —>T71ILTHERATEEY,

Tab F—%#FEL T THEDTFAMS AR ERIRLET,
Enter 2R L CRSICEEB L5 N\VRILEFRLTILDOS
HEDEICBELET,

FLWATO O/ —REHZTINIVY I LT IFARILANILICADE
§ oo ./—R%ZERLTC. Scale # 3. TranslateY # 1.5 [CEREL X9, _h
i (CEDAHENDLDEDEREDBDLAEIRDET,

TFRANISAAN) /—RDOHII% RMB 21)wo LT, brickify...
EANL. XZa—h5 brickify 72y b ERLET, CNT.
Ty ZOFLWRY T —DICEBEINET,

Display 759 %RE I3 . FBEBOILOELELD DS 1 DRREINE
§ T COWBDIE. CNOH DT EYRDTIAIIMEHASTT,

brickify 7t/ —RT. Shape /\Z X—%% Custom

Shape (CRETD L. TOvIbENcA HEDRTIINE T,
FLWERD T LY bAD/ — Ry bD— 0% T A-— U B3ER M
MENTVET, COFRPMELD DL EIZHZDIE. 7w bRERIC
Match Size /—RH$H27=HTT,

CDESICTRE TIOUNNT YRy =)L L TERTE £, B0 7
I3 EBE—DQ/—RIINT = LT A TIAVICERBT 5 e
TEFET, 7—770-HMaRtd55x. —BLIERERBELCIR
NEd,

testgeometry_squab /—R7Z#EIRLF£7, Asset X —a1—

H'5. Edit Asset Properties > Squab %3#iR L £, Type
Properties 7> R T, Extra Files 2 7% 71)w2 L. squab_diffuse.
jpg &R L 59, Save as File RE> %71 LT, tex 7#ILAILRE
LET. TVRAFYHTIRIILT Y MIRESNIZDT, Ty e—HEIC
HBETZIUHTEET,
NT TARIEDZDTUAF+ &\ brickify /—R®D Texture Map /¥
IA—REFRLT. 7AVIICAT—ZBIMTERLIICADE LT,

ST LB ZTO IR ANIICEEL T, COF TV UM squab.
$5 1 DDA TV T rubbertoy ¥ &R T ET (EERNBEIRTEF
LFd,
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JOwv IO T X—k
TEyMMIIIEEEZEBML T I ENTEET, JOVvIHBEETRALDNBZ 7 XA—3 2 ERLELES.
CDf=®HICIE. YR T—=DICEBIC/—REEBIMLT. 7EYMIZOHFLWEEEEZSHINELRHD T,
ER%Z .hda 771ILICIREL-S. ECHCDT7 Y 2FE > TEDKEEZFRATEAESICHEDFT,

v
L}
2

=

XX ] B EEE

'F| Add  Edit

N | i

[ HTICES

Go View Tools Layout Labs Help % & W

g,
o texture_switch

.
attribtransferl
.

sortl
.

.
UET -
.

h

rouprangel

squab F 7Y UMEIERRICLUT, rubbertoy 77V U~

DFIZADET, brickify_asset ##iR . Assets > Unlock
Asset > Brickify %33R £9 brickify_asset /—R=&HTINIIVvIL
7=5. texture_switch Ot /3% RMB 1) %o LT, Group by Range %=
BEIRLET, 20/ —REREBLTDisplay 75 9% RELIS. RDELS
ICNTA=BZRELET,

= Group Name 7 hide_points (92

= Group Type z Points (95

= Range Type % Start and Length (295

« Length % ($F-1)*20 15 %

= Range Filter T. Select# 1. Of Z 1 D FFICLTHL<

grouprange /— RO /7% RMB ZUJw ¥ L. Polygon >

Blast ##IRLFT, CD/—REERELKS. Group DI
DXRENZER LT, hide_points )L — 7% %R L %7, Delete Non
Selected ZA(ZLT. JIL—FDOHNAIDRA > & HIBRL £, blast
/—RIC Display 75 9% & ELF T,
Play ZIfLT. JL—LBISBR 2R VN EHEELE T, F— > OikiR
O material /—R|Z Display 759 %8 EL T KR HIZEX ST
Oy xR LET,

REF 7Oy AL S TERADSIHENTVET. Ch

I WAV IDRA Y P EBEREEICRRENDLOITB>TY
BN TY, Chefifis3IZid. 1Y hDIEEZZEELTENDILYY
ICT2MENBDEY,

texture_switch /—R®DH 1% RMB 2w L. Sort... Y ASILTLE,
Sort Y—=ILEERL 9, D/ —REEEL-S. Point Sort % Along
Vector ICZBLET, cN%E0,1,0 ICRTET DL A1 VMHTIHOSEIC
B> THENEESICRDET,

BELUERZHERELET, SESEURIMLETIAML T 72X =23
INDFRE RS L T TV,

TOVILI IO E T ZA =R LIEWHESHEEIRTES L

S1Z. B 1 Dswitch /—RZEBMLET, XvbT—TEa2—
T. Tab Z#L T Switch... L AZZLTWE £ T, Switch ZERL T, /—
REBBLET, /—RDO%HI% animation_switch ICZEL £,

texture_switch /—ROHE 1% 21) w2 LT, switch /—RDASIITIES:
L&9d, blast /—RTHEDIRLET, CNICKD. TTOFRD RADDF
AV TIX=2a I 7z VM2 BB DA T3 vIlBD £, Select
Input #1295, 7ZX—hINTJOvIDKRRINETH. T
[F0ICLTHETET,



Assets X—a—H'5. Edit Asset Properties > Brickify =%
RLZEJ . Parameters 27 |Z%H)L T, Create Parameters
o >a>® Separator ) D FEICR VI L&Y,

B X(_. animation_switch /—R® Select Input Z/X\OX—R2 L7 2H
5% Separator D FZRZ w4 L%, Name % animate_bricks |Z.
Label = Animate Bricks |Z3%E L £7, I, Type %z Toggle I(CEFEL
F9. CNT AV (1) FEF7 (0) OREICHIREINET,

Parameter Description 2> 53>, Channels X 7% 2w/ LTT
THIMEZ 0 (A7) ICRELFT,

Accept z 0w L TEEZRFLET,

Type Properties @ Create Parameters 7> 3>h'\5.

Integer /\Z X—%% animate_bricks /\T X—32DTFIZR
2w %7, Name % build_speed |Z. Label % Build Speed (5% &
L&Y,

Range 773> %wA LT &RUIOEZ 1. 2EBDE%Z 20 (CLET,
1DEO|ETADA>% )T 258 BN 1 LDEB/NESEDEE Ao

Parameter Description 2> 3> T, Channels 2 7% 27wy LT7F
THILMEZ LICRELET,

Accept ZILTHREFL. TrVRUZBLET,

CDNTA=REFLZETIZHEDA TSN TUEEAD

AR L T, grouprange /—R®D Length TUX 7Ly
2AVERHEILIIEHTEET, #FLL\grouprange /—R7zER L.
Length TOXTLwia>% ($F-1) *ch(*../build speed”) |CEE
L&Y,

YR T— T DRIRIC output /—RAHDFE T, CHICKD. RybhT—2
DRID/—RD Display 75T H A VN> TWTH, Ty O@ETARH
TZEISTEEXT,

brickify_asset /— R7%&:ZERLIcE £ X1 XZa1—H5 Assets > Save

8 Asset > Brickify ##iR L9, Type Properties 7>V RUABERKIC
B, hda 77 AILCCDI ORI Ly gy B RIEFTEET,

brickify_asset /— R EIRLIcF £ XAV AZa—h5

Assets > Lock Asset > Brickify Z3ZRL £9, CNT. 70V
DT TTORENRARLY —=IUCE DB ENTEE LT 2OV =L
I3 T—TA AN BRI EEERS YN TEAT I EATEET,
Squab kD=2 ENT B L. brickify THLUVERENMERTEE LS
ICR>TWVWETY, Animate Bricks b )LEF VICLTz6. COFRIETOY
I DEHZ LD T, Build Speed %4730 ICRELET,

BELGERZHERLET,

FED

T=T4ZDFIALP TV —RR—=OT—-70—%=FALT. RZUT~%
BB HEFBERY IV TEE Lo HDA ZT 1 RIVICREY
BLET TARI LTy EBD, BHOI a3V TBRTISLIICBDET,

Houdini 727 EYME 7—TAARDTS LIV —ILZMRBVICHETES
EIUTTBHDTHD RETVFLANILDOTORY 2 a e 2 Ed, TAV—Iv
L7y MIREEEOBEAERICTE 3. 7O IO IV IAT4T
BZ—RICEHTELY,

—X=Fk

JOvIn7
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N—F8
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M7 1) r—23212 HDA Z55 AT
Houdini 7 2L 7wk (HDA) 271 29 EICIR7ELT=5.Houdini Engine 7551 % ERAL T 2D 7Y e KRR T Ur—23

VNCRAALEDAIBETY . CHOLIETZT1 2 E>TT7Ey b EREETNIE. BEfEIF Autodesk Maya *° 3ds Max 2 ¥ ® 3D 771)
r—2a>%. Unity ® Unreal Engine R DS — LI T RICEET7 LY b ERAPADDILSIZRDET,

« I . O 1 RARF 74— 3> Houdini Engine ZEAT 31214,

] |3 Houdini >R k=5 &7zld Launcher ZERB LT, 7570
—— EAVAN—LTBIENBIELDET, CUCED TSI VA ERTRE
SR IZARDETH. 51 £y a3V AT Houdini Engine ZEATE2L51C
Asset Library Manager age | TRTIRNUEBBENBOET .

Update Houdini Shelf : o ZHIL. SideFX.com/engine #E2B L T2 E L,

e Engine 7544 >0 &7 %)y LTHBEND TSI %0 )y

Orbolt Asset Browser LT BEERERRLE T, 1V AM—ILE B RANT FU/r—aviC

Get Assets from Orbolt Houdini Engine XZa—H'RRENBTTT. XZa—DoT7 vz
ROTEHTEET,

Sync Asset

Bake Asset

s O 2 T304 DAVA—)LH%5ET LI5S, Houdini Engine X

Ta—ZFALTTEYNERMAC CENTEEY, brickify
Ty Ea—R—MMIFARAFN Ty M TA—2%EH L TRE
TEBLOICDFET,

F7o Maya £721d 3ds Max [AIVHI T ZX =3y &2 F VT HE BA1 LT
AVERFERL TS — TV RAEBETEET,

O 3 Unreal Tl Import REZ>VEBALT. FURL T %
S—=VICDIAHF T, £/-. Shape & Custom Shape |Z5%

ELT KA IV =23y ATy D FXNIICERINIE. £

DOFATTToMITAvENERINET,

E)’ JOvIDAZ—IEHES DD
AR TTUT—2aVNT TOyAEENERICEMIF BN TOENS LICRMHIE T TT,
Chid. 734> & Houdini THEROUESED U LBRLTIIBVWIEHRE TS RAVEAT—1F
TEYMIBFNTOETH, RRRTTUT—2 a3 EDEREZ RO E A

F7cMaya BT 3ds Max Tld 7= X—2a3>h' Ee L &9 H% Unity % Unreal Engine TISHEEL £E Ao
Houdini 7y &7 — LOEITEERICIFBESE T fHAAFNT T ZA—2aV[FBEINZ N5 TT,
RANT V=23 DiEEICEhET. PRV AR TZCAETETY,
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COLYRYTIE DAV I 5 XLk B RIEL TRIK (T12) ZZRICERELES, COT 7o

Tld IZRXOMBHUCRBD 2ol —23>, DA VICRESZal—2a>Z@RALET, I FIVRARybT—

OEEYNTYTTBAEL. VIl — Y A HNTBAFEEBTEET, EVaFILI o ayvh Tt

VT, SESERBEDL(F STRYLNEEBADETERLET, Houdini DZ1FS 527y kI—5

lE SERABVILNEBL. ZNSICET I DDF L FIBREZ/ONDLIICEHFTINTVET,

F7o. Retime /—RZEFAL T BEIRARDEIICOIaL—2av0REEZZLLTH L. BEZERD S

THBEICRLET, RIZ>Ial—3>% Solaris/LOPS (ICBEIL. 57 e AXSHEEY R v L%, Karma

LYASH@ERLT avhaL YR VT LET,

LyZYDBIE

HBANTA IS RICE o TISABEIN, BRIEDRUOHI5FE -

>Zal—kLEYT,

FERB

s DAVTSR, Bh BRIEOSAXNIEET VTS BHE

s T=UFPIRFERLTHIZIA AN %gﬁ'ﬁltﬁ&ﬁ?%@% .

s JIREMBTIHAOVSYRRT12Zal—2avE=E T 5H%

= REHROES FLIP RlES S al—2aYvaRT95H 45 -

= DZal—2a EVRALL. REZZLLTHL. BITEE5HE

= Solaris/LOPS TERAT 370 #&RZ USD LT
TORR—NTBHE

= Solaris/LOPS T b eRTUTNZ YTV TT2HE

= Karma AL TRE avtz LAV I3 %

Houdini 19.5+
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VAT ADET )T

Y. RVIVA—TZHELTRESE. 7105 RZEDET,

Creasing (#rDE) ZERALTIy > ZHK LI, MMM L THREEIC
CAXNIDBEZBITET TDHR. TAVIZADETA AN ZHEH L.

REDLZaL—2a AT BHREERLET,

shift %
HLEHS,
Th5400
C IySEEBIR |

7Oz I8T77A)
SideFX.com OFHEBEFa—rITINDR—
(CORFaXVEZEAFLIZIGATY) Ho.

fluids_lesson_start T«L ) %&EHT>
O—RLZEY, &% fluids_lesson [CEE
L. Houdini Projects 7L 7 ~JICEEEL
TLETEL,

File > Set Project #:ZR L 9 fluids_lesson 7L U ~')

IR L (EFEEDEHEIASR) . Accept IR L £9, CHUlkD.
CDIFYNMIEETZIRTOI7IIILA OOV sL NI
FDTFITTHINANIEDSNET,
File > Save As... = #IRL £ 9, HF L\ fluids_lesson T« L7~ UHEKR
INTWVWBIETTY, 77-1/L&% wineglass_01.hip |Z5%7E L. Accept
Iy LTRELET CNT. Tex 74 EOUT 7LV ABRIZT 7
TRTEBLIICHDFT,

Scene View T. VZ#LTRadial XZa—%FRL.
Viewport Layout > Four Views Z#EIRL 9, h—VIl%
Front /X)L D EICBE L T, AR=ZAN—+B %L TLALE T,

NUZNEa—R—bEICHZRETD %L £, Background 27
B9y, Front 87T, 771 LBy H—%ERLT$HIP. Zhh'5
tex>wineglass_profile.jpg |E1LF 3. XDLSICHELET,

= Auto-Place Image ""A 7 TH 2 L zhERT 3

= Image Offset © 0,3 292

= Image Scale #5,51C9%

CNT Ea—%\VELURI-—FBL BRO—MEIHTET,

Polygon > /L 7T, Curve Polygon V— )Lz )y L%7T,

ZMUZEKD. Primitive Type /' Polygon |ZE%7E 17z Curve
J—RHIMERLENE T XL T Grid Z#IRL. VYRR FvE> I %
BIILT RAYRAZRT )y LET R BALESICT YRR Vb
DEICHZ2DBORANEI VI LES, YVYRRFYELTZFT
IZLT BIRO M —RZHUTET,
II2ADTL—RMEBAD (£8) DRED 4 DDRA VA TIE THAEVELSIC
JVYRRFYEVITEFVIIRLET, KAV B TRT LI5S, Enter %
BLTH—TZ2RTLET, FIYRRFIYEITZFTICLES,
FRL—2a3>arbAa—=)LY—ILN\—=0 Edit E=RFREZ>% 0y Id3
ECTNIRA VM ZEBETEXT,

AR=ZAN=+BHHL T 4 Ea—DLATIMNIEDET,

RIS XIRAEN—=AE2—D EICBE L. BEAR=Z/\—
+BEHLTILALEY, CNT. A—TH 3D TRRSNBLSICHDE
[/TCQ

SZHLT Select V—/)LICLT=6 NEBLTH—T LOIRTOTUS
FAOEERLET, CZIHLT. Model > Curves > Revolve ##EiR L £

| T CNT TAYVIIRDETILCEDE T,

3EWLTITYUORBRICED, hyTORES (VL) DTy EHTIVYG
VL ET, Shift z# LT, LN 2EBBOITY e IL—K(EE)D
2ADTYSEATING)YILET, Tab> Crease ### LT, Crease %
0.75 ICRELZFT,



4ZBLT. TUSTA7BRICTIDEZR NZHLTINT
EIRLFT, XIC Tab > Subdivide Z# L%, Depth = 2
ICRRELET,
CHUZED ETILOADMEEINE T GTD BTSN Ty DI tD
BHELDEH A —TIRDESTY Ty TEINTUVET ), Crease Weight
ZETHLIVIIIRDET, COYTATIE VINGRILBOAN S &
<HEREL 95
FYRT =T IT( 2T FT—VD#IHIC Null /—RZE8ML T €D
Display 750 % % LE T, C0./— RD4&ET% GLASS_OUT [ZEEL %7,

FITVTUMANIUIRD, ATV b D%EI% wine_glass ICEEL
EN

wine_glass /—REERLIRET. NZRLTIRTD

TVET4THZERLE T, R Modify > )L 7ICBEL T,
Extract V— /L% )wILET, CNUCKD. TAVIIAIFXRID
objectmerge HMERMINZD T, TNEHLWA TV MIRELE T,

Front Ea—mo6. 710520 EEOEZEIRL T, Delete 1L £9,
T2 Xy hT—DICEEHIBRY % Blast /—RHEIMESNET,

i AUDFILDTA VTSI TA—A N (FEER) RRN—-TV3a>hRER S
Dld. Scene View H' Ghost Other Objects (Z58E SN TSNS T,
COFRTEIF MEERRORERERZHEER TI 20 TEHNTY,

ZCTN=RAEa—ICR2 T AV IO T =ETINIIYIL.

Delete L 9, CMIckD. 2 DE®D Blast /—RAEME
NET. INTORIRICLIEVRBIOEHDTZD £, 71 A XN D@
3. AMADBBCRZFT, CNid T550H0 T T JoEEEIEWS T
T,

NZBLTIRTOT)I T T%EIRLET, Tab>Reverse Z#L T
EEENAZICRESEET, cNT BT T T OBEWMIDFRD
AENCARDFET,

3EMLTIVYDERICEE LS RO IS w A TILY

Dy LT Wy 7R E Y, Tab Z# LT polyfill
EASILET, Polyfill "\ S hEN/-5. Enter Z3RLET,
RDESICHELFET

= Fill Mode % Quadrilateral Grid IZ9 %

« Tangent Strengthz 0293
NTREALTERAMER S, Ly A DBFETHERT S FLIP REDY —
27D ET,

4Z|LT. TUSTERICTDEZ. NZRLTIRNTD
TUET17%ERLE T, CEMLT. Model > Polygons >
PolyExtrude %#:#3iR L %7, Distance z 0.01 [CERELTT1>VI TR
DF—=N=2v T % e DL BRAETBYICL VRV ITEET,
FY R =D IT 12T F—>OEEHIC Null /—RZBML T,
Z Display 755 % %€ %9, 0/ —ROLEI% FLUID_OUT |Z
ZBELET,

FITDTORANILICEDRD, COF TV DEEI%Z wine IZEEL
ESC
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XL DET T

HADIAANIZERTBDICIE. TIITATDED SO, ENZFDICRAFTTALET, RiC. BOER% PolyExtrude T
HLHLTS, PolyFill TEARMROSZEALTRZRALE T, 0%, ML TRERNEEREZERLET,
COFATOTIMIFRBICRESBE T B ZLDTAT-ILBBEDHDE LA

C O 2.AEMLT
MMB Yy

\\_‘ y, \“ “‘,/
~/ |/

PolyFill TREIL3 »

ALY

FTITUMARILICEE L. Ry bT—2E2—T, wine 5&

U wine_glass #7217 +® Display 759 % 4 7I1Z L&Y,
Scene View T. C 3L T. Create > Geometry > Sphere %=3ZRL 7,
Enter Z3R L TRRICEE LS. FICASTRDESICHELE T,

= Orientation Z X Axis IC9 5

= Radius % 0.2,0.125,0.125 (C9 %

« Columns 7z 12293

Scene View T Tab > Clip ##fL7z5. NEBLTIRNTOTUI T4 0%
#IRL. Enter LT, Direction #1,0,0 [CRELF T,

Select V—)L& V) woLTc5. 3EBLTIY EIREZBHIC
L. RoBEOBEHTINIVvIL£7, CZIFLT. Model >
Polygons > PolyExtrude %3&RL 7,

Extrusion 27T, XOELSICHRELE T,

« Transform Extruded Front 4 (9%

« TranslateZ 7z 0.04 (9%

« Scale #0.7,0.7,0.7(C9 5
CHUSEKDDLIOAARINBINENE T, COR. BADFEDO=AF%
HIBRL T, PRz £,

BT LT, SEMMLT Select V—ILICL. 4 %3BLCHE/ T

USTFARRICLET, HHOEHRT=AFD 1 D%RIRL
o5 AF—ZHLEDNS 2 DO=AF % MMB ZUy I LT, ZAF0E
HINRTGERLET, Delete F—%#HLT. TNOZEHIRLE T, CHUcK
D, FvhT—2|C Blast /—RHEMNENET,

FwhTJ—2oE 21—, Tab> PolyFill ###LT. blast D&ICFD./—R%
BIL %7, Fill Mode %* Quadrilateral Grid. Corner Offset %= 1 |ZF%
FEL. Display 759 %4 ICLET. CHICKD. EAOmBEOSHEY)
AREUBENROCTHESNET,

=%I|C Subdivide /—R%ZEML T, Depth = 2 |[ZLT.
Display 75 9% &R EL %7,
FYNT =D I T4 BT Fo—2D&IRIC Null /—RZEMNL T, £D
Display 759 %8R EL T, CD./—RD%F% BULLET_OUT IZZEL
E I
FITDTORANILUCRED. COFA TV I bD%HEI% bullet [ZEE L £,

wine_glass @ Display 75 9% A VICLE T, % XE#T-20. YET

5. BEISH T, Front ESHERE21—ICRD. U1 VIS5 X EDELERA
URDBRLIOBODESH ERHRT S LW TLES,

RN ZREFELET,



N—F3
A 75 XD

DA I3 ZADVVEINZERT B7®IC. Draw Curve V—ILZERALTEAICRABRZEBL. ThoZHLELTIAXANID
—HMILET, RIC. Mountain V—ILZERALTY—TRIC/AXZMAET . TDE. CORAELIERIEBORRETIVIFR
AT UMMEEL, O—heFERLTISRZMBTET-UT7VREZEYNTYTLET,

SceneView TAT YT IRLAJLICEE L. C E#IFLT.

Create > Geometry > Grid Z=:ZiRL £, Enter Z#FL T
FRICEE LTS I TRICA>TROLIICRELE T,

« Orientation = YZ Plane (9%

« CenterYZ4(Z93

« SizeX%5(Z93

= SizeY% 8|95

« RowsZ16(.9%

CHUCED. DAV TS 2DRARIC—ELT S Draw Curve V—J/L D7D
HWEY— T IHMER SN ET,

Right £a—|Z%#L. V Z$##L T Shading > Wireframe %=
FIRL. DAV —TL—LE—RICLET, JUYREDAVTS
ADBERICHEINREZFT, NZHLTI Uy RLEEERL. Create > T
JL7® Draw Curve V—)L=J )y LET,
DAV ZRD LI AN AT RICE BB TR0 2 N— T = fAd
| HEEILET. JIRORTLH) BMRICARZTFTERDT. ATLEEYZ
i - THEMNMLET FBAA—THEHENTLE/ 5. WO TH Ctrl+Z
L TEDEEET,

Select V—ILICEE L. NEZRLTIRTONH—T%ZBIRLF

o I, CZIMLT. Model > Polygons > PolyExtrude %
FEIRLZE Y, Divisions * 4 [CFRELET,
Extrusion 27T, XDLSICHRELFT,

= Transform Extruded Front ZZ4 (9%

= Transform Space % Global (9%

« Translate Xz -4.5(29%
I BIOEFRZEI VI LTS TR TOI A AN AERL. Tab >
Transform =38 %9, Translate X % 2.25 [CREL T COIF XK
ZRAEIORRICEEELF T,

SEZHLT Select V—ILEZFRRL. 4 ZIBLTIUZ T4 &R

ICOIDEZFT, =D 12EATINIVYIL T >—+2
K% FEIR L F 9, Tab > Duplicate =L T. JE—%1ER L =9, [E%E (R)
NYRILZEFEARALT BRLIEY—hOREEEZZEBFL, D> —hIZIFE
REEET hyTDHETRTL. T LSBT B ESICLET UKD,
Ay IHRIDABICEIN. KDUTILARATZADWF #ER TE£Y,

i DY —hTHIEDEL. EB2BE TS 2RO — Tz X2 ERL
EERS
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5)’ BOOLEAN SHATTER
Boolean /—RiF. IFLALDHZE. B, RE. RE LV STREROT—UT7>%
ER T 2DICHERINET, CNSIFRACAARICIES £<#aEL £ T Shatter
FT7oa EFRITNIES— R TIAXNERSARATEET,

Houdini ICi% Voronoi Shatter ¥V —)L6%HD. FEHITZZeHTETEIHN. Bhiz
AIRIBEREFEGFBIYIICSBEDE Ao Floy HIRDESBMBELER Mt
TZ3 RBD Material Fracture /—RHHDFIH. ChSIFTFBAY—TTXT <N Voronoi Fracture
DOFERICRBERIEEERD T, COTAVIZADL YRV TIIERLTVWEE A,

Boolean Shatter

TRTOIFXNJ%EZEIRL. Tab > Mountain %38 LT,
TETEBRI—PDRA UM/ A XEBMLEY, Amplitude
%075 ICRELET, VSADWHHNEOEAVEDICARDET,

YT —=2Ea2—T Null /—REFT—>DRIRISENM L. TDHE]
% FRACTURE_OUT |ZZE L %9, Z0./—RIC Display 755 %5EL
7,

AT ORARILUIBEE L. Z0/—RD%E% fracture_geo |CEE L.
Display 75 5% 471U TERRICLET,

wine_glass 77tV DHICADET, RybhT—7
£a2—T. Tab>Object Merge Z3#iRL. /—RZFRELF
J. Object1 D#EICH S/ —RtLo2%o )y L. fracture_geo >
FRACTURE_OUT (CB#HLT. ZD./—R%EERL £, Transform H'
Into Specified Object ICERE SN TV L ZHERLTIZE L,
§ UKD JAREBOY— MDA VI TRIA AN Ry ST =T
i BN, U5 2% Boolean T Shatter TE2L31CADE LT,

FwhD—2t 21— Tab >Boolean %#3&RL. ')y LT

LW/ —REEELEY, Subdivide /—1 (GLASS_OUT T
IFHDELEA) % 1 DEDASICER L. object_merge % 2 DB
L& 9, 20D Display 75 9% /HELIH RDLIICHRELF T,

= SetB: Treat As % Surface |93

= Operation % Shatter (Pieces of A) IZ9 3
| WRARERT 37-. Exploded View /— REF T — > ORI SBINLF
o W 2FFAEELI-WEAIE. fracture_geo 77V T UNIRES
TU—MERELFT, BEARIF. 7O —JvILICBEHINET,

KD —2Ea1—T. exploded_view /—R%Z/\1A/N2XF 3%
Null /—REEML. ZD%81% GLASSFRACTURE_OUT |
ZELET, CD/—RICDisplay 759 %R ELET,
CNT ZORYNT=DI22 DDOH ST/ — RO TEF LT GLASS_OUT
TIDFARDTA 275 ZAD 7S . GLASSFRACTURE_OUT THEFEL 7=
IIADHENEINET, CNEmAZRNUIA>TER L. a3V E5ER
§ SEET,

FENBEREFLE T,




JX—Fk 4
N : o N N -7

RBD >=al—>3>otwvhr7wr

STV =ILEZFERLTISYRRTAOZIal—oa ZERLET, ChICED, SFAARY, TH—R VILIN—REF LT

DOP (Dynamic Operator) Xy b T—IDBMENF T, TAVIFAD AR 2y RT—=JICIE, 2ZaL—2aVBAOIF AR
EFDi=6H D/ —FhEIMEhET, Convex Proxy Z{ERALT. Bullet RBD VILNDTRIRAABHS A E 2B TESLSICLET,

AT URLARILT wine_glass 77210 b EIRL.

Rigid Bodies > x/L 7" RBD Convex Proxy V—/)L%&
I LET, THUZLD. AutoDopNetwork W\ SINEALAF3 U2
FyRT—=Ih ey Ty TENET, VEHLT Shading > Smooth Wire
Shaded Z#IRL 7
B COY—ILEGEAL. BHEAEHROERICER TESORARICT 1>
i DADN—VEDRBRLET, VAT AR LDBIEERRINETHN
Al —2avOE T, V)= VRMNRODERER TEET,

Collisions #7(Z#%&1L. Ground Plane > T/l 7V —)L%
Iy LES, UKD BETZIF AN BICHERED
HMEAER SN E T,
groundplane_object @ Display 754 %#Z71-LT. Scene View |C
RNINBVESICLET, TNTHIIaL—23 > TII5 | SHSER
B oY —TJIRCLTHEELET,

AutoDopNetwork (ZAD £, wine_glass /—F7z#E1R
L. Physical 27T Density Z /i RDEELEDEETHD
2000 (CERHELET,

TLA—TPlay 8L, ¥553DERBLET, HIRHHEICET
L&, BEETIE BAICIERT5HIEENLIBDFE Ao

B %= ChiR A s L TH< Glue Ry FT—2% £y b Ty TLTHDEN
AN, BARIERICBRART D, /i~ DEEITFETT,

a CONVEX DECOMPOSITION
RBD =2l —>3>Tld. BEIIal—2arvaiFg 3701,
Houdini & AEFZREF T Bullet VILNEERLE Y, Convex
Decomposition Tid. MEDOFRKZ DBRH>TeLBDFRICHET

TET, TDHE. N5 Bullet VILNICES>T 1 D2DEME—REL
T¥2al—hENh&Ed,

TS AR DFARIFTE L LR DT, Convex Decomposition
L& TERTORH D ERICERT 5ESICLET, el Convex Decomposition

al—ya>yotyhr7yy

~
~
~

RBD &



FTPTIRARIICED ST wine_glass 77T MMIAD
F9 e{SAD/—REBMLTTAF VI A XM E/ERLT
D COFT—VIFRERTINTLWS dopimport /—RTEDHD T,

convexdecomposition /—RT. Max Concavity % 0.05 (CZ & LT
BHEROFAAN)ZFHELET,

Play #3RL T Ial— >3 #HERLE T,

*
-n
3%
=
-n
aicin
t 3

FITVT IR ARIUZED ST bullet 77V 10 M#IR L.

Rigid Bodies > =)L 7" RBD Objects V—/Lz 7 )wvoL
F9 WBRNS/NyIESNIERBD A7V I MDMER SN X130
Ry hD—=DIZBMENET,
AutoDopNetwork |ZFE)L. bullet /—R7%:ZIRLET,

= Initial State 7 T. Velocity # 400,0,0 |(C5 %

= Physical #7T. Density % 20000 |Z¢ %

CNIFAOBET. BAUSELTVBIT T,

AL —NEBENC. I TADTL— MHOHIEICEE S
FHICBRBEDICLFET wine_glass 77V TV MIHEEIL
TTARTLAN=TIIZIT4TESZFVILES, CCTIEIL—F
DNy T TIZTA4TIE UL TTH ETADBDIEHEES5GE->TVST
L&Do
§ Attribute Create /— % create_packed_primitive ¢ proxy_geo
i FORICIERLE T ROLSICHRELET,
= Group # 171 (F/FBETADTL—bDES)IZTS
= Name % active (293
« Value #1,0,0,0/29%

JRiC. transform_hires /— RO Display 759 %4 IZLT.
Global Animation Options Z &, End % 50 SR EL £,

SEal—2avEBELE T, V-RUAANIATOFUIIEDETTZ
A=hFENTVBOHDHDEIH HRIFENZERITFVITIEDHD
i‘u—/\/!}

VILNTOEASZT2L—3> Tl T 74 OBTRATY

FI£10 T, T BADAE—ROBEEEZERTZDIC
FATIEHDEC A 7TV T I RLAILICEND. AutoDopNet /—RT
Substeps %= 5 ICERELF T, CNT. VILNRETH IRTYTHEME
NET, CNUSKDIZaL =3 FENRRDETH. EMINEBTS
RIS TEWTWMES S a2l =23y kD7 07171280,
22al—2avELS—EBEL T HROKFHIUEINTVEIILE

BLET, ANEELIEVEEIF RoTRELZHELET, RoT—E8

DBHOMUBEZEELTHELEVEL A

FENBZREFLET,

G
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IN\—K5
XAl —o g NIRRT ENN

HHICEL BT SADMBADTEDT, DTAUA T I M RIBICERL, Zal—2av0—FeLTHRELET,
2FD. RBD iAo Ial—aY%E—DOP Ry b T—JICEK LD 1 DDV RATLELTEFTBLSICLET,
BIE RIEEN—T 7L TREINEITH -7z LTREFZRE(LTETET,

TL=L1ITEAFET, 2y TI—IEa—Twine 77 T

U %333R L. Particle Fluid > )L 7® FLIP Fluid from
Object V—I/Lz 0y I LET,
TERL REDTRIEN =T ILEECI2D £, AutoDopNet T,
flipfluidobject /—R% &R L. Particle Separation % 0.05 I[ZFZEL
9. CHUCEDN—TFTaUIUDER, >Zal—>avilr47—ILHH
DET,

flipsolverl /—7%:ER LT Particle Motion 2 7% 21w
L. Behavior TXDEIICKRELET,
« Add ID Attribute #7493
Reseeding TRDLOICHELFT,
= Reseed Particles 4 7(2¢ 3
Volume Motion TXOLSICRELF T,
= Velocity Transfer % (APIC) Swirly (9%
Surface Tension TXDESICERELE T,
= Enable Surface Tension =% >(C9 3%
= Surface Tension % 500 |/C9° %

jolume Motion Narrow Band | Distribuition

APIC (Swirty)

Play #3# LT Zal—>ayaRTLET, B0 T 27y

TOT-OREBIED LRODDEITH. KDERERERNES
NFET. 7L—L 10 ZBEF/-5. Escape ZIFL T Ial—>a %k
F9, 7L=L10ICBELT. CCETORGBESLEa—LET,

NESF—TTRELTERRTBICIE ATV IRAILIZEDST
wine_fluid 77>t MIBE L 9, Render Null /—R|(C Display 7
| SOERETHE =T ML SNToREERER TEF9, chidovy
TEDICRVEENDDDETH =Tz 2ANCDLSICRIZhET
L—LBICHRT A UNTEET,

’ Display 757 L >R =037
wine_fluid DA X~ Ry D—IDRIIER SN LS,
Display 75 J13/\—71 V)L #&Rx$ 3 dopimport /—RIZdH
DEITH, LY F—475%13 particle surface /—RH5 % LT —
. RENDER "'-' ‘ dopimport

Null /—RICHDET, CDOEYRTYFAICED, Ea—KR—rTO/N
T43—VADNERICED, LYR VT LB R IGRERN G Y —
TIREHRTEET, COLYRVTlE =T RZFvyadt
TBD. /—RIFLVAVIIICERIhEE A




100

J\—F 6
>Zal—I 3> OFvyalb e )21 L

DAY TIE 10 7L—LDYZal—2a EHELE T, cNETAAVICEEFELS, Retime /—R T, HAEDEERLTHS
BRAERDITZIREV IYMIBIXLET, VR LINEREN—T I —T7z 2T, LAV TDI-HDORKRavh%E
EEID50TIL—LDI—TVRELTHATNET, 2D, 71V ISR ENHREICEDETIZAILLET,

AT URANIT, L7V —ILTIER LT wine_fluid_

interior /—R%=HIBL %9, wine_fluid 77> TV A>
T.import_wine.compressedcache /— R particlefluidsurface /—
REFRCIRTD/ —REHIBRLE T,
compressed_cache TXDLSICRELE T,

« Base Name % wine_fluid |[Z9 %

= Base Folder % $HIP/geo/fluid/ |Z¢ %

« Version FTw IRy IR %Z 1293

= End % 10 (Z9 % (R4)IC RMB 71)w % > Delete

Channels)

Save to Disk =L £,

ST LB DAXRILARILDEZE, Scene View DA LEIC
3 Visibility X=2—#'5. Hide Other Objects %R L
ESE
Load from Disk #AVICRREL T VAXNIS =V 2%ERIFTLE
9,10 7L—LDAHFBELET, cNHSI—T Y R%EURZALL50 TL—
LM EICHRIEL I 7o NERELE T,

-
e
vp Xl BE EFF® QD

compressed_cache /—RF®D#|C Retime /—R7ZBML T,
Display 75 9% ELFT. MDLSICHRELET,

= Evaluation Mode %* By Frame |C9 5%

= Scale Velocities 7> 3> %4 IZ95

Frame 7+—JLRTRMB 21w ¥ L. Delete channels #FERL £9,
« JlL—=L1:FrameZ 1|ZREL.AKIVYY LTF—7
L—L%ERTE
» JL—=L5:Frame % 1ICRELTF—TJL—LEZHRE
« 7JL=L10:Frame # T (CRELTF—TL—LERE
« 7L—=L40:Frame % 10 ICERELTF—TL—LEHRTE
« 7L—L45:Frame % 1 ICRELTF—TL—LZRE

Animation Editor R >% 0w LT AER LI T ZX—>3
SH—T%MERLFET, 57 ETHEBLTE 2—%%K— LA
L. RMB IV ILBHSRFY I L TOLA—LTIMFT,
H=TNVRILEIIYITVRRSYI L. CORECBLESBIRICLE
o N—TDEFEDET2NBENHZ5E1F. F—2FRL. TZHLT
BRER—LE T, M. TN2NOHREERISERL TR YT LET,
i CCCOBRRI RENKRBERUHLIEE. ©o<DICA>TRERELIE £
D, ZDHBIAE—RT7YILTTOERICKRECRSEDICTEHETY,




5)’ )21 L

DA IS5 ZADMBT—EEBVEDIE RO 10 WETY, ¥Ial—>3
SDIDIMRZEAS B 10 TL—LDREN—T1 VI ZHREFELTHS,
Retime /—RFZFEAL TS -7 R 2RIELEY, KEZERDTETIOT1Y

SRR — DNy A LR EERLE T,
CNERKRICHKRELIES. ROV EY—TJz2MELT. RO —T VR E2RELE
9, [EIL Retime /—Rid. PR3 REHBAICTIE—TVRR—XSLTER
TEET,

Retime /— R\ particlefluidsurface /— RIZEfi SN T

WBZ &zhER L. Display 757 HRELE T CAICKD.
UEA L N—ELIcREMARIENES N E T, particlefluidsurface
J—REFERLTROESICRELE S,

= Method % Average Position |92

= Union Compressed Fluid Surface 4712923
Filtering 2 7 TRDKDICERELF T,

= Dilate z#>IZL. 21295

= Smooth ZZ4>|(CL. Laplacian Flow (ZF %

FI—>DiRimIC USD Export /—REEBMLEY, TNn%

wine_surface ¥ VSRFICEE LT, ROLIICHKEL
E

= Valid Frame Range = Render Frame Range (Z3%

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

Save to Disk =1L %7,

Retime /—R7ZZERL. Ctrl+ CZHLTIE—LFET, D
FYRT=ITINER—IAMLT BT 202052 %)82A
LLET, CNUCED ADRYRT—ITF—TL—LHA—HLET,

FENBZREFLET,

Ctrl+C - Copy \i
R

o

TL—L1ICTE. wine_glass %y hT—JICBELET, i‘)j
transform_hires /—R D FI(Z. File Cache /—R%ZEEL T \Fi

L. ROLSICRELET, Y
= Base Name 7% glass_pieces |9 % D

= Base Folder % $HIP/geo/ |Z§ % _\i

= Version 7T IRy IR 2D S

« End %10 (2% % (R4]/C RMB 21w % > Delete A
Channels) m

—

Save to Disk ## %9, Load from Disk ##4 VIR ELT=5. TL—LA
1H5 10 FTHERIFTL T ERICEA 2 e FERLED,

=al

~
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5)’ USD & SOLARIS
COTOASIIRDIY ST AOYTXY N TREY R~ T 510, ik T1295
Z. WAE USD ICF vy oafbLES, C5FBLT. Y3al—vav0BEiEE
KUCTBIEBL LYAUVIIERTERLSICADET, CCTRYSab—vay

ERLS =Y I70UHF vy aZRRLETHN LV —2T7LICFvya%
AVR—bLTHEDEVWERA, C5T3L2avbDIAIT12 LRIV IICER
TEEIN 22aL—2aVIilRoTHERB I Z3ONKREICAEDET,

| [S2aa T s Ctrl+V Z# LT Retime /—RER—ZNL. TN%

— filecache /— R D1%ICEZE L T Display 7542/ EL £,
CNTRIALISRTRA SV I DB Lo 21 LTV ERIFTL
T T WA OISV ERRBLET.

. Retime /— R?D#|C. Attribute Delete ZE/IL 9 Primitive

e Attributes DFI- 52 KENN 5. name HERL T, UAARIDS

/ COTMIEI—MEEIBRLET,

attribdeletel

Switch /—R%E=Ry DT —2(2BMLET, GLASS_OUT.
Znn's attribdelete / —REZNICEHRLET,

Select Input % $F>5 && $SF<45 |ZBRELF T, 1 LTIV TRITTL
T ZOEMEEHSELET, COTIIXTLysavid. JL—L 5 TOUE
NOBWIZZHBEINIIZZUYIDE LD TL—L 45 TRIZRS LD
ICT2HDTT,

CNEOEREFEHT. TAVIT2D USD 771IL T BEOFIERIE
TIZANENTOWAEVESICLET,

F—>D#&iIC USD Export /—RZBMLET, RDELSIC
RELET,
= Valid Frame Range = Render Frame Range (9%

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

=== Save to Disk 1L £7,

SHIP/usd/winegla:

TFL—=L1(ZEEL. bullet 77>V %BIRLET,

Modify XZa—75 Extract Z#IRLET, UKD OF
XN)DT—)LRZEEAIE XIS TET £, extract_object DFIZAD.
retime /— K% object_merge / —RDTFICR—=ARL T, N5 xER
LET,

- e F— > OKIEIC USD Export /— REEMLET, 2% bullet ¥ 1)>
BHIICEBLF T, ROLSICHELET,

@ usderports « Valid Frame Range % Render Frame Range (95

= Output File %= $HIP/usd/bullet.usd |Z$ %

Save to Disk = L £,
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IN—F T
Vb DRECL AR T

2ayvbkoL A J1CIE USD 771V % Solaris A7—J TREEL. ERZEMLET, Solaris I& Houdini D3> 7F X T.
LOP /—R#%EHALTUSD =23 7%E&HLET, RIS, hATEREL. BESIMEEMLET, 20%. Ea—FR—FTKarma
LoASHERITL. YavbDFLEa—L AU EITVET,

TR w7 % Solaris ICEEL £, /\X/\—T Stage =%
RLES,

Fw kT —2E 32— Tab > Reference &R L THH5 T v T L.
Reference /—R#%3ENIL %9, Reference File D1E|_4 % File
Chooser #7)w o LT, wineglass.usd 771 )L ZEELET. /—RD

8l % wineglass |(ZZ % L 9, Primitive Path % /geo/S0S |ZFE L.
| —REEFEALT. geo LWL —FICRBINBLSICLET,

Scene View T. Ea—%K—LTBAR=Z/N=+H DESHFRY—IL
HEARALT. V1 VIZANELRZEESICLET,

CO/—RZEA RSy LTEEL, I5ICH5 1 DRELFE
: 9. 1 D2BDOIE—T. File Chooser #2')vZ LT wine_
surface.usd 771V ZEELE T, /—RDZEI%Z wine ICEELET,

2D2EOIE—THELIEZTTL\. bullet.usd 771 )L ZiEEL£T,
/—RD%F1% bullet ICEE LT,

H v bhT—2IC Merge /—RZBALT. 3DIRTOER/ —RzEhIC
ELE T, Display 759K E LIS RIVZT LU THER R LET,
=95 7121F. geo TVRUDTIZ3DDOBRR USD 771 ILHRRE
NTVW3IFTTT,

FybD—2Ea2—"7T Tab Z#L T Grid AN LFET,

21w LT/ —REEBLI-5. %% backdrop IZZFE LT,
Merge /—RIZHE L £9 Import Path Prefix % /geo/$0S |ZF%E L £
Y, backdrop /—REZTIVIVYIL T, DFHXNILARILICADET,

Grid /—R7%5&IR L. Size % 200, 200. Rows H & Columns % 20
ICRELEY, Grid /—RDH /7% RMB 2w oL T, Bend Yt AJILF

| ¢, 2UvsLTBend /—R%BIE L5, Display 759 %RELE T,
Bend % 75, Capture Origin % -40.0.0. Capture Direction % -1,0.0.
%L 7T Capture Length = 20 IZ58E L £9, Grid /— RO H 1% RMB 7
1) LT, Subdivide Y AJJL &7, Display 754 %% L. Depth %
2ICRELEFT,

E'-)’ Zal—I3>vOFvyyaft
COTOVTIRDILYIFROYT XS P TIREY A= NS 375, Hfh. D12T5
R BHEDF AR (USD) —H > RIcH vy afbLE L, S5F3CL T ©3a
L—2 2y OBHEESICT B Ll LAYV I ERTEB L3I AN ET,

REDN—FFARVBEXHEETS VX >av b Tl I5LET—o70-h—#

BITY, IeKTADN—TAINEBCERB STl — 23 Ex3BId. CORICE
BYBESICL TR TV, SESERTHREERE TS SBMERRIZLN'E

ET\‘?O
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:é’ Ea—R—kL2A)VS
Houdini DL >4A5Td3 Karma ZfERAL T, >—7>R%ZLIAU>
JLET, IFLIE. Display Options DERETL VA>T %#RTL
%7, Display Options Z#&k/~d 2ICld. Scene View TD Z3#L £,

T /A=A LT=D. Pixel Samples % Image Resolution DFZE
METRETY,

D%, Karma LOP Zty h 7y hid. RIEENIZZD/—RD
LA TRETRITENET,

FRY—ILEFERL T EEHS wineglass 'R X 254£51CL

¥, LOP Lights and Camera > /L 7T, CameraV—/L
ZCrl VI LET, xyhT—2IC Camera /—RAMHD. HXTHL
ICEa—R—FER5NZLIITHRDET,

Lock Camera/Light to View R2> %L, Ea—ZBIZIGLTAXSD

MBI EHINDLSICLET, Ea—R—rTRYTIL. NV, KY=LT
| WXSEBRBL. 71 IS 2N EAICET. LASIEERICRIESIC
LET RALTAVERIZT L. =TV RBRTHAATHEELTVS
CCERERRLEY,

LOP Lights and Camera > /L7 C. Camera YV —/)L%

Ctrl ¥y oL 59, Domelight /—R%FT—>DikiFIC8
mLEd,
Domelight /— R% &R L. Base Properties 27T Texture DEIZ 43
8 File Chooser (R R&>%D1)y I LET, - R/\—" $HFS/houdini/

: pic/hdri VX +~%2')w2 LC. HDRIHaven_skylit_garage_2k.rat 77

TIVEEIRLET, Accept #0)w o LET,
Display Options /\—T. High Quality Lighting with Shadows 7<%
SEIVyILET,

Persp X—a2—T Karma Z:#RL. £a2—7R—FTKarma %z
FEoTCLYAIYTLET BALTAVTERZIL—LICHE
FIBE Ea—R—MERECEHINET,
Karma |3 USD Z @A 2L OHRETINTVWAD T, LOP IV TF D
IARTHUSD o= I TINCEHESNE T, Houdini DZDEDHEDH
Karma L> RS EATEET,

LRV JBRICED O =2 mBfg 21351213, Nvidia 75

T1vIA—RHHD RFIORTANEAVI—)LLTWSH
%13 Denoiser =74 IZ L%, Denoiser |4, Display Options T#>IC
TEEY,

Denoiser %
AVICTD
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N—F8
ITIUTIDEIDLE e — > 2DL >R >

RBIS TAVTSR, 740, BRISITITIVEEBMLET, ChoDITUTILIEUSD —>F570—8LHD,
LOP /—RTIAXRMIICEIDYTSNET, XRIC. Karma LOP T. Nvidia Optix Denoiser 25T LA VI DREZITL.
LoAU T, =47 >2% MPlay ICO—KRL. £RERERLET,

Fw kD=2 21— Tab > Material Library Z## L %7,
FNEFT—>ORIRICES L. Display 739 %8R ELFT,

Material Palette X7V IC#E)L %, /stage/materiallibrary D
HBIRMET )T L COTUTEREET. Ny bOEROXTITIL
XS —H27O0-)LLT. DAV T52T1VAICGlass W T 7 L%
2 D materiallibrary {E2 ) T7ICRZw I LET,

JRIZ Copper X7 )7 L% 8 DIt materiallibrary {fEL 7 IZRZ v
LET, CNIFHEAICERLES,

2 DBD Glass Y77 ZER L. %% wine (CEEL
XS

J-1>D |OR Td % Inside IOR % 1.3443 (CEREL £,
RIC. Reflectivity # 0.2 ICERE L. BIEORFRL MFFT,

Transmission Color % 0.2,0, 0 [ZRE L T FRAHHHD 27T DEBIC
ZTELFJ, #nh5 At Distance % 0.3 ICFREL T,

ZAT=ULARILICRDET, Material Library O#IC Assign
Material /—RZBIILF T,
> —>JZ7h5 wineglass % Primitives 7+« —J)LRICR DY LTz5,
Material Path D#&ICH 2 K%V )y LT COTUSTTRIC
B glass <77 ILVEERLET,
B XTIV ORYIROBEICH S +H(FFR)EBBE 2By LT 2D
OFLWIVNIEBMLEY, BLAHZETwine ¥7)7)L% wine 7)
ST 7IZEIDHE T, copper X7 )7 )% bullet 7)) =71 7IZEIDEHT
ES

A5
SAAXNIRSA R ERLEELSIC, LOP /—REFRLTEML
TERTUTING =T 5 7I2BMENE T, Material Library
LOP %=f# L7z & &, Material Path Prefix D7 7L b ERE &

[materials/ TL#H, ENUSTZTTOITITILDOMETHHD
£, MRZZEZBCHARETIH. CNDTIAILETT,
CORTUTIINRIE ITUT N DA XNIICERBE T B7DIC
Assign Materials LOP CfERL7-/NZA T,

ITVTIDEDYE TS -V ADL VYRS



+Y kI —=YEa—T. Tab>Karma % L. Karma Render
Settings © USD Render ROP /—R%ZEBNMLFY, eNH%E
FI—>OIRICER L £9, karmarendersettings / — R%3ZEIRL T,
Image Output > Filters 2~ T Denoiser % nvidia Optix Denoiser |
BRELTCT /AT VICRLET,
§ usdrender_rop /—F7%#ERL E7, Valid Frame Range %
Render Frame Range |Z5%7E L. Output Picture % $HIP/render/
wineglass_$F4.exr |28 ELF T, LEID SF 1. LAV IIZTL— L
EESEAMETZDICNET. 4137 —LESD/NT1VITT,

—7R—F® Denoiser (FZD/—RHSDHICFEL R
WODT. BIRBICEIRL £, karmarendersettings /—R
%33R L. Image Output > Filters 27T Denoiser % nvidia Optix
Denoiser ICRRELTT /A HZAVICRLET,

nVidia Optix Denoiser "' 2 —R—FTEHAINZHDE—HLET,
Intel OIDN /(6 HDETH. TARIICL VR TTRIBEDH
FFEATRETY,

EENB = RTEL =9, usdrender_rop /—R7% %R T. Render to
Disk z 2w L%d,

527 L7=5. Render > Mplay > Load Disk Files #3&R L.
LA LB ER VTR A S — 7 >~ A HERS
EX I

#%THID Karma /—REDIRS BT BIREC LRV IRER £
IFTREINARL VA > %1TL T, Convergence Mode (CR>T
Variance ICRE L. YO FIWEE EIf FIAHF =4 TICLET,

| BNIEREETT AN VAU VIEITV. SR THFLEDICHST
WBZCEHER T ALDICL TR L

E')’ FEH

Bullet RBD & FLIP FR{EVILNEFER LT, 714005 R =/ 3

VFX >3y bzl S £ L7 Retime /—RZEFRALT. REZZELLT
HoREZERDEE. 71 VIS ADRIA B CMEICRD &S ICLELT,
ZLTHR%Z USD 77 1biIcFvyafb LE LT

ZD. Solaris/LOPS A>TF Xz Fo>TIavhEREL. 51BN
LELF ITUTZIEERLTTISTAIICEID YT, gy MMI@Et s
HEBBI N TEELT

COFAP YT Houdini DA1+FIOR/—RexyhDI—0%EH

LTEETEABEDOITIIIMERE LD DAXN)/—R=ERLT
22al—2arOty b7y TEHAZITIFEZBALTVET,

VEX a3y hOERICEREINS /- FERy NI — OB TEf 5,
Houdini Z&5ISRIER L. MEDOIT 7T I b 2B L TIEE L,
ELOTeH—&FTY!
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FRZIZE FX

EPa7IIT7T AR LWVERO 1203 WERICIFAHHIELTIC. SEXTFABDOEER TEZCTY,
COLYRV T N=T A7 DAEZERL TEMEICKZMF h— o —>DFEHEER T T,
BBEICIZ) DY RRTAAAFTZORONEIBITIE Pyro X EEBLET, COLYRAVTIE SEITFAVTILY
V=L RY T =D /= REFRALT. A1 FIvos2al—2a a7y I3 5E5FUF Y,
ERR S 2> 3y hEREICIBET51HIC. IRTOBRZYOANSIERLT. T7xVh e Ial—LET,
Houdini —>D I FTFRIVTHFRARNT, Zal—23> /—RAESHKEET 2D 2B LY I< 5137
TY, REIC. Karma LY AS &AL T avhzL >R VI LET,

aACES|OPENCOLORIO‘I:’“/I~7“/7° 5 ¢ owan

Pyro FX DR, KDIEREICHZ—%RNE BIC
I&. Academy Color Encoding System (ACES)

HEALET, 2D7DICIE. Scene View DEa—

R—k (Persp) X=a2—H'5. Correction V—JLIN—%FKRLET, BICHIRFIRZ D5,
OpenColorl0 %:&ERL £, CHUZKD. 71X FL-11'sRGB. H71h' SDR Video - ACES 1.0 |
BDET, COREIFRED Y avIZOAHBIN T, Houdini ZR<KTE MR BENBD T,

LyZA>DBEIE
BHEETUIIL, IN—F1INDKIE, USy FRF1Z1F3S O, Pyro FX AL TREIBET,
FERNE

- BHEET UL BRBET A-NIBHE

= AASETFZA=IL. PavbEy Ty T2 HE

* TIDIE(FLAI) CEMEORIEZ LY STV T 5%

s BHODFIANEHRBRLTERIEZHE

= BEAOPYroFX > Ial—>avatybhTyv IR A%

s ITIVTPNETORF Y2y b7V Td 5754

= Solaris 1> 7F T Karma ZFEALTI IV M LY RV T254%

Houdini 19.5+

107




108

X—F 1
DT>

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

File > New Project %3#iRL £, Project Name =
destruction_lesson |[ZZE L. Accept #FL 7, Ik
D TV TALONIEH T TALOMIDMER S, CDoav i
BETIIRTOI7IILDEMEINELSICARDET,
File > Save As... Zi#iR9 % . #1L\\ destruction_lesson 7L ~1)
NRRSINFEY, T77)LE% destruction_01.hip |Z5%E L. Accept
Iy LTRELE T,

Ea—R—hT. CEILTRadial XZa—%FRLET, C

DAXZa—h'5 Create > Geometry > Sphere #3ERL £,
Ea—R—hT. Enter 21 L CKZERICECBLF T, FRIDARL—
<3>avbOd—)LY—JL/N—T. Radius % 0.3,0.3,0.3 [CFREL £,

SZIPLT Select V—ILICLTcH. 3FBL Ty VBEREF UV LET,

§ AR—ZN—+2 %L T Top Ea—ICBHLF9, RO LB DTy
| UEIEHEIRL. Delete 3L 9, CNICKDITyIHHEIBRIN. 2D
ORFAR)IVHTEET, AR=AN=+ 1 HHLT/—IE2—ICRD
i_g‘—o

SZIPLT Select V—ILICL A4 ZRLTTIZT+4T7 (Dx—2R)
ERICLEY . O EEBOMEAR) I 2ERLET,

C Z#L T Radial XZa2—%Z%*/~L. Model > Polygons > PolyExtrude
EIRLEJ, Distance ##70.075 (CLC. N\ RILE EICEBILET,
Output Front Zz#427ICL &7,

O TEOMF AR %BIR L. Delete ZHLET ., 1

£0. FvbT—2ICblast /—RABMESNET, SEHRLT
Select V—I)LICBEIL. 3 TTYyIERICYIDERE Y, LIZFEIER LT
NOTYSHEHTINIIVYIL T TR TOITYy I EERLET,

Tab > Polyfill Z#R L %9, /\TX—XIT7<&T. FillMode %
§ Quadrilateral Grid. Smooth # 270 [CEREL £¢, BKO TFEBIC. B—D
i R UNMIERLABVL, U=V BNROVHMERINE T,




53’ H—J T EG
IRTCOTIETAINTERAELHD. EHOAILARE. HSKH
DOEIDABICHR>TVWET, BEHOSAXA N ZHLET . &I
SHAXNIDERLICEDET, ChiE. BEDTIT—ATREINET,

ZMD#. Reverse /—RZFERAL TCEAROBREZZEZET,

H—Jx 2 EITERERT I BICIE. Scene View R-1 > DHEID
Display Options /\—(C% 3 Primitive Normals RZ>%=fFERHEL
79,

NZBLTIRTOTz—R%ERL. BE Polyextrude v —
IVEEIRL £, £9-0.04 @ Distance fEICFRLHH LT, /85
A—ABITF 13O Extrusion 27T, Output Back 4 ICL T,

NZBLTIRTOT7T—R%ZHEIR L. BE Tab Z# L T Reverse ¥ A /]
LTWEET, CO/—RiF. IRTORIOVOERERESEET,
B T ERHELVLARZERCEDICRDE LI,

SZHL T Select V—/LICEEFL=5. 3 TTYIREIRICESE
LET, BED EBOTy IR HTINIIYILT-5. Shift =
FLANSATILIUy I LT EBORBIORERIRLET,

C %L, Radial X=2—7'5 Model > Polygons > Polybevel %33R L
¥7, Distance % 0.005 |Z5%E L 7, Shape z Round. Divisions %=
3ICRELET,

S ZIHL T Select V—)LICTIDE R ET, BHEOMOH DL L
O LH SNIE R DD 2EFROITY D% HTNIVYY
L&ET,

Q ML TE%ICHEA LT Polybevel V—/LIZED. Distance % 0.01.
Shape % Round. Divisions % 3 I[CREL £9

ZwhD—2E 21—, Tab > Transform =L T, #NxxRv
hO—oDRIEICEIL£9, Translate Y % 0.3. Rotate X
HATEICRELFT,

Null /—FEBML 7, iz null #8455 L. null /—R|Z Display
I59ERELTRRLET, null /—ROGEIERZTNIUYILT,
BOMB_OUT |[CZEL XY,

B UL ALICEEILT. £V 0SEE bomb_geo | ZE
LET(BEDOIAXNIDEEND D),

BEOETIVY



JX—Fk2
BENRRDET D

HNROIERLIS. 1FED LB SHUS Bezier h—TD'SiuDEY, HEICH—TEZRSET. RVEXIRZEHLET,
Hh—7DEAEEICLTEXIROT = A—>a > OEfEzELTHS. Polywire /—FZEMLTEXRICEAESZET,

AR—=ZN—+B L TIRTOABENSBHZRRLE

VAR ¥, Right E2— ICB8 L. X=X /N—+B % L TIEAL
d \
rd 1 CZL T Radial X=a2—%FK/RL. Create >Geometry > Curve %
/ BIRLET, JUYITYRRSYILT. h—T0 1 DEORA VS
Ly NURIVEERLET, K. BV bERIML. FIKkSyFLTTEE0

H—TJEBEICEELE T,

XZLTGrid Z3#RL. JUYRRFwEVIHAUICLET,
WETOUYITYRRZYI LTI DEDRA VSRR L.
BSRN\RIVISHEICR R £,

AR=ZAN—+BEZRL T4 AL 1—ICRDET, Y IR%E

IN=ZEa2—DEICBEEL. BEAR—ZAN—+BZHLT
Ea—%EhEALE T,
- JUyRRFYEVSEFTICL. Display Options /N —
- P52 0BORZVEMALT AYARSIYaYER .

 EAVICLET. CRICKD h—THMENSEEN A<D
| EY

 EBEERSYILTHLL 3 DORA VN EBEL. H—TD
. REEBLET.
. MMBOUwILTH—TEEREEET,

5)’ Y=IloeE>k

Curve V—=ILIZIZY—=ILOEVHMIELTHD. FEREFIC Scene View X8\ Curve tool

ICRTRINET, COY—IDTELERII—E—A T aVhRE ift+F1to hide hints

TN Y=L OBEEEIRRT B3DICRIIBET, Freiu Edit
Shift+F1 #FERALTIADEL L. V—ILBDADRRINET, £k

FEDY—ILIFEZ TWET, Houdini DEED/N—T3 > TlE SHIC

ZLDY—=ILTEYMDRRESNBZTLELS,

Bézier
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FRL=>ayavbka=ILY—)LN\—=T. 1—7 D Mode %
Edit ICZELET, I—T LORERA D)y I LT,
=T OFIREMAR TEEZLIICHDET,

TR
A RV NOBIRLTGREL. I—T2HLEDDILYIICLET, ZV
TILLT A= HMEEICH B EREELET,

=@ Scene View T. Tab > Reverse =1L £9, N LTH—7
out Labs Hep X w B BH3E BAFE® Q@ 2EEEIRL. Enter L E9, h—TZBEEHSHTEE
SV COFETIHEDOABDS T ZA—REINTLEVE T,
ZNT. BMEDADMIAINS, H—THBIRTBLIICRDET,

L]

‘ reversel

Display Options /\—® Points # 7> 3> %

FICLE 9, Resample /—RZBMLET,
resample /— R, Maximum Segment Length %z 0.025
ICRELT. 74T —I)LZBMLET, resample /—RIZ&>
T RAVMI—ICEBINE S,

v m e
e XEE BE 2PE® QO

Polywire /—RZEMLT. 71 V—ICEAEE5Z£T,
Wire Radius % 0.0075. Divisions % 8 |[CEREL X9,

reverse /—R ¥ polywire /—R®DREIZ. Transform /— R7%38/0

L %9, polywire /—RIZEEIL. Wire Radius /Y5 X—%% RMB &
1)o7 LT, Copy Parameter =:#iRL £, transform /—RIZRD.
Translate Y % RMB 21J.w% L T. Paste Relative References %#3#iR L
S

CNT BMGEEDRE LA EDT )y RICEDIEE TV ORE
HEEELET,

Blast /—RZBLT.Group = 0 [CFREL£T, ZHUTLD.
BRI A AR DEIEHHIBRINE T, Normal /—R%
Fr— > DRIHISBILET,

normal /—R®D%IZ Null /—R%EBLT. FUSE_OUT L &mixfJIF £
To CNTBNREEDIAAN)ERT /—RHATEE LI

AT URLARIVZRD, #7200 D% E% fuse_geo |ICEELFT,
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ENARDT ZX—h

BANROT=ZA—23>Tld, Carve /—REFEALT. BRADBEBLEDICH—T DRIV TEILIICLET,
BAMEICAWFyyTZEBIMLT. §TCANEZRETEDICERLEY, h—T EICERZEY 7Y TLT,
FryTHBEUNCEKKESICLET, RIS NULL AT Z VK ODEML T, N\—ToZILOBREBICERTS

Ty EBBICTIRAR—ITERLSICLET,

BEG
Wp Xt BE BPES® QO

fuse_geo A7 T U +DHRIZADET, transform /—R ¥

Polywire /—R®DFEIC. Carve /—R#EBAILE T, FirstU X
TFARERDYILT. B—ICEDELSBEEEEXZDOHHEZRLET,
FirstUZ%Z 0 [CEREL £, FirstU Z Alt Vw2 T, ZL—L1(F—
TL—LERELET, NIA—BRYIZDEHEDD, F—TL—LH

| TSN REDTL—LICF—HH B A REINET,

ZL—LAL180 (C#EL £, FirstU % 0.999 (CEREL £,
CHUZED F—TL—LDRESNET, 7L—L0200 (CF
ELFJ, FirstU%x 1.0 ICERELF T CNICKD B 1DF—TL—L4
MREINET,
TLAN—DETT. BENRZEDTERLELSIC Real Time Playback
EAVITIDEZ T, Play ##8L £,
T BNENBHDO DA ANICAN S TT AT BEIICR0FL
Too BHICITBRZ YN TV TLET,

Animation Editor X1>&27% Uy I LFT, FZA—3
YH—TZFIRLT NIV EEBD Straight R&> %01y
LET. A—THERRICAD. BMEORINSREET. WA TDE

| <olDt T H—ORECT A ENET.
Scene View RAVATIIR-T. 72X—>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 /— K%
#RL. Direction % 0,0, -1 |[CSRELF T,
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=
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a mergel

. (Y]

normall
o

x FUSE_OUT
. o

N

CAP_OUT
@

22 TILT SEILT Select V—JLIZL. 4 2L TTx—

R FIZTTERICLET, ROFEHT=AFD 1 D%HER
L7c5 AF—2RLEN5 2 DDO=EF% MMB JUyILT. ZAFD
Bz NTHERLET, Delete F—z#ML T ENSZHIRLET, CHUC
&D. Ry RT—=2(Z Blast /—RHEMENET,

3E|LTTYVBERICYIDE R RIFCHIRLICBEROTY 2RI
w2 LET, Tab > polyfill Z#R LT, blast D&IC/—RZERELET,
Fill Mode %# Quadrilateral Grid ({258 € L. Display 755 % 4 ICL &
. Smooth % 100 (Z. Tangent Strength # 0 [CERELFd. CHUCK
D. ROFIHICUBFE RO D HMERINET,

Copy to Points /—RZERybD—2|ZBMLET, EKHHD
polyfill /—R7z 1 DEDATIIC. carve /—R% 2 DEDAN]
IZHEBTL £, Target Points % 0 ICEREL 7

Merge /—R%ZBMLE Y, 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%ZBMLEY, 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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— > - . N
T ZAX—23  AXTDIER

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 £7,
BMROBRBHEORA VNIV ITIRRSYI LIS, S5ICRTY
JLUTEGERIILET,
RIS BHOBERT2OEORA Y NEIVYITIRI YT LIS, EHI1C
RIwILTEGREERIZL. A—TORREERLET. MMBIUwILT
BT L ERZARELCVWEEIS Edit E—FZ2ERLET,

Curve /=R T ZAXis 7 7/>a3>%AVICLTNICRELET,
CNUCED. B—TNTR>TT X — 3 % BN T 255G hME
BEnEd,

BERICNull 772/ EBMLET. CD/—RD&F%

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

| XA LT ERITTIBHE BT — LR T IL—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
BEIRL. NRITES>TNUll 27 ZX—RLTWB T IR S Ly a >y %4
FRL %9, Position = 0 (CERTEL %9, Position = Alt 7Uw oL T, ¥—
TL—L=ERELET,
i L — L4195 (CBHL T, Position & 1 |Z5R8E L £, Position % Alt &
Yyl T 2 2BDF—TL—L%ERELET,
Animation Editor 2 7% 27Uy L. HZBLTH—TJ2AK%ERRLET,

H—772ER L. Straight RE2 ML TERICLET 2 DBDRA>H
DOEREEALT. REDVBOSMNCARDLIICHELET,



kD=2 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 772/ b LTZABEIDY
THRVELSICLET,

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

TL—=L1ICEELET, camera Z3EHRL T, Handle V—)L

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

FL—=AL195 (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 /—RZFERLTEISE. 2ybhT—2
R DA ANET o RYTADRANLIN=%ZTILI )T L. Ry TR
D4FI% Camera Rig IZL £, $TD/S\—Y D Display 757%Z 71
LT fEZMKHC Scene View [CRRSNABWLDICLET CORYIRUE
& 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

X—3
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TIDMLA1ILDIERL

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 # 7T U~D./—RAPIZADET, CAP_OUT D

Display 754 % 4 1- LI REET. Modify >l 7IcBEL
T. Extract V—)LZEALET. NEHLTINTOTIT—RAERIRL.
Enter ##9 &, Object Merge /— REE>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 L 9, /N\—7
IINHBREESNZDEMRTETETH L ENITTT,
1D EDLAJIZED. Simulation 27T Substeps # 3 I(CERELEY .
Play ##L £, N—Ta I NEDE—IIHHETNTVWS DO D DD
E I

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

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

B Tangent (Z Axis) #4ICL T VICRRELE Y,

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

attributetransfer ¢ popnet DOfEIC Attribute Adjust

Vector /—RZBZEL 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 £ 7, 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 IZZE 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 TITUMIERELF T, Response % Slide |
SRELF T, Color Hits ##g@ICLB L9, Play L7,

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 % $SF>199 (CEREL 9.
NTN=Ta7)IETL—14L200 TR TLET,

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

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

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

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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IN—T A4 ILDKIEDVER

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 ANIILICHEEHL£T, Ground
FITVTUNEIERTRFICLET, soot_trail 77> 0 % Alt
KSwd LT AE—%{ERLET, JE—DRE1% sparks ICLE T,

COFLWAT DI MIIZERIC popnet & D. CHEKTED/S—F 12
IWoZal—2avebEMd L 5ICEBLET, 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—=DICIERBH D £ Ao null /—RDEHFI% SPARKS_OUT (C
ZELFET,

attributeadjustvector /—RT. Amplitude = 1.75 (CZEL £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,

DARRNILANINCRDE T, TL—L LICBRBLET,

FywhJ—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 |5
L7,

Play 2L &9, AENRZFIH BARORIHLDHENTVET,

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

TL—L1ICBE L. sparktrail /—R7%ERLEY, Split ¥
T%201)w7 . Enable Split F v IRy I 2EFVICLET,
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, RIRSNZ T4V RTTStart #27'1) 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)ERNIIE
BET, TLAN—TIL=L1IIBEFLFT, AR=ZAN—+G ZHL T,
B EROCFEET,

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

fracture_solver /— R T, Start Frame % 200 |C5REL £,
TLAN=0DFA7 L — L% 200 IC5RE L £, First Frame
REVHD )T L TL—L200 ICBELES, BROIaL—23 00
MEBRDIETL—1200H'5 240 DA T,
fracture_solver /— R Collision 271Z%%1 LT, Ground Collision
223> Ground Type % Ground Plane |5 E L %9, Advanced

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

Play Z3B L T IBEDNINTICHBZ DR LE T, Kid N—VZBHR
SHB7-ICRANA 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 LSIZHRELET,
= 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 Z4>(CL T 20 ICRELF T

120



Play ## L £7, BHIEHKTELOITRDE LTz AKX
I % Velocity 7R E2—bDREN Y ITaL—Sail%

\
; ( SN B OFIER Velocity 2B L TR 2 LEBNLET,
( \ Houdini Tld. Z<OEYaT7INITI DY RT YT T 7hUEa—k
DOERIEN RO TT
( .

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

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' A4 >I27:
D&, Play ZHL T, FrvialtShie oA XN ZTFLEa—LET,

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
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.
% EXPLODING_BOMB_OUT
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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 %£9, CHUCK
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 |CERELF Y, Cycle Length 4 7ICLE T,

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

A=LT7INTo—>%EKRZ2EL5ICL75. 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#&) LT Bound 27T Size % 15,
12,12, Center 7 0,4,0 [CRELF T, Ry IZADVNEIRD GPU £ T
27D FET, Setup T T. Voxel Size =

MENE9,

Play #3RL T, 232l —2a & TRMLET BREND— VIS ENE
eSSl ANSFS By /ol

KU Pyro FX CIBH T 2IBHZIRAELET, File /—RZEM

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

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



TL—1200 (CBH LT fireball /—RZFERLE9, AL

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

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

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

unpack ¢ vdbfrompolygons ORI, Peak /—R7%ZEML

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 ICRELEFT,

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, BHT2EH(C

DUDIVHMEREN. Pyro X 2L —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 2ZAIZLET, KIC. Cull
Volume ¢ Resample Volumes 77> 3> 7 V[CLT. £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 =z2'J)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##5 L9 Base Folder %
$HIP/geo/pyrosim/ |Z38E L. Save to Disk #2!)wo L %9,

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

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

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

Smoke %7 T Smoke Color ZB5< LT, Scatter 7T Intensity Scale
7 2500 ICRELF T, MOAEHIT>C. v Ial—2a > BRDI/LY
IZBEOICLET,
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DAXR)Z USD ICZ 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 XA 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—IDAVTYIZERTE
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 |
527 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% &KELET,

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 ##F L 9,

124



FTPTURLARIIZRD. bomb_geo_fracture =y o —2

ERTIIwI LET, fracture_io /—R%ZER L. Save to
Disk #0)y LT HLWUW ASEFTIOA AN 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 |Z5%EL £,
Point Attributes 7> 3> %4 7I1CL £,

CHUSED =TV ZANBE—D Xy 2 LT Solaris ICADIAFEFNET,
name 7hJEa—MME>I =Y REZBLDIS—VICHEILET,

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

UKD, BED I F X B Solaris TEYIICRRIND &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 IMANIIZRED. 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 DORZVTIRFvIMER TSNS D TI>AL TIXF v
i A CTRDRINDELIICADET,

Fr—>Di&imlC 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,
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o
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A XM 7% USD ICT VA7
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ATV IMLAIIICRD. fuse %y D=0 %= ZTNIVY Y
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 = L9,

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

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 D —0%ZTINI)y

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

= Valid Frame Range = Render Frame Range (9%

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

Save to Disk =L £,

AT TUMLARILIZRD. fireball -y ~T— 0% A TIVIUY

I L%Y, sim_fireball /—RH 5. USD Export /— R%E 535
TEET, pyrolook /—R7%& )N\ /)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,
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JX—F 10
Solaris TO>avhkcDOtvcI77wT

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

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

FITITIRLARIIZRD 9, Tab>LOP Network %18 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/YZ/\—(Z obj >
: destruction_stage " RSN TWAZ & =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 /NI A—=2%=ZN5D USD 77 1ILICRELE T,

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

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

Jeam/ IZRELE T HUSED ATV IRLARILDOERDHATE
Solaris A>FTFAMIBMTEET,

AARGAZ2—IIBEL T, caml B IRL. COT7ZX—>a v hHXTHL
ICRB&SICLET, merge /—RANBIRENTVWS e ZHERLET, 7
LAN=HRIST ATV IRANILTEYRNT Y LIZAXZTDL Y
AL T BAREIEEN T ZX— RSN, BENERT B C L
9, CONXTICEBEMAIHEIE. T 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 =8EL£d, /—R
% sparks ¥ \\>%E1ICEE L £, Primitive Path % /fx/$0S (Z58TEL
ESE

ZO/—R%EAt FSvILTaE—%1ERLET, soot L L\SEFTH (T
§ /-5 File Chooser #%!)w %L C soot_trail.usd 77 L #35E LET,
Merge /—RZEBIMLTINSDI7AINEREDS TNEXAATD
Merge /—RIZ#&#iL. Display 759 %8R ELFT, RUTTT3 L.
KIED B R KIEDBRIZRICTIDHRZDN DD ET, USD 771ILI
TL—L240 FTN—Ta O EMFLET,
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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—CBE LT, Principled Shader 0% #i% bomb_mat
ICEELET, Alt FFw4 LT Principled Shader 3 —% 3 DfERL L.
fuse_mat. sparks_mat. soot_mat ¥ \S>&HIICLET,

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

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

TL—L180 $7=DICHEIL£7, LOP Lights and Cameras
STILTD Light Y —)LED Vv LET, avhMITTM
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%ZEIRLFT,
Texture 2> 3> 7. Effect Scale % 0.005 [CEZEL 9,

%4 R/\—"TC Denoiser = AN LET, FT7T1vIXA—R
(nVidia h—RD&) ZFEAL T LAV TRIC. /A ZXH
REREINZLSIIBDET,




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

= Base Color %2 (0,0,0) (95

= Roughness # 0.7 (9%

Displacement T. Enable Noise Displacement =4 >IZL. XD S
ICERELET,

= Noise Type % Alligator Noise |IZ9 3%

= Frequency % 30,30,30(C9%

= Amplitude % 0.01 (293

« Roughness # 0.8 (9%

fuse_mat ¥ soot_mat > T—4 . Base Color =4/ —%9%
L—ICRELET,
fuse_mat > =—4T. Use Point Color %= 7|ZLT. Base Color T/Lv
OEGEHTERLIICLET,

sparks_mat > 1 — 4% 3&R L. Emission TXDLSICHKEL
ES

= Emission Color # 1,1,1(H) %3

= Emission Intensity = 10 |55

= Use Point Color =4 >IZ9 %

CNTHIED L DB D EDHD LIRAENSLSICRDET,

RT=ILANIICRDES Y MI—IE2—T. Tab>

Karma %8 L. Karma Render Settings & USD Render
ROP /—RZEBMLE T, TNOEFT— > ORIKICERLE T,
karmarendersettings /— R7%Z#3iR L. Primary Samples % 32 |Z5%
F L %7, Image Output > Filters 27T, Denoiser = nVidia Optix
Denoiser IZERELTT /A HEFVICRLET,

| Advanced #7C. Sampling £~ 5>ICE# L. Convergence Mode
% Path Traced (CEEL %9,

Karma Render Settings /—RT. =29 370—&rH3L VR IVT Lt
REMBMENET. CO/— R Ea—HR—FPFARIIL VLIV ITS '
DICERENET,

CNEDREZEMT BE1. Ea—R—bTOLIA)VJIIFEa—TR—K
HREDMERAINTWVELT, Scene View T Karma LRI &ty b7y
LTH3HBEIE. D ZWTEINSDORENRTEINET, >—>FFTICLY
A IREDHZHEIE Ea—R—bRENLEEZTTIET,

Solaris TOYavbDtyb7vr
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N AN N A\
PyrofEX DL >R )27
2aybEFERSEBICIE ADED USD 77V ZEMLT, BUAITTUTILZEDE TRIUELRBDFT, RIC. HI1DAAXZ
Ey Ty I LTREDLA Sy MEERLES, 2 009~V RELY AU L TRIEI B — T VA LT £, 201K,
Mplay BIfRE2— 72 AL TREETLE2—LET.

-
@
Q@

XN #2HE =pPES

*.“_L.\

==

Persp £Ea—XZa—% Houdini GL ICBEREL£7,
FwhD—2 21— Tab > Reference ZFERL. V) wvo
LT Reference /—R7%zBIML %7, Reference File DH#IZ%H 5 File
Chooser %= 7) w2 L. pyrofx_fireball.usd 771\ #18E L %7, /—
R% fireball ¥ \5>2B1ICZEE L %9, Primitive Path % /fx/SOS |C3R7E
LEd,

D/ —R%ZTD merge /—RICERLE T, i nico1v—z At &
Yy L TRy rEEBML. ZORY M EAETICBEHLET . Karma /—RD
Display 755 %A LcEE. 7Lb=U204 HT=DICRIZTLTRHE
THERRLE T,

FTITIMARIUCBEILT. fireball 77TV MIRD %

3, pyrosolver_fireball /— K% #RL £9, Quick Setups
AXZa—7h'5. Create Render Stage #:&EIRL £7, CNICELD. TDxRY
~o—21C lopnet_fireball hSEIIS N, ZDHICAD. #HEEINS
YTy TERERLET, CheBRTERLTADEZL VA>T S
ZEHTEFIN BHED LOP Ry b D=0 D—E e LT DY Tv
ZERATARENHDET,

rendergeometrysettings ./ —R7zERL. Ctrl+ CZ#HLTIE—-L
ig—o

destruction_stage LOP =y T —2JIZRD. Ctrl+V %381
TRYNT—=DIZR—=ZNLE T, e % fireball reference /—
ROTCTICERLET,

CD/—RIF2 DO % TVWET, 1 DBEIFANDET Velocity E—> 3>
IS5—%tyhT7v 73T 2 D2BIER)a—LEFRLT avbD
BEAEHR—~TBZCTY,

materiallibrary /— R 7z#R L. Number of Materials

ORBICH 2 +(TFR)EBEI VI LET, LV
@ Material VOP D1&IZ# % Operator Chooser R&>%= 21w oL
. fireball 7>z U . lopnet_fireball. matnet X &1L TL\E,
Pyro_Shader ZiE{RL 7, Accept 0w o LET,

COXRTUTIVIER:Z LOP 2y hT—URICHDFITH TDMBHSC
@ materiallibrary / —RIZERTZ N TEET,



assignmaterial /—R T IX7UT7IILIRMEHS 1 DBAILF

9o =T ZTh5 [fx/fireball % Primitives 72> 3(C
RZw LT, Material Path DXE1% 1)~ L. Pyro_Shader %R L
7,

Persp Ea—XZa—% Karma [CBERELF T,

] = ZwkDJ—21Z Prune /—R%EEBAL.

e rendergeometrysettings /— R DT ICHF L £, Pruning
Options T. Prune % $F<201 [CEREL 9,

TL—14200 TROENBED A A NINSHTOWELIEAL THICEKD

BRI IL—LBAICTNET,

s Prune pruned

Target Primitives

Pruning Options

Karma ./—RT. Valid Frame Range = Render Frame
Range (CFRELF9, 240 [CRESN TS End fEZ RMB 7
Yo L. Delete Channels #:&RL &9, End 8% 210 (CEBL XY,

BUID 210 7L—LIET7 ZA=23 > AXSZEAL RED 30 7L—L
IFRIDARZICTIDEZE T,

Persp Ea—XZa—% Houdini GL ICRL T, Ry ~T—7
£ 21—\ karmarendersettings * usdrender_rop /—R
EANC At RSyTLET, Display 759 %R ELET,

SceneView TRV FILL. BEZ EHSETAITHLVAXS
T7>J)IZLET, LOP Lights and Cameras > )L 7T Ctrl
F—ZIRLAHS Camera Y —I)ILZ 0w LET,

Primitive Path % /cam/$0S |ZFXE L. & % cam2 ICL %9,




E')’ FEH

IN=T1 DI UDYRRT1HAAFTZU R, Pyro FX %
FERALTHRES 3y b EERLE LTI, €ON5TAR
To7OzyhEERL. Houdini 7—7+1 X+
HEHENICERTZSETERY—ILPTIZY

VR EERLE LT

F7z. {E2EMNB % Solaris ICEXDIAA T,

USD ZfERL TS —>957%Eyb 7y

L. Karma TL>A) > LFE LT,

CNSDRAFILZFALT HEECABED
IR FX 23y b 2RRLTHTIIEE L,
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Lock Camera to View ZA|C L. Ea—R+1 VN EHEAEL

TEROY3vMMILET, 210 £ 240 ORIO T F T FHHRA1 >
NEREEEL T BN CE725 Lock Camera to View 47> 3> % 4 71C
LE9d,

cam2 /—R% karmarendersettings2 /—R D _EIZEBIL &
9, usdrender_rop2 /—RT. Start ¥ End %z 211 ¥ 240 |C
ZE L. Camera % /cameras/cam2 | L% T,

1 DB ® karmarendersettings /— R7%zE{RL. Camera #' /cam/
caml IZFRESNTVWBCZ R LE T, €2 TRVES. T 74D
cameral |3>—>RIZRVD T, /—RIZLVA VT LEE Ao

15 D karmarendersettings /— R7%3ZER L. Output Picture % $HIP/
render/bomb/destruction_fx_SF2.exr |.ZELF7,

usdrender_ropl /—R7%:#EIR L £, Render to Disk K% >
w01y LET, usdrender_rop2 THIEDERLET,

Render XZa2—(Z#&1L. MPlay > Load Desk Files z#3ERL £,
render/bomb 7L U~ JIZHEEL. BIRS —7 > X7%ERL T, Load
TV ILET, CHUCKD 1 DDTZA—23  E LTERABESN
ESERS
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Houdini ICl&. MIFEZER LTED. BIREE T 270 DFRADY — Ly MAMEHO->TVET, THDY —ILIE,
Height Field ©1%(31 % 2D R a— LAZE>THIEZRI[LEST CORI21—LDOERIEILICIE EDT )y
RIRA VR TOHFEDBEIHE TN TUVET, Houdini D 2—7R— K~ TlE 2D Height Field % 3D F—7 1 &
LTREMNTEET, £/cMask Field 2y b 7y LT HFEOREDHDIREZEFP S EEZ LB TEET,
COLYRYTIE NR=2 /AR REBZFEAL TR ZERL. 20RRET — LIV OV THERTESELD
ICIZORAR—KLET,

LyZYDBRIE
Houdini @ Height Field V—)L %Z{E/B L T E1EREL. Unreal Engine 7:1& Unity ICERDIABE T,
FENE

= Height Field ZEB L T ZIER T2 A%
s NR=2 J1X EHEBMT 5%

MR ORFBICESWTIRIEIER T 5574
Height Field (CRA > M IS HE

= Terrain Scattering Z{EH L T > 22> 2t x v b7y e 3 H%
= WEAETOZILT Y (HDA) E LCIIAR—b 92 5E

HDA % Unreal Engine |Z7 > 7R — g 3574

Houdini 19.5+




Houdini Tz ZER 9B ICId. Height Field ZEAL 79, ZZD Height Field n*5ia%. /A AL EAZMA T,
SHOERNBILYIEEELET, /—FETNTA—REEHRAELEDS, ToT7—ILEERTVLEET,

FRIMY T L U2 T, Terrain &R L £9, I

Licv o)LV =)L Radial XAZa—HFRRENET, T14R
TLAF T3> n—%E £IC#H % Reference Plane RZ> %A TIZLT=5.
Ea—7R—~TD %3#L. Background 27 ® Color Scheme % Dark |
BELFT,
File > New Project #:#IR L %7, Project Name % terrain_lesson
ICERTE L. Accept Z#FL £, File>SaveAs... ZEIRT2 . FHLL
terrain_lesson 7+« LV N UNKRIRENE T, RRSNBVWEEIE B R
N=DSIOBZI )T TDL. TDTALININKRREINBIETTT,
T71IL&% terrain_01.hip |ZF%E L. Accept =0y I L TRELET,

Terrain *Y—JL> 1)L 7T, Height Field Y —I)Lz2)wv oL
F9, Enter 2L TRRICEEB L F 9o AR—ZN—+H %
L. Height Field 28R RLE T,

CHUZE DL 1000 x 10000 Uy RRERE 2 DT Uy RDERENE T,

XA >® Radial XZa— (Fy kF—C) ZzfFEAL T, Deform>
Noise Z3EIRLFT . RDLIICHELF T,

= Noise Type % Worley Cellular F1 (9%

= Amplitude % 360 (C9 3

= Offset % 20,0,300 (9%

IS COEIBS A XD BIRDZDHEENHTY,

XA >® Radial XZa2—7%HHLT. Deform > Blur %z;#R L.
Heightfield Blur >/ —)LIC7 2t XL %7, Radius % 20 ICFREL X7,
TyoHYVIRMIED. BIEROFEENREINET,

Radial X=Za2—%#EF L T Deform > Distort #3&RL £,

MDESICRELET,

= Amplitude #4029 %

= Element Size #2209 %
/=Rl JART4—IILREBLTHEFEOEEZRRSE. Tnoxesh
LET CCTRESNINIA—REBEZZOFTEFALTH. MBICHEL
THHDILYT ) ICLTHEDEVEE Ao
Houdini D7O>—Jw L7 7O—FH5. B TROTUNIXA—REEZZTE
L. REICE - TERNESZL T 2DERER T D EHTEET,




500,500, 1]
500,500,1]
500,500,1]
500,500,1]
(500,500,1]
500,500, 1]

Radial X=a2—%{#FE LT Deform > Noise &R L £9,
MOESITHELET,

= Amplitude 7 101293

« Element Size = 2029 %

FyhT—U a1 —TRED 4ED./—REERLI5. Network box 7

A% )y L TRy NI =Ry I RZBINLE T, Ty %ZFHELT

NI RDIREEZ 25, EED/N—%21)v7- LT Shape the Terrain
CRFIEMITET,

Ry RT—=O Ry T RE FY ST =D %A CTLT BT DT —F

ANETFANEHBTEHEICFICENTY,

Radial X=a2—%{#FE L T Mask > Mask by Feature %33R
LET RDKIICHELFET,
« Min Slope Angle = 35(29%
= Max Slope Angle ##760 |29 %

NTILOBEOBEIEICERTERLSICADET,
D/ —RIZESNBZMFL O R ZBDSEE LIZS. TNUIGLTYRY
LEHINZET,

Radial X=2—"T Erode > Slump %:#iRL %7, Spread
Iterations z 75 ICEREL 7

heightfield_slump /— FHMERN S 2 DIE. RREICEL>TeER DN
FELICREICBITLES LT BBICKEC 5 BIC K 23R T, YXIL
AV —IC¥E% 5 X Flow & U Flow Direction L7V —%HILE T,
ZD/=REMMBIUYI T2, EDLAV—HER SN TWVWE %

RTEFET, W TBICIE Fz—DFID/—R%Z MMB 2UwyoL
9o

Terrain *Y—)L> 1)L 7T, Heightfield Remap »—)L %3&4R

L9, Layer to Remap % Flow |Z587EL7=5. Compute
Range R&> %) LET, Output Max % 1 ICFRELT. CNHDfE
ZERLET, Radial XZa2—%A LT Mask > Clear Mask Z#1iR L
T XRILAV—D0UTEN, YTy LD ZLDL AV —%1E
TERLIICARDET,
FyhT—UE21—TRED 4ED./—REEIRLI5. Network box 7
A%V I L TRy NI =IO Ry IR %BMLET, Ty I wlELT
NI RDFMREREZ 25, EED/N—%21)v- LT Create Flow Mask
CRFIEMITET (EERNBZRELE T,

& height
& flow
& flowdir.x

& flowdiry

& flowdir.z

& mask
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IRAOLAYV—DEINNEEAE

WRACLAY—Z2Ey b7y TIBICIE EFTVRIZREL. ZDBEREHEDL IV —ICOE-LET,
COBRMEZRENMTICET, THICLAV—ZEMTEET, EDRINSDLIV—ZEALT,
MR OEELHBERELLET,

Radial X=2—" Mask > Mask by Feature ##EIRL £7,
Mask by Slope TXDLSICHRELET,
= Min Slope Angle % 0 (293
= Max Slope Angle %##745 (Z5 3

Mask By Direction 4 I T RDLSICRELE T,
= GoalAngle ##7136 |93
= Angle Spread = 180 iC9%

COFREIF AZEBCLVBHEOMTEEHN-LET,

Radial XZ2—"T Layer > Copy Layer Zi#{R L ¢, Source
% Mask @ £ £IZLT. Destination % slope |ZEREL X7,
8 NAUEFLVWLAV—ICOE—93 8T NRAIET)TLTHDERY
ICERBEDICHRDET,

Radial X=2—"TC Mask > Clear Mask %3 RL 9, YAILAV—hH
[ BEJUT7IN YTy ATLDZLDLAV—2ERTERLIICR
QR e conyoyer DET, RYNT—TRYI2ZBMLT/—REBEL, DRy RIC

Bl v e Create Slope Mask ¥ 21T £,

AA>® Radial XZa2—%fA LT Mask > Mask by Feature
%33R £, Mask by Slope TRDLSICHRELET,
= Min Slope Angle 7 0233
= Max Slope Angle =#7 70 (293
Mask By Curvature Z74 LT XDKSICRELET,
= Max Curvature = 0.5 (92

Curvature Ramp Q7R+ > rEFOZEN>TEIN L. HFEOE—0%R
DITET, CNTHERICHD VI AN TEZD T, SEOERFTAT
DE—VZRETETET,

Lbs ep Xt NAE BB W &>

- Radial X=2—T Layer > Copy Layer Z:#iRL %9 Source
e — % Mask @ £ £IZLC. Destination = peaks |C58E L £9 %

= DN /7/C. Mask > Clear Mask %#5&iR L%, BEYAILAV—%2U7L
E I

T NRIDE I DDLAV—HTEELTco RYNT— IRV I 2%B
LT/ —R%EEIEL. Ry I Create Peak Mask & 4= T1T£9,

RDOFIETIE. Co5ZEBL T ZRELLET,



E)] Height Field DR &1t

Height Field DR 1bId. #ELEDRIICEDHTENIT Y TH5IRD
Y. T FUTHMEETREEAZHEL. TR VT THT—ZHELT,

REZHRELLET,

ZD%. SUTLEORBLAYV—ICBZEMLET, CNT. KDUYFR
W oDS—=UNICTEET,

Radial X=2—TC Visualize > Heightfield Visualize % 3R
L %7, Compute Range "Z>% 7w I LT  EVa7 541
T—a>HIBED Height Field DEEFEICHIZR £9 .
CHUCED FEOR TSR EMETOEBROLED 27 I HDRE
INFET, D Ea—TERNEDLSICRAZHERER T H N TE 1L
OELIFATNI 1 MEINET,

VT4V T RDESICRELES
« Layer1 7% peaks|Z93

= Layer2 % slope |93

= Layer3 % flow 255

RAVEES>TERLIE3 DDLAV—2fEAL T 3D Ea—Ic77#/Lk
DAZ—HERREINET CNESEF>THEDILY I ZERLTVEET,

NBE32DLAV—9ARTHEAQ, L, DICRELET, T5L
ETBONIZESBILYIICEDET, TNSDL AV —%{Eo
TEETFABEERIRTI TN COLE. SOy oERALET,

Height Ramp T. 2 D&RCIRTOY—H—&ERLT

HIFRLES BRION—H—%E. £BAON—H—%4—07
L—IZBRELE T CHUEKD. EOLAVY—DFIZEBEWLY IDER SN,
VBN RENICEII>TRA2LDICADET,

FENBZREFLEZT
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N—hK3

J/ N—|
/ \ S—
ﬂﬁﬂ/@%?‘/ g /'
. BETYTIcid 0 EDTOMEEY. 0 W EOEEAHD £F. Remap /—REEAL TREEZELTHS.
20/~ kD5 T EFERALTLOADICEE VAR EENLET, Z0%, BRIHT. MIICHLLLA Y —EEMLET,

Shape by Terrain XY h T =Ry I ZDREICH D

Heightfield Noise /—R% R D(F %7, Display 755 %+ >
IZLy UL TID/—REERLET,
Terrain *Y—=JL> )L 7T, Height Remap vV — )Lz 0w L£T,
Compute Range RZ>% 01y LE T, BIABBKT H7-0DIC. XD
SOITHRELET,
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HIBHTEXT, TNETSICIE. Heightfield Output /—REFERALE Y,
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B AVANT YRV FETORBIA A EEICRDE T, BT < EICRY)
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Mode % Create |CERXELF9, head 31> raE 0y LTS, BREKD
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HWHINET CD/—RD%ET% upper_lip ICEELET,

CD/—=Fz  BIRAD/—RTIT2IeD R LIRS EET,

Tab > Merge Packed Z:ZRL. CD/— Rz LZ2 D0
A—TD/—ROTFICEEBLE T, ZDH. TD2 DD/ —RD
tH71% mergepacked / —RICERLE T,

l Tab >Attach Capture Geo Z#f L &¥ . CD/—RERYT—TI2B
B 75, skeletonmirror /—R7% 1 DED AR L. mergepacked
W/ —RE2DOEOANICERLES,

add_capture_geometry /—RDH %,
jointcapturebiharmonic / —RDHRDATNHELF T,
Advanced Shape Settings T. Assign Shapes O +(/5X) &e5HRZ>
Z 2RIy ILES, L DBEIFROLSICRELET,

« Group = @name=lower_mouth |Z9 %

= Shape Name % lower_lip IZ55

2D0BIRRDESICHRELET,
= Group = @name=neck2 (Z$%
= Shape Name % upper_lip 1293

EBES5DOFRTH. Keep Shape World Transform =4 (CL £,

jointcapturebiharmonic |Z Display 759 %% EL £,
_CTadd_capture_geometry /—R%=INAINALT. ¥+
FrITAbDEBVWERRLET,

ZO/—=REFroeE Mb[irsnizh—JId EESIrsncYary
MADIAANIDF Y TFvEEILET, CNUTED. F¥T 72Dy
E7w 7R DAV RO TERLSICHRDET,

bonedeform /—R|Z Display 759 %R EL £,
rigpose /— Rz )y LTc5. NIA—RITART
Transformations DD Clear K2 > %7 w I LET, CNTV31V
EMUEYRENET, Handle V—)L %7257+ 7IZ LT, Scene View T
jaw D1 ROy LET, TNE TICEEESETEE TIFEY,

CODRET. BEON—YDEREF L TVWRED DD ET, INEE
ET3ICIE FvTFvITAhERAIVNLT Fv IFv o1 b aRE
DAMVNMIEIDETEIRENHDET,
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F TFvITARDRA Tk

Biharmonic (EFAM) F v 7Fvid. AT OEER—VICEEMITSNIFvIIFDI AR, TN ZEILET,
RigFLW/ —FZEMLT, 7527—070—-ICE&oTHF YT FYIIA M ERELET, COT)—FrDLYAVTEETDIE.
EEDNTEDOD MV MORZEZRITBVESICTEIL L. BEOEHDVIA MR ITSZ LT,

Fy kD=2 21—, Tab > Joint Capture Paint Z## L T.

/—R% bonedeform DE LICELEL. 3 DT ARTOIARIAR
ZIERFLE T, Display 75 9% E L TH 5. Target Joint DEDTI)LA
TIAZa—%D )y LT, neck2 D31 N ERLE Y,

Scene View |Z1&E. A—=YVILIZAKZTVAFE DRV T4 VHRRII N
NEF>TITANERAUNLET BEOBH ATV MTRE. OF

| ANUDZOE DD neck2 31> MIF v T FvEInEd,

ESf e FEDMEEE neck2 a1 Y MIF Y T TF VI 2NEND
DFET, FEDEGUVHRDBVEIIO DA XN (E, FR<ARD
9,

FAD LA TIIFRWVWR MO — 0% EALET, 0% XVAOXIA-IL
A=W eERLTIZODFREENETEN NIA—EIT1HD
Brush 271 BEIL THEEEELFT,

FEERAVNLT. COBEICK T2 neck2 231> bOFE

ELET RAVINTBDIEEEDHT. FEICIERIEAL
FOICLET, BhER =S, Crl+Z TRMO—2UZBDBLELLS, 2T
JLTODORNEZEESICL T EEHRTUNLET,

IFRL—2a>arrO—-JLY—J)LN—ICIE. Display Deformed

§ Geometry. Display Joints. Display Color D74 >3 MRRENT

WET, TNE0AY /A TEIDERBT LT, Fr7F o1 MEFHEL
BHBRAVNTEET,

F Z#L T Smooth ZEIRL. COHHORA > EFDDHE
BOFX v IF vz MIBIREFEET, T VOFREDLARE
CLTOAESGMICLELEDSS
52T L5, rigpose /—R%uEV 1)y LEY, Handle V=L 70717
IZL T, Scene View Tjaw 31> a0y I LET, TNZ TICEERE
BTBEZTITET, SEIE. EBIEEN T TESLUVZDTD/N—YH
ElErL TV DO D HDET,
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T4—=IRDTINAIAZ2—%01) I LT, jaw 31>k
EIRLET, FZHELT Subtract 7 &R L. BIECEOBEFICHT S
jaw a1 b DEEZBRILET,

COFEEBRAT S BEERICHT S jaw 23+ >~ lower_mouth ©3
AVNDEELHBCTUNTEET, €572 ONEKCE BEH D
EOREEZTHBDES,

o uy B ABTICRS T, jaw 2T ANLAN S, BELET RO BHE
| T— - BIC jaw DB LA ST5, 5TT T BEXL—RENS
: TBIRFETHEVTLED,

MU ZTILE Y DRID T34 Y MIITA MR+ > RLET, Biharmonic
(EHAE) 0BT T FIPBICEEIZBWET T rigpose % E
LTUIETAN L BEADDNILTTA M ERA VMU THFAZL TR
[N

toe Va1V NERIRL T BOKIFHEAD toe 31> M
FYTFrEINTVWBREZRERLET, RIFE. UN=2Tvhk
DEYRTYTHEERLT. DAXNIZDEEICTRYFLEY,

visibility /— R Apply to # Non-Selected Primitives |
FELET, T5L EREIIHRTINET,
TIFINTEYNCT A SPMTVWTWBIE T TIAN BBISGL T
HRAVNTEET, jointcapturepaint /—R%#EIRL T, neckl >3+
VhEjaw O3 bDTTA M ERAVNLET,

527 Lico. visibility / —RZ=BENANZILET,

visibility /—R|Z Bypass 759 %R EL £,

581 L7c5. rigpose /—R%2)wU L%, Handle V—)L%
7T+ 71U T, SceneView Tjaw V31> a0 v I LET, TNk
TICEEESETEE TITET, IRTON—YOEFSEITHELIS. UV
ROFAN)ZF v TF v 2EBDTT 7 T,




152

IN—KT

NN WS WD
\
)OI AXN DT T Ty
IN—K5T, B, . 2ODOTHARMN)EFEILE LTz CTTE COTPFXRIZNYI{EL. ZD#% Capture Packed Geometry /—
REFERALT. EN—YZEIIIVMIBIDETET, KineFX TlE AL FAXRILARILTIRIERATE XA CORIER. 47

JTIRER TNV DFICTBILICHELET,

i B fur_dude
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Fy kD=2 21—, Tab>Name from Groups %R L T,

/—R% File /—R ¥ split /—RDORICEEEBEL £9, Group
Mask % * ICZB L%, TNT. IRTDYIL—TH name 7RJE2—
NMITRDZET,

IN%EFRRTSICIE. Geometry Spreadsheet 7% 21) v LT, EL
@ Primitives R&2>% 7 )y I LET, TICXZO—ILT3 L. name 7k
DEaA—MBHE . TIL—TADNITRTOVAANIDEC LTHFERTE
NTWBIEHEHERTEFHT,

Fyh D=2 2—"T Tab > Pack IR L. split /—RDAH

o/ —REBRBLEY, split /—RD 2 FBDOH % pack /—
RIZHEFIL T, Display 759 %RELF T, 5 L. Scene View IZE. B,
DHDN—YHRRINET,

Path Attribute 77 /Rv o X% Z71CLT. Name Attribute 77
NI REFVICLE T, Transfer Attributes % name (CEREL £,

B o a—0h FORMEBRALT. Split BRIRLET,

Geometry Spreadsheet |C. 8 DD /\W I T ) I T4 THRREINET,
NBIE UDYRI XN ELTR TS NCF v T F Y TEET,

w7 —2 21— Tab > Capture Packed Geometry %33

RLT. #D/—R% pack /—ROTICECEBL £, pack /—
RO %, capturepackedgeo /—R®D 1 DEDANICESLET,
MRIZ. skeletonmirror /—RDH 1% capturepackedgeo /—R®D 2D
BDAAICESL T, capturepackedgeo /—RIC Display 720 % &7E
LE7,

CNETTRERABDREIDEE A R—2EFvTFrLIcVIF XN
ZEEMTIHBENHDET,

INSA—RTT+42T, Manual Capture Df&EICH 3 +(F5R)

B E Vv LFY, Capture Geo DIEDOEKENZ Vw2 L
T. Scene View TFOEZRIRLET, 720w ITEODIE. TOHEIE
NI TIN—TFD1DIEHB5TY, Enter ZIHFLTHELE T,

RIS Joint DIEDEKRENZE Ty LET, DAXNIDTER. RTILN V%
KITAVERAVIDTRREINET, lower_mouth 317> MZEIRL
7=5. 1—YI)L% Scene View £ICBU\-F & Enter ZIBL THEELE T,



+(FZR)585%21)v o LT, Capture Geo DHEDERENE Y

w2 L£d, Scene View T. Shift R LAHS fur_dude_
upteeth & fur_dude_gums %3#iRLE Y, Enter z#RL THEELE Y,
IRIZ. Joint DIEDEKENZ )y LE T, neck2 V31> Mr#EIRL T,
Enter Z4#8L £7,

COFIEZTETSIC2 EHEDERL T U T ZEEMITET,
» fur_dude_rclaws ¥ r_toe
« fur_dude_Ilclaws ¢ [_toe
« fur_dude_eye ¢ eyeball
« fur_dude_uplid © upper_lid
« fur_dude_lowlid ¥ lower_lidl

capturepackedgeo /—R D /1% bonedeform /—F®
1 DEDANICES L £9, bonedeform /—R(Z Display 7
SURFELET,
rigpose /— R7ZZEIRL7=5. Scene View TY31 V&R L TEERL
FTo, DAARIDND A VMMIFTTFrIN BN RV CHHEERR TS
ESERS

BEERCDY AV MIBRBOTVST®, Y31 bed )y LTch,
INEVWRY T TV IR Za—%FALTOWITNDTERLE T, BEL DS
AV EDELET BBV Vv I 30ENHZHEDHDET, ER
LIeDa b e@BALT BEERRzR 2 ICEEL &Y,

LT o Fy kD=2t 2—"TTab>Merge mERLT. /—R%

sad cat o s wep X4 W @B B@E® Q@ capturepackedgeo /— R ¢ bonedeform /— R DR ICECE

' L &7, capturelayerpaint /—R% merge /—RIZHEEL 9. merge
/—RT. capturelayerpaint D#EDE WV EEFKHZHLT. ASNDIE
BEBEBLET,

CNTIRTHEFRTDLIICHBDE LT LH L /Sy IIF XTI
BAFVTWT REEIFTL—T9, merge /—RICHEENHDFT,
—71Z1E Primitive 7R E2— b2 LTHT— (CA) ARESN TV DIC
L. BO—AHICIEPoint 7RJEa—hELTAS—HRESNTUVET,

FwhDJ—2 21— Tab > Unpack Z2IR L.
capturepackedgeo /— R ¥ merge /— RO/ —RZEE
L &7, Iterations % 2. Transfer Attributes = * ACd ICEREL £7
FTCIRTCOF Y TFvTRIE2— A EDIAENE T, /o ACd IZKD.
TTDOAZ—=ThIE2—FDRETNEREA. CNT. EBSDRAVET
| T EERTALIICRD. VINELRRINZBLSICRDEL T
i rigpose /—R7%EIERL. SceneView TYa4 >V MZEIRLTEERLFT,
IRTCDF VT FvEINIIFAXNIDN—HEICEK D Z R TITET,

FENBZREFLET,

, YR T—ODBE
SARRYDF LT F e TTARDRAY b FoX—aVBDS R RO T —
DIDIER LTy b T— 2 BEICEEL 9. ZEAMAS L EFICEHE Ul § furdude_capt
DD ET,

EDMREOLIEERT BTG YR T—IEREL. FvTFrITA R EDA
XML T=B—T 7 LET s SDOT7)L% Bone Deform SOP |CHE65 ﬁf W furdude skel
TBL B AANEF v TFvTBOIEALER—Y LRALR— VDR - -
LR THNIE BROICEHINBESICBDET,
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.
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HEORWIITHEENET,
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@ rop_geometry2
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CHOEES

FwhkJ—2¢ 21— Tab > ROP Geometry Output %:#iR

L. merge /—RDTNIC/—RZEEL X, merge /—RD
H771% rop_geometry / —RDANICERFLET, /NTA—FITT1Z T\
Output File ZXDESICERELFT,

$HIP/geo/furdude_capt.bgeo.sc

Save to Disk z27 )y LT, IAAR) % geo TALINIITHREFELET,
COIAARIE LYZVDRINCA VR—R LI AAR) EBLESIC
RAFTH BRZAREICT 5F v /Fy 7 M Ea— MR OBEERER
NEFENTVET,

FwhD—2E 21— Tab > ROP Geometry Output %=

RL. skeletonmirror /—ROEIC/ —REEEBELED,
skeletonmirror /— RO /1% rop_geometry /—RD A IR L £
To INTAX—=BRIT 42T, Output File =X DLSICRELET,

$HIP/geo/furdude_skel.bgeo.sc

Save to Disk #21)wy I LT, IFA~)%Z geo TAL U MIICHRELET,
COVAXRNNEIRT VN>R L TZX—=23> I T2y b OBERICE
BATEEY,

FITDTIMANIICRDE T, 77V D&%
fur_dude_capture |CZE L ¥, O Display 755 %47
ICLEY,

Create > T/L7D File RE>% 71w LFT, SHIP %2 1)w LT,
geo 7L URIICHE L. furdude_capt.bgeo.sc 77 )L 7ZERL &

¥ Enter L TRRICECELIcO. ILWA TV UM/ —RO%AE]

% furdude_rig |CZEBLE T, 4TNIVyILTIDF TV o bOF
ICADEY, File /—Rz Alt F5vJ LT 2 2BHD/—RZERLET,
Geometry File %= $HIP/geo/furdude_skel.bgeo.sc |[CZFEL 7,

%% furdude_skel.bgeo *\\\>%&HEIICEEL. furdude_capt.bgeo
/—RIC Display 739 % &R ELFT,

22D File /—R7%#EIR L. Assets XZa1—H"5 New Digital
Asset from Selection ZEIRL £9, XDLSICHRELE T,
= Operator Name 7% fur_dude_capture_rig |Z3%

= Operator Label # Fur Dude Capture Rig |29 %

= Saveto Library %= $HIP/hda/fur_dude.hda |_5 %

Accept #21)w2 LT HDA 771 )L%Z1ERL L £, Edit Operator Type
Properties U >V RUDFRRENF T, Maximum Outputs % 3 [Z587E
L. Accept ®0)v o LEY, Ty % fur_dude_capture_rig *\\>
BEIICEELFT,



O/ —=REHETNIVYIL T B TRy rDOFICADET,

Tab > Output %:#3RL T, output /—R% fur_dude_geo_
capt File /—RDTICECELE S, File /—R% output /—RIZEFLE
9, %% CaptureGeo |CEELE T,

Alt F5wJi21E% 2 [B170\ LU Output /—R% 2 DIERL £,

| 2 DEDZaEI% RestSkeleton [ZZFE L. Output Index = 1 [CERELF

i 9. 3 DED%HI% AnimSkeleton |ZLT. Output Index % 2 [ZEREL

&Y, fur_dude_skel.bgeo File /—R7%. 2 DE& LU 3 DED output
J—RICERLES,

CaptureGeo output /—RI|Z Display 759 %R EL £,

Asset XZa—7'5. Edit Asset Properties > Fur Dude
Capture Rig Z3ER L %7 Edit Operator Type Properties -
VRUHDFEEEY, Extra Files 3 0% Vv LE T,

W /=~ Filename DI&(Zd 23 IRK 2> % 01) w2 LT, SHIP/geo/fur_
dude_capt.bgeo.sc IZ#%E L, Accept =2')w LE7, Add File
7)o LET,

CODF|E% fur_dude_skel.bgeo.sc 771 )L THIEDIRLFT, ZMTL
NBEDTFAIDTIRNT b T7ILASBICEEB TE X LT, B4
TV L THIDA CHB LRI FT,

Accept 7w LTETLES,

{fur_dude_capture_rig? HEE*]](D file /—RT. Geometry File @ﬁc:%%i&!ﬂ?{j >
Lest Modified xJ1)wo LY, Locations 1 R/\—T opdef:/ = 3R L.
14 Wov 20 | Sop TLUNELTILG )W LT-5. fur_dude_capture_rig 7L

= o 2%y %Y, fur_dude_capt.bgeo.sc 77-1)L%3&IR L. Accept

ERLET, UKD UTFD opdef TR Ly avhER SN ET,

opdef:/Sop/fur dude capture rig?furdude capt.bgeo.sc
COFIE% fur_dude_skel.bgeo.sc File /—RTH#EDIRLET,

Assets X—a—7h'5 Lock Asset > Fur Dude Capture Rig Z#iRL 9
Save Changes #7Jy 7 LT, COT7EybOOAVT Y ERELF T,
NBDT7AIUE BBIZISCTEN SOV ZMERL T, BHTEES,

1D EDLANILICEETE . 3 DOHEIDHEFvTFvT

H#HESRTE £ T, Tab>Bone Deform &R, CD./—R%
TICEREBLEY. fur_dude_capt_rig ® 3 DD 71%  bonedeform /—
RO 3 DDANICHERLET. 3DEDFI—VDHFRI, rigpose /—F
%BMLFY, bonedeform /—R(Z Display 759 %K E L7,

| rigpose /—RZEFEIRL T, Handle V—IILA 7 VTR 2 HERLE
i T INTORTI Y Va1 VD BERRINET RTILIUICR=X
I BEA R CECLSICEEL TV EHET R LET,

5)1 HDA

CDESH/—RDFyrT—21d, Houdini &L 7ty (HDA) L LTRES
NEd, ChiZTARI LD 1 77T, BRICHBTEEY, FvIFvUJIE
TARIDOBRBEINET YR TT, ROEISaV T WMICF v TFv I Z2x

AL ZX=2aY ) J=BRLET, LE5DT71ILb. bgeo T7rilrL
HICE—D HDA 771 ILRICRTFESNE T,

TARYT LD HDA T7AIWHEEENDB & ToAXA—INY—2T 7 ILINTIEE
LTWB Ty bD1 YRRV AN EFHINET,
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CDOIN—FTIE RBBICEYTFYVI 2R AN T2 2 2BDOTF STy b EBERLET, COFHLLW Ty ET7ZX—FL T,

X VI URDRBNEBE—2a % ERLET, £/ COFHLWIEYNMI, 7oXA—=23 % R— T34 VN—RAXRITAITAR
Aim\ERLEEDIEXIHY—)LZEBMLTVWEEFT, A FO—IILEZEBMTR-ICTANLTVWEE T, cOf=®HIciE. OvoIni:
FANGE=EZYRT YT L. 2 DB D Scene View RAVICRTIEET,

3200/ —REZER L. Assets X=21—1'5 New Digital Asset
from Selection ZEIRL £, XDLIIZRELET,

= Operator Name 7% fur_dude_anim_rig |29 %

= Operator Label # Fur Dude Anim Rig |1C9 %

Save to Library Tl 720 R&E>% )y LET SHIP 20w L.
HDA T4 LU UEATILG )y LET, fur_dude.hda 771 /L 7ZER L.
Accept =1y LEd, ZNT. $HIP/hda/fur_dude.hda |Z58TE S

Fli

Accept =2')w 2 L. Edit Operator Type Properties 7> R THEE Accept
Zo )y LET, CNT#HLWTEYhEEHDEL HDA 77 1LicBmEn
FLTo 7%y % fur_dude_anim_rig ¥ WO RBIICEELF7,

AT VML RICEELE T, furdude_rig /—R7% Alt F
SyTLTHLLWIF XN/ —REER L. test_rig L &FT%
JITET, TZHRL T TRANIIZEICENLET,
ATy T LT TD/—RICADETY, fur_dude_anim_rig /—R%
FEIR L. Assets X=1—h'5. Lock Asset > Fur Dude Anim Rig % 3%&iR
LEdo
1DEDLARIICRDET, CNT22ON—=I3>D)IHTEE LT
test_rig 13Oy S, ERLICT Y MR TE DK S ICIRES M AR T
9, BEIFHEEERIZ2D0ONEALHDEFEA. CHUFRIFERRLET,
Fy D= ITT4RTY )y LT, Ctrl+ 1 LT Quick X — 7% KE
LFET,
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furdude_rig 77z U MIBB LTS, E5IC fur_dude_

anim_rig ICRDFd. Ry bT—OITT74R T IvILT,
Ctrl+2 ZH LT QUiIck ¥ — 7% RELEF Y, CNT. ChH5DRYNT—0
BaRBATIHTERZLDICARDE LI

rigpose %#iR L. Transformations D1&(Z4% % Clear RZ> %21y
L& T, Asset X—a—| R L. Save Asset > Fur Dude Anim Rig
TZEIRLE T, Asset XZa—h'5. Edit Asset Properties > Fur Dude
Anim Rig #:ZRL %9, Node #77% )~ LT, Default State %
kinefx rigpose ICRHELFT, Accept z7 v I LET,

FyhD—o2—T, 1 ZLTtest_rig ICRD £, LEID
Scene View T. V—J)LI\—%ZERLTHandle V—)LZzo)y
ILET,
CNT. test_rig IZ2Va( Y MHIRIRSINET, Va1V baETUwoLT
HEBIFRAEETT, MU NTA—EH Ty MITOE—FENTH
BWEBHTT, CCHB. COFVIIRICT ZA— 3 VAIRERA VA —
TI—REWELTVEET,
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BLT.HFLLWD 31> D&EI% furdude_main ICZELE,

() Right 2 — |81 L$7, Create E—RIZED. MMB 21y

ILTAA YD1V b DEIREBRLE S, [_toe 31> h%
Iy LT D EDBEINEHZAICH LW 31> b EBIMLET,
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Parent Joints /—REBNL Y, +(FFR)EBE% 2=V

JLFE T, Jointl DIEICHEZKHE 1)y LT, Scene View
TCOG a1 a7 )y LET, (h—YIL% SceneView I[CBUWZE
¥)Enter 1L THEEL £9, NIC. Parentl OR&ICHBZKENE D) vy
L. furdude_main 31> &R LET,

2 DOBEOIVNITIE Joint2 DI&EICH DK% 1) wo LT, Scene View
Teye_target 31> h%&0 )y LET, (A—YIL% Scene View (L&
WeEF) Enter ZH L THEELE T, X, Parent2 DHEICH 2 KM%
w2 LT, COG 2a1 > heBERLET,

Skeleton Mirror /—R%ZFT—IBMLET, CHUSED.
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oA IZ—bENELT
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skeletonmirror /—R% rigpose /—RIZHEf L £,

bonedeform /—R|C Display 75 J%ZRELET, EDDOD
PREELTVWALSICRRET, TDRTILN V31V MIRD. [_toe &
R, PEBLT/NOIA—2%EFRKRLFT, Rotate % 0,0,-90 |[CEREL
7,

DA EBMT2DICERLI 4 DD/ —RE#EIRL. Add Network
Box "a> %0 v LES, /—REEOLIICHRY IR ZRELET,
R IZADERA M)y LT, Add Joints Y ATTLE T,

Assets X—a—H'5. Save Asset > Fur Dude Anim Rig z 3%
RLET, BENT Y NERICRFEIN. test_rig h"'E#H S
NEF, TV test_rig ZIRET B LIFTTE LA WITND/NTA—EH
MYy TLARNCTOE—FEINTOVAEVDS T,
RlE XA bO=-)Lzty b Ty 7L NIX=2Z270F—rL T
| test_rig |CEBEMIAATVEET,

»
D >z rus0ma |
FAEFELTVBUT1E, Dy ZERTOELT EYRTT, TRy IOTATOYIAUMERE | -
TEET. 17 Ly TRy M T X~ RSB SN LT =X~ SDHR R BD F v 582Dy LY
FLARIMETOE— RSN NTA—EDBTT .

test_rig 37 EybD 2 DBOOYIN—3>0THD NIA—2%EFOE—LLEEDI >V O—
W ZBERTEET. 7Y ERETECIETEEEA TANIINRBESLLDIE. T=X—3
DEMTENBIREICHEOTVIDESHZHRTIZY —ILIEDNDETY, TANIITZIRIETER
IFHUE, TZX—=RIFF v ZIRICHR— 2T 2 e TEEEA,

CHARACTER FOUNDATIONS

[ERN
U

8



N—h11
N N
XA>d>rO—)L
X RITAVRAZBMTE-0ICIE. COGDTICENH S, IREDKEZTIDEHINELRHDFT, LOHDIar > hetIDEL.

BERFLLT. FEBOOMREBZHBRLE Y, Bone Deform ZENICEEESEBICIE. COBHRFLZRICITOTHS. ERETD
RTIVNBEBICT L VR BENEETY,

Delete joints ./ — R 7% skeletonmirror H* 573k 58 %

¥, Group DREICH BKENE 1) w2 LT, Scene View T
furdude_main. COG. pelvis. [_heel. r_heel >3 > ERLET,
Enter Z#f L. Operation %z Delete Non-Selected |Z58EL ¢,

deletejoints /—RD#IC Parent Joints /—RZBIIL£7,
+H(FSR)EEEV )T LT, Va1V IR ZEBIMLEY,
Jointl D#&ICH B K% 1) w7 LT, Scene View T2 DD heel 31>
NEEIRLE Y, Enter IR L9,
Parentl DEICHZHKFN% 1) w7 LT, Scene View T furdude_main
DMV NERIRLEY, Enter L9,
heel 31> bH COG HSTIDEES L. BID TERT IK ZEREN T 2D ICfH
ATE2L1I8DE LT COG V31> MIFFLINTULS pelvis 3
AR TARTOY 31 > M furdude_main >3 > NMIRFL SN
TWET,

2 B @ [

®,
/)
[
,
L
a2t
.

parentjoints /— K% rigpose /—RIZEFLFET, CD/—R
NEDEEFEDY31A Vb ETRTYUT7 LT, Display 759 %
RELEY, furdude_main >35>~ COG V31 >k, pelvis D31
M 2DD heel 31> b0 )T LET,
ZZTbonedeform /—R|Z Display 739 %RET 2L, V31> hD%E
< RTEHTWVWB Tz BBREIFESFRRICIADF T, Thld. Skeleton
Blend ZEH L TEETTET,

k=0T 57142 Skeleton Blend /—R7ZBIL £7,

skeletonmirror /— K% BIDAFIIZ. rigpose /— Rz A1
DANNEFLET, 0%, skeletonblend /— % bonedeform ./ —
RD3DEDATINICERLET,

skeletonblend @ /35 X—32T 7«2 T. World Space FTv IRy
ZA VLT, weightl z 1 IZLET,




5)’ aArbO—=)LI A XK
231> % rigpose ICEBMT B L E TEYEDMYTLAILICTOT—TE L D317k
ZZEIRLTT7 A= TEBLSICHD £ T, Attach Control Geometry /—R%ZfF>T, &
AXNZDVIDEEEEBN—VICEIDETNUE, D31V hOERPIBRENEEICHDF
To WERRREMER LT A PO—JLICERTEEY,
IVPO—ILIAXNOREL LTI, B, BADASR 20D Id(E37) Yarobs |
CHBFENET, A O—LIAKPEERTAL TS0V NEBEICERL L .
T EDWAOV I =LY R T YT TEET, CTTIE XAV AVMO—JLICERLET, 1

o=

fl
o

Assets X_1—7'5 Save Asset > Fur Dude Anim Rig z:&

RLET, CNUCEDRADORENREINE T, RybT—7
Ea—T. 1%L Ttest_rig ICR2 L. rigpose ICURREIN TS 5D
DAV PDADRRENET,

NIA=RFELTOE-FENTUVRVD Va1 > OBIRPEE L
TEFHA.

FyhD—2E2—T, 2 LT fur_dude_anim_rig ICRD T,

Circle /—RZzyhT—2IZBIIL &Y, Orientation % ZX |58
7E L&Y, Uniform Scale %z 0.2 (Z527E L 9 Divisions %z 36. Arc Type %
Open Arc |Z5%E L9, Color /—R7%ZEMLT. Color z&EBIZHRELET,

E5(C Merge Packed /—RFZ3E/NLT. Name 1 7z circle_ctrl |Z52E L
ESCI

parent /—R ¢ rigpose /— RDRE(C Attach Joint Geometry 7 X~ % g
BLEY, 202 DEDANIC mergepacked /—REEGLE T, D/ —RIC
Display 754/ %% L. SceneView TEnter Z¥RLF9, KRN TLEY3
AUNETRTERLZS. G &L, 270—)LA1—IL=ER L Tcircle_ctrl
DAXNIERBDIFTET, DAANINTARTOY AV MIEIDETENET,

EBOARL—>m3>abO—)LY—/L/N—T. Mode %
Tweak Shapes IZZEL £,
COG ¥ pelvis 31>z #IRL. G ZIPLTNS VR T4— LAV RILE
FRLET, EZILTRT —ILNAYRILICLIES. RRONVRILE D )Y
&RZYILT INHOIVRO—ILHD UNSRZETIABIANT
TRT=IWLET STA—EZTT 42T 0.67) 0

220 heel V31 U ERL. G ZLTA VR T4 — LN\ Y RILEFRR
LET, EZBMLTRXT—ILAYRILICLTHOS. BRONVRILED )Y
& RZYILT OO eDI Y O=ILHDRDNETRZETIAATART
TRT=IWLET T XA—RITT4E2TH0.3) o

rigpose /—R#AZFEIRL. AV MO—)LIAAN)EFEHALT
420V UNEERLET CheT AN TEESESIC
I3 NSA—BETOT—rTEIRBELHDET,

Assets XZa1—7'5. Edit Asset Properties > Fur Dude Anim Rig =%
RLFT, Parameters X 7% 0w L%,

8 rigpose /—RT. furdude_main |_%#)L. Scale TRMB Z7JvoL
T Lock Parameter #%#R L £9, Translate ZR>v4/ LT, root D~
DINTA—=R)ZANIBE L £T, Label % Main Translate |Z58E L
9, Rotate /NI X—4B[ELLSICL T Main Rotate ¥ ZEi%(JI1T£7,
Accept Z7 )y L TR Y L iRE Ty MIRELE T,

CHARACTER FOUNDATIONS

[ERN
(o)

0



FyhD—o 21—, 1 &L Ttest_rig ICRD 9, 7K

IHBHFINFLLIAVMO—ILARRSINTLET (Handle
V=TI T1 N2 TWBIEE) o AVNO—ILI A XN EFERLT
furdude_main 31V NEEIRT 28 bS VR T4— LAY RILHERR
TN ENZFEO>TIIZEED T N TEET,

D LIRIZIDEL T TOBICRLET,

FyhD—2oa1—7T, 2%ZML T fur_dude_anim_rig |C
RODZ%7, Assets X—a1—'5. Edit Asset Properties >
Fur Dude Anim Rig Z#iR L %7, COG. [_heel. r_heel >3-1>+D
Translate £ Rotate. pelvis 37> h® Rotate 2R 5w LET,
WIhDBEH. &V ~OFEA L% Scale % Translate /¥5X—%
(pelvis DIBE) 1FOVILET,

i Accept Uy I LTRT L IERZT7 Y MIRELE T,

FyhT—2Ea2—T, 1%L Ttest_rig (CRZ & FTLWLWID

VRO—IDRRINBEDICHDFE LI AV PA—ILIF X
~)ZE>TCOG Pa+r bt heel VaA Y aERL. N—VERN VR
TA—LEETHELELD,

BT LISEmDBELT. IRTON—YETOMEICRLET,

Ry hD—=o 21—, 2 %L T fur_dude_anim_rig ICED

9. XAYAVMO—ILDOEY Ty AIER LT/ — REER
L. Add Network Box R&Z>% 0y L& T, /—RZETLIICHRYD
2ERELE T, Ry IRDEANLED)y27 LT, Main Controls X A\ /7
LEY,

Assets X—a—H'5. Save Asset > Fur Dude Anim Rig Z3RL £7,
COREIZVIICEELFBAD. TEYNERFIOREICRDOZUATE
F9o Fon D=V I7MIILBRELELLD,

'TEE ] B

© |rs

1 Zy R — 2 DEIE
VEFBMTIT /—REEF TG D Ry I—=IRyIXZBMLTEETELL
S, KKEBINF-R Y T—21F, BTHEELYIL IO 2V IICHERHME —

HOPFTVHDTY, This part of the network

Ffos B/ —RIZIEAXNZEBMLT, RYRT—ICRRSEBZEHTEET, organizes the main
ATyE—/=hrEFERATNIE. /—RFOAZTVWITOYZICDOVWTOHREHAINT controls such as the root,
EFET, FLTHRYINT—VZERIBHAICIE. 1227 —2a hBICER the COG and the heel
TY, joints.

XA4>aArkO—-)L
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D1 > IN—RAFRIT4T R

FYSIRDTZA—2a>TR BICAVN—RFZIT1 VX Z2REL T BHBIVWEOBZICEHOETRIETICHDBLSICT
EET, CON—FTH RAMVDRTIVN> DT 31V R 2FIAL. KineFX Z2FoTEY b7y FLTVWEET, &R, BIO/N—FEREL
FSCAVSFHILDRERICTLVRFLTRLEY,

skeletonblend ./ — R D% 7i% skeletonblend_controls |
ZELFT, CNHD/—RIFKFEATHDOT. #AILPTL
FL&Do

skeletonblend_controls /—RH'5 Delete Joints ./ — REDIE S
Display 75 5% %E L9, Group DIEDKR%Z ) w2 L. Scene View
THEAD hip. knee. ankle D& >3+ MZERL 9, Enter Z3F L.
Operation % Delete Non-Selected |C3REL £,

Parent Joints /—R%=7Ix . Display 759 %% EL*

T +(FFR)EEEV v L T3 B, Jointl %
ICRELE Y, Parentl [$ZBDEFICLET, CNT IRTOYV31 Vb
DEGHERINE LTz B3V MNeERICERTEEY,

IK Chains /—RERYRNT—OTT4RICRRBLET, €D 1D
B®D A1 skeletonblend_controls %#Z#i L. 2 DED AN
IC parentjoints / — R%x 5L £ 7, Display 759 %REL £,

INIA=RIT4BZT+(FZR)EBBE%E )y L. Root Name DIEDXK
%Iy LET Lhip 31> &R T, (Scene View ICh—YIL
B\ EF) Enter Z#RL %9, Mid Name % [_knee. Tip Name %
l_ankle IZERELE T, RENZFEALTY31 M EBEIRLTHLWVTT L.
LEE AL THDEVEE A, Match by Name #4>(CL. Blend % 1
ICERELT=5.Orient Tip A VICLET, +H(FFR)EBEEZLOI—E Iy
LT CAIIOVWTHREUFIEZEDELFT,

Rig Pose /—R% parent /— R ¢ ikchains /— R DREIZEM

L¥d. EADankle 31> 50) o LTEH L. 1>/~
AFXITAVADMEEEL TWBZ e =R L F 9, Match by Name %= 7
VLD T ankle V314V ME IKFT—YDIVRITT VR LTH)
ELTWVWETD,

BEZEHT & L. BRHAYWARICHAD £, ZHd. knee 31>k
MYARNI TR LTERSN. BYICEBSh TOW AW EHERE
T, HOBIAICBENT 2L DICLAITNIEARDEE A
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Rig Pose /—R7% &4 rigpose /— R ¢ ikchains /—R®D

BISBMLET, Shift ¥ —ZiRLAH 5mEA D knee V317>
FEERL. ENSEZF v I IADRIAICENLES, TNT. IKTORD
BEFERICEBITTTT,

1 DH® rigpose /—RD% 1% rigpose_ankles. 2 DE® rigpose ./ —
RO #% knee_offset IZL %7,

rig_ankles /—RIZRD. £A®D ankle V31> bz T ANLE

To Bz ATy bLIcD T EAHBICHNZZCIEHD £ A
F7-. knee_offset / —REZATREH:D L. IKFT—>DYAANI T
JRELTHELTWB I HREELET,

& ob Skeleton Blend /—REEMLT. 1 2EDAAIC

Add Edit —— skeletonblend_controls /—R. 2 DB D AAIC ikchains
J—REEGHLEFT. COFLL Skeleton Blend /—RD /1% Bone
Deform /—R®D 3 DBDANICERHLET,

D/ —RD%H % skeletonblend_ik |IZZ & L. World Space 77
Ry 2A%FVIZLT, weightl % 1IZRELET,

rigpose_ankles /—RIZRD. ankle V31> FvTFvL
e =Tz REB T AN ESh T ANLET,
COFERTIE TONT Y aRELTERZT AN JIC Yy ad
DRIEIFTVEEA. REBARDITIE REDOIO Y ~—)LIC rigpose_
ankles /—RIFFERALBVNSTT UBOFIETIN—ITvhDt vk
TYITERBREL. BEERO YTy T REEESETHS. FI2EDtyh
Ty TETYMNMIFRELET,

b’ FK/IKDTL VR
KX FKETLYRTZHEIFVKODBDETH CDL YAV TIAER % %@ 0O
LEEA. COF VI IRDMICIE IK LIMEDBRWHASTY, TLVRTS -
ICIE. rigpose ZEALTWS T Y MDD a1 U bDONSA—5%T
HE—KLTHS. IKChains /—R®D Blend 7~ E2— 2 ERTEH\.

IKYa—3> ¥ rigpose DEIEE 31>~ ~DRE T Skeleton Blend % e
FRALEY, 77— - Ta—RICEMAHNE COtEYhTyTETBILIC
BBTL&D,

HOAN—ZAFXITAVR
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YA SAANOL A NI

RBzIA2rO-ITBDIC EBRIBRUN-RTY DY Ty TZEBLET, HD (heel) HIL—FT. DES (toe) . K—)L (ball:

TBETHOH) . BE (ankle) DERICHEDE T, KineFX BSEBICIERTE, TORTILIICTLURTEET, CCTRERERS
ICBRBRLEITH a1 bt o TVBD T, INTERICKEETSIET T,

rigpose_ankles /—R%xHIBRLET, BEIE. UN—=2Tvhk
DLy Ty EERLTIVNA—ILLET,

skeletonmirror /—RH'5 Delete Joints /— Rzl =4 Display 7
SYHBELET, Group DREDKENE D 1)w L. Scene View T
[_ankle. L_ball. [_toe. [_heel 31> %:ERLFY, Enter L.
Operation 7% Delete Non-Selected [Z5&EL ¢,
FUAV—EEREISE T Ry T—URYIZDOFDEEBLSICLIZL
EEFE AV —Z A UYL TRy ZEMLES,

Parent Joints /—R#%E/1L. Display 759 %R EL £,

+(FSR)EBBEV )y I LT a1V MENL. Jointl %
*ICERELF T, Parentl I(FZEDFFICLET,
2 DH® Parent Joints /— RISt Display 759 %R EL£7,
Scene View T l_heel 31>~ [_toe 31>, Lball 31>k,
l_ankle 31> b0 )y LEFd MMB VW LTRT LET,
INIA=RIT 4B TIE. INHDI 31 VDR DIEE TR RINET,

= Jointl @name=I_toe | Parentl : @name=[_heel

= Joint2: @name=I_ball | Parent2 : @name=I_toe

= Joint3: @name=I_ankle | Parent3 : @name=[_ball

®
®,
1%
.
8,
£
B
.

Skeleton Mirror / —REFT—VITENMLET, /STX—4T
7 2® Naming T. Find Tokens % [_. Replace Tokens %=
r_ICRELEFT, cNTAHOUN-Z Ty EERR TEET,

COBEEADITANTOYa( U ME FUDHILDOR IV CELLEIT
To COIDUTDR-REHRETBHICH BN ELEETNET,

flCty 7w LT deletejoints ¢ parentjoints DFE

_ IC Skeleton Blend /—RZEML X, CD/—RDHEIZ
4. skeletonblend_reversefoot |ZZ % L. World Space Ftv /Ry o X
ZAVIZLT weightl %= 1IZ38ELE Y, Group DEDRENE Y )y Y
L. £a® ankle >3 > N #IRLE T, Enter IR L %7,

skeletonmirror DI Rig Pose /—R%ZEBMLF, rigpose_foot |-
LBEZELET, X, skeletonblend_reversefoot /—R®D 2 DE®D

ATNTERLES,

164



ikchains /—1:(C Display 759 7% & E L %7, rigpose_foot
J—RICEEL. _heel 31V MEERLET, TDI31 >k

DWEIRCEALREY/

EEH G . REMOF =22 hBEET, [_toe V31V EERL
i C EELET, ACESICUN—RTYRHHEEEL. IKFT—>D T 0T+
pAANOE S
=&IF Clear ZIL T IRNTOII1 U MEHIBRLE T LWKONFET

FIBILET, HDEDTaA U MMIDVTIE X >V O—)LO—EB
CLTCHIICE YR 7Y LT, heel V31 hEFERLEY,

\—X7v ko skeletonmirror &

T ] rigpose /— R DRI Skeleton Blend /—RZBIL £,
TN e ZD./— R0 % skeletonblend_heels |ZZ % L. World Space Frv

IRy I 2 A LT, weightl 7 1IZRELE T, €D 2 DEDANIC

* \ MLy e skeletonblend_controls /— RO HEHHL &7,

ECR

b’ REVERSE FOOT SOP
Reverse Foot SOP (3. EDIrO—ILHIDFRIT1IAD
ENEh|CFIATEE 9, Reverse Foot SOP (& B DEER = FlffI T
BATAAR, BUADIAO—IHHDET, =L, CDLYR

CTIIMERLEEA.
CCTIRFMEETIN=RTYRYUa—2aV%ERLT 31>
P EDLSICREINIERELRD Y O—-ILDRENZH ZFT
FYo

Group DIEDKRMNZY )y L. 22D heel P31 M#ERLET,
Enter 3L %7, X7V FO—ILOD rigpose ZFEIRLT-5. EFic
IFEOIHEEENLT b7y T2z O—ILLTHFELLD,
COG Va1 U MBRL T ETICEA L THL IKFT— VIEBEYNCFEEE
3139 TT,

Attach Joint Geometry /— R % skeletonblend_heels ./ —
R & rigpose_foot /—RDICEEBEL Y., D2 DEDAN

bonedeform ./ —R|C

IZ« Main Controls v b7 —2 7Ry 2D mergepacked /— R =KL
F9, C0/—RIC Display 754 %% E L. Scene View T Enter %3 L

toe & ball 31> h2ERL. G BBLTX 7O ILR1—ILZBRALT
circle_ctrl DA XNUERDITEY, EEOARL—>a>d>bO—)L

W —JL/N\—T. Mode %z Tweak Shapes I[CZE L %7, toe ¢ ball >3-
VEEERL. GEBLET, EZRLTRT—IL/\VRILICLTES. RO
NYRIVED)YD & RZwF LT AYMA=ILEK 03 ICAT—ILLET,

Display 75 9% &R EL 7,

rigpose_foot /—RZEELT Lball D7R—Z%RDET,

#_ Reverse Foot re f 1

x|= Uppt hint

Color

Offset Markers  Roll

Bend Li

R—)L (ROLBETHSH) ZEEI LB L. DFERHBAZOTIEBL.
TEBEET,

1_hip
1_knee
1_ankle
L_ball

1_toe

Advanced

JN—=RTvbkDy T v



ikchains ¢ skeletonblend_ik /— R D& |- Skeleton Blend

J—RZEBIMLET, D/ —RD%HEI% skeletonblend_toes
IZZE L. World Space 7Ry 2%ZFVICLT. weightl = 1|
FELFT. 202 DEDAAIC rigpose_foot /—RDOHNxEHFHL &
T Group DEDEH=ET w7 L. toe & ball >3+« >~ERLET,
Enter L %7,

chThall o3> hZEERT 2. DEFHMELVWABZRSESIZHRD
FL1o

rigpose_feet /—R7%ZERLFT, CD/—RICITEBD ball

Ctoe DI UEDHDNIANINTVWSZ EERESRLE T,
TARTOY 31 ML T, Translate. Rotate. Scale /{5 X—% LT
RMB 21)w% > Lock Parameter #:&iRL £9, TD%. TNENDT3
<> @ Rotate Y TRMB 2')w% > Unlock Parameter %R L £9

CNT NS 4202312 bOVWTNHAEEIRLIZC FIC, Rotate Y D
AHHMEARIEEICRD F LT,

Main Controls = b D=2 Ry RIZRDET, Box /—R

Ry T —2I3BML %Y, Uniform Scale % 0.02 |ZE%7E
L%9, IZ Color /—REBMLT. FBICRELET, CD/—R%E
mergepacked /—R(ZHEL T, Name 2 = box_ctrl I(ZRELF T,

parentjoints /— R ¢ knee_offset /— R D[ IC Attach Joint
Geometry /—RZEBLE T, 2D 2 DEDANIC mergepacked / —
REEGLFJ, Mode % Tweak Shapes |CFRE L5, knee Y31 >k
ERLEY, GEMLTRIO—IILAT—)LEFAL. box o7 X%
8o,

knee_offset /—RIZBE)L T, 2 DD knee V31>V bDAHH
UZRENTWAZCZHERLET, TOmMADI a1V MIXL
. Rotate ¥ Scale /{5 X—%_ETRMB 21Jv% > Lock Parameter %=
BIRLET, CD200V31VME BENZL>TIVO—ILTEDLD
ICARDEL,
. M5 ORED Translate % -0.15,0,-0.05 [CEREL T,

BECHEBOYVIAI VN EERTIDICERLIEINSIARTOD/—R=ZH
CRYbI—=9RYIZ%ENL. Leg Controls Y &% (T T,

1 RIG POSE (182!
CCET. RigPose /—RE@EALTUSET AL TS &L, FoX—Sg0  leree e
O-LUEBRTHLEE SO/~ REEST, by TILALICTOE— =
INBNTA—BEEYR TV T LD FORLTEYROERBICR RTINS :

TV EERIBEDTETEY,

COLIe/—RDEY R Ty T TIE REBNTA—2%R>TEMLT, byTL
NILCRETBRIIAIVIDBIMENTLES D KLBDET, el X REV%Z
FEX Ty I LT BEBNIA—FZHIRLTLESAIREMDHDETY,
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HlerEesod>rcO—)LOTOF—k

HEEBOIANTOIAVO—LZTZA—EHFBATERLSICTBICIE. NIA—FZTEY DM TLAIICTOE- M BHED
HBOET, COFIRZITOBVE, VIX—RIHBERIAVMO-IINZETIEHTETERA. Flos PZX—RITEALTIELLARLVWNS
X—BZIRFICLTEIEDARETT,

Assets XZa—7'5. Edit Asset Properties > Fur Dude
Anim Rig 73ZRL £ 9, Parameters X 7%z 7w L% T,

THILA % 4 DIER L £, €NEMN Head. Body. Legs. Main © 1%
[T E9, COG /NS X—%% Body 7+/L 4 Main /Y5 X—%% Main 7
IWRIZRZY I LET,

Legs 7#)LADHRIZ 2 DD T =ER L. 2 Left 5L T Right
CEI RS E T, Left Heel /X5 X —%% Left 7+)L4(C. Right Heel
INTA—%% Right 74)LZITEBMLET,

knee_offset /—Rh 5. |_knee @ Translate {B% Leg 7+l

A0 Left 7AILAIIRTvILE T, %% Left Knee Offset
ICZELFY, Channel 57% V1 )y o LT, 774)L+% -0.15,0,-0.1 |C
FELEFT,
rigpose_foot /—RT. [_ball ~>3-1> 15 Rotate Y = R5w L.
%% Left Ball Rotate [CZZ& LT, Range % 0,30 I[CFREL F9, Ffk
IZ [_toe 31> ~h'5 Rotate Y = RZwo L. %F1% Left Toe Rotate |
ZE L. Range = 0,20 (C5%E L £7, Knee Offset & Ball Rotate /\
TA—AZDREIC Separator = RZ v LE£T,

BRBIUVAERICOVTHRELFIEZRORLET,

Accept =7 )w o L. FILLWASX—=R OV MO EZ Ty
MIRTFELET, 1 DLEDOLAJLICESE LT, furdude_rig 1L

| (T UNSNIET YN AXA—REHERLET,

BN 150/ (5 X —2iE, (EEHROOYI LTOENISICRESNTLE

T CNBDNIX—REZDEETANT ZDTIERL, test_rig #FE>T

TRARLELELD,

FybhD—oa2—T, 1 2L Ttest_rig ICRZ L. HLLD
VRO—=IDRREINZESICAEDFE LT
Scene View DTF AT DI S EREERZ. NVRILPTO—T1>Y
INFIDINTA—=REFE>TEHLET,




skeletonblend_ik /— R Hh'5 Delete Joints ./ — REIE &
BT, 2D Display 755 %REL 9. &% deletejoints_
spine IZEELF T,

Group D#EDKEN% 1) L. Scene View T spinel. spine2.
B spine3. neckl. neck2. jaw 231>z EIRL £, Enter L.
: Operation % Delete Non-Selected |Z3XEL £,

Rig Pose /—RZEMLT. %#I% rigpose_spine |_ZF
= = e L&, skeletonblend_ik * bonedeform /— R DI
Sl W RELN Y| Skeleton Blend /—R%ZBILEY, /—RDHEI% skeletonblend_

i spine |IZZ&E L. World Space F v/ Rhw o %EFICLT. weightl
ZLICRELET, 202 DED AN rigpose_spine /—RDH %
BLET,

EECEBOY A VNEEETIDIERLIEINSTANTD/ —REHE
Oy RI—=ORy Y X%EML. Spine Controls X 27117 £7,

P S 1 RO SRR

© [l ® A

rigpose_spine (Rig Pose) node

Display 755 %% E L7=5. Scene View TS F—=#3RLAH
BIRTOIIAVIEERLET, 5DV VAT
R=XDUZANMIBIMINET,

NBIRTOYIAVMIDWVWT, Translate KU Scale /NTX—%%
AvoLET. CCTIEERDAZHRLET,

Assets X—a1—h'5. Edit Asset Properties > Fur Dude
Anim Rig 7 #RL £ 7, Parameters 3 7% 0w/ L %7,

neckl. neck2. jaw % Head 7#/LZIZRZw4 LT, Neck 1 Rotate.

Neck 2 Rotate. Jaw Rotate ¥ #47i% (T %, spinel. spine2. spine3
% Body 7#/LRICRSwS LT, Spine 1. Spine 2. Spine 3 ¥ &%
[TE£9 . COG INTA—REBEB/INTA—ZDEIC Separator #BAIL £,

Accept z7 )y LET, CNTHLLIAVFA—LUAUIICREFESNEL
oo test_rig TOAVRO—)LARLTHELELD,

AN x50 10—
COVITIE Va1 OEEEERLTEE 2Ly Ty 7LELR Jhid
TAT—RFRIFAIRLFENZHDTT, UTDMD/N— Y ERILL, Ao 5 roaeinmie fur suse snim 7z
VORI DI IA VM EAR—ZIC, RigPose TRy b7y FLT, byFL 10 P e e

Transla

NLIZZAE—RLET,

CNEON—VICIEOO=ILPAAXRIIXERLEEATLT, Scene View
TOaA VM EBEISGERTEZDNS T, IRTOT3 MO O—ILY 5 :
AXNUDKREREDITTIEHD FE A - 761985
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HoId>~Ea—)L

Rig. AVPO—ILTF XM ZFE>TERL: (eyelid) 2y b7y T L. ERDEo1 a1 U EBIRLPILET, &/ VOP EIRE
1% Houdini DRIDE Y2 a>=2@ERALT. BOZ—5v 231V M2IRERD Look At ELTEY N7V TFLET, CNESDN—YDUF
YIDET LIS, BYBNIA—RZ2Fv3 7207y MIBEZ7OE—FLET,

2l
“
&
I
-]
L1
+
L]

Add Edit Go

G

HEE EFFES® QO

skeletonblend_spine /— R\ Delete Joints ./ — RE 7 I%

SH T, Display 759 % E L. deletejoints_eyelids %4
IS E 9. Group DEDKH% 1) w2 L. Rig Tree T upper_lid &
lower_lid #3ZR L £9, 71—Vl % Scene View |CB&1L T Enter =L
7=5. Operation % Delete Non-Selected |ZFREL £,

Rig Pose /—R%=BML T, &#i% rigpose_eyelids (CZEL£7,
Display 75 9% & E L5, Scene View TS F—%IRLANSTRTO
DMV ERERLET, IN6DOYV31 VM TR—=XD)ZNIBMNS
nEy,

skeletonblend_spine * bonedeform /—RDfE |

Skeleton Blend /—R%ZBIILET. CD/—ROLH%
skeletonblend_eyelids |ZZ % L. World Space Fxv Ry I X%
FVIZLT, weightl 7 1 IZRELEF T, €D 2 DEHDATIIC rigpose_
eyelids /—ROE=EFELET,

deletejoints /— R ¢ rigpose /— RDE(C Attach Joint

Geometry DA XNIZERBELE T, €D 2 DBDANIC
mergepacked /—R7%EEHTLF9, ZD./—RIC Display 759 %8&E
L. Scene View T Enter Z##L %7, Mode 7' Assign Shapes (Z38E &
NTVWRZEZHERELET FRXcDI31 a2 DD HERLIES. G &
L. x7O0—)LRA—IL=ERLTcircle_ctrl S X~)%BEDI3ET,

EEOFARL—>3>0>bO—)LY—)L/N\—T. Mode %
Tweak Shapes ICZZEL £,
eyelid 21> NERL. G BRLTN SV R T4— LAY RILERRLE
T EZBMLTRT —IILNAYRILICUTIZS FRRONVRILVED )T & RTy
JLT NS0V A—IDDUNEBREZETIAAIRTTAT —
IWLET (NTX—=RITT 42T 0.5) o

L upper_eyelid ~31 > FEERLT, £I120.02 BEILET, R

lower_eyelid 251>~z #ERL T TIC0.02 BELFT,
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o

W

~eyeball (rigpose_eyetarges
eball (deletejoints_eydBal

@rieball
XY

)

Assets XZa1—h'5. Edit Asset Properties > Fur Dude
Anim Rig ##R L £9, Parameters 2 7% Vv LY,

CNBIRTOYIA>MIDWT, Translate. Rotate. Scale /\ZX—
Z#EOvYLEY, Rotate X /NTX =&V IRRLEY, rigpose_
eyelids /—RT. Rotate X = upper_lid h*> Head 7+l ZICRZv I L
%9, Range % -10, 30 (ZEREL %7, I, Rotate X % lower_lid h5
Head 7#/LRICRZwJ LE T, Range 7 -20,20 ICHRELE T,

Separator #BAILT. BEOI >V rO—/LABEHOI > ~O—ILHSDEIL
ES

Accept z7 )y LET, CNTHLLWIADFO—LUAVIICHREFSNEL
oo test_rig TOVbO—)LEEHLTHELED,

skeletonblend_eyelids /—R71H'5 Delete Joints /—R%

D SE T, Display 75 9% 7E L. deletejoints_eyes &
HRIZEMITES, Group DREDKH%EZ )7 L. Scene View T eyeball
LU eye_target V31> b EEIRLE T, Enter 17 L. Operation =
Delete Non-Selected IZEREL £,

Rig Pose /—RZEMLT. %#1% rigpose_eyetarget |[CZE L £7,
Display 75 %% E L. Scene View T eye_target >3 > FERL
9. ZDVIA VNI R=ZDIANMIBIMEINET . Look At R T
J>bA—IILTEDT. eyeball 31> MIHEDHD FEA. eye_target
234> MMIDWVT. Rotate KU Scale /NI A—2ZOvILET,

Rig Attribute VOP /—R%ZEBIILE T, 1 DEDASIC
deletejoints_eyes /—R7%. 2 DEHDAAIC rigpose_
eyetarget /—R%uEGLET,

skeletonblend_eyelids © bonedeform ./ —RDfEIZ Skeleton Blend
J—REBMLET. CO/—RD%HI% skeletonblend_eyeball (22 F
L. World Space Fxv 7Ry X%=ZFVIZLT. weightl %= 1|Z58EL
9, €D 2 DEDASIC rigattributevop / —RDHNEHFFTLET,

bonedeform /—R|Z Display 759 %R ELET,

rigattributevop /—Rz4T)IL )y LT, RICADE

9, Scene View T eyeball 31> +% 1) L. eyeball
(deletejoints) N—>23>H Ry NI —UTTARIRTVILET, THIC
&D Get Point Transform ./ —RAECE S F 7, "1 First Input
S50 eyeball 31> MITF+—HAT2S/—RTT,

eye_target 31> %z 01)y L. eyetarget (ripose_eyetarget)
N=23 %Ry R T =TT RIRIVILET, NICEKD Get Point
Transform /—RAOECE SN F T, "3 Second Input H'5 D eye-
target 031V MMITF—HATE/—RTT,

eyeball >3~z )yU L. eyeball N\—>3>%&xwh
T—JITA4RIRTvI %Y, Set Point Transform ./ —R

| pEBENET. Cnid eyeball D31V MITA—HRT DB/ —RTT,



Tab > Look At (KineFX) Z3ERL. /—RFZHRRICEEBELFT,

eyeball getpointtransform /— R ® xform 7% lookat
/—R® from AJJICHHEL F9, eye_target getpointtransform /— R
o xform /7% lookat /—R®D to AJICHEGILF Y, lookat /—RD
outxform /7% eyeball_set /—R®D xform ASJITHEHL £,

BREKD A AN RELLTWVE T, lookat /—R7%i#R L. Look At Axis
FLICRETDE BRI T 2y Ty LI SICRELIZABE
—HLEd,

Attach Control Geometry /— R % deletejoints_eyes ./ —

R rigpose_eyetarget /—ROBICECBELE T, €D 2D
BOANIC. FlIFEDFRYET—UH'5 mergepacked /— Rzt L &
Fo CD/—RIC Display 750%&E LT, Handle V—ILICEBILE T,
Mode 7' Assign Shapes [CRESNTWSC CZHERL£d, 3D Ea—
Teye_target V31V EEIRLICS. G &L, RVO—ILR1—)L%E
B LTsquare_ctrl DA AN EEDITET,

bonedeform /—R|C Display 7549 %8&E L7, rigpose_target =
7w LET, eye_target Va1 > NEERLTENT L. ZNICEDE
TREROBENEDLDET, Undo ZERITL TTDUBICRLET,

BZERTADICEALICIRTO/ —REECRY FI—2
3, | parameter beseription Ry Xz EBML. Eye Controls 717 (I1TE T,

Assets X—a—h'5, Edit Asset Properties > Fur Dude Anim Rig =
§ ZIRLF, Parameters X 7%=y LET,

rigpose_eyetarget /— R T. Translate /5 X—4% eye_target
5 Head 74/L4DE (eye) D> avIlRSwI L7, Eye Target
Position “&FI% T IF£ T,

Accept =7y I LES, CNTHLL IV O—IDNUJIREFINE
L/TCO

test_rig TOVRO—LEFLTHELLD,

ZOAVRAO=ILITDTRTO/IS—YHRELE LT HITY
AUNDTZX=23 %[ ITROSNET, TAN)ZDAE—%H51D
ER L. FDRY T — 0% E>TTZX—LET,

COTVNT YNNI DY — 2T 7 A )NEBDA VAR 2%
MTEET, BTRO(EBEMATIRES. TRTDOT7 Y EHEINE
o CNDN TIORIINT YT %FERLIZNATZ51 DR A T,

5)1 VOP TOUFx>4

Rig Attribute VOP (Z.COL YAV TRALIEHDOUIMIH T EIFRY 2 —>a =R MHBLET,

IKFT—NIFTDHETHEETE. glCERLE IKFT—>SOP ICIEZED 1 DAEENTVET,
VOP %93 . Curve Solver. Realistic Shoulder. UIN\—X 7wt BRED YTV TITEE
T, Scene View 1'5 VOP Ry hDT—2120 31V b2 RSw I TERINETICRWT—o 70—
J—o70—%Z@RELET,

Boad>rrO—-JL



IN—F 16
A\Y -7 — o N N
gD 7 _X—2 3>
J7— + Fa—R (Fur Dude) Ic¥ — 7L —LERELT. YA I EERLET,. Channel List ZERALTF v 2L ELSBHL.

IOV I938E ILLW—ILHERALEY, BEASITHAIINERBEIE T, #$I<T77— - Ta—FREEELELLS,
CCTOEER. BEXDF—T7L—L7—o70—%5BEL. KineFX JJDT A= A EZBR T3 TY,

FITIVTUMARIUCBEIL FT, Tab > Geometry ZEIRL T
J—RZERELFT, %% walkcycle ICZEBLEFT, IRTD
A7 U@ Display 759 %4 7ICLET,

ATND)yo L Twalkcycle DFIZAD, ZyhT—2oE2—TTab>
Fur Dude Anim Rig ##IRL £, Enter 1R L T, BRICERBLFT,
ZnEFLLWOYoN—=23>d Fur Dude U T, ONBT7ZX—KLT
WEXT,

COHETIE V=VIBIN=23>0F v 5027y b2 BRBELET,
ZOY—=>T7I (ERIFEEDS—>T7IL) IZIE EHON—V3>
HEEBETE. WINDTA AV LEDORILT7 Y hNEEEZBRBLET,

Desktop X =z — (ZZTld Build) 75, Animate ZiZEIRL %
To F—TL—LT—070—ICHISELIc/ARIDRIRENE
T /AL T, walkeycle 77TV MIRZHENHD £,

0D Channel List &, F¥ 27207 =ZX—>3>07OvE VI TE
BRREIRRLET, PToXA=2aYITARTIE TX—=>30h—
: THERRELMRETTET, COLYRVTIE B1EF27OvF I8 5%
B TIor . H—TORERTVEL Ao

abs Help | [H Animate @ Main oy kD=2 21—, walkcycle 77>V RO fur_dude_

anim_rig #3RLE T, NIX—RIL T4 T ALDRYIR
TA A% 1)y £, Parameters and Channels > Create Nested
Channel Groups #EIRL £, Ry T T7v 7T U1V RUT Close #01)w
ILET, TEYRDNTA=ZAURNEN. THILAFNCEEBEINTL
7,

fur_dude_anim_rig 7v >IN —TDEOEY 71> %0 )v oL
TCINBOFv oI EEVBOLET, ZA LTI VD TL—=L1IIRE
TNTVWBIEEESRLIZS. KEHLT. IR TOFvoRILICF—TL—
LZRELFT,

ﬂ Fv > RILOEE

TN EERT B EDF v RIDTF v o RV ZAMIGHAENET T, K2 9 &, %S
DIV MIF—TL—LERETEET, TOVFIIDIDICF v RN ERHAATEEE
ICLIEWERIE FrorILeEVBHTED FrorIII—TelLTEREHTEVBOHLE
To FroRITIN—TET Ly D SERERTEE T, JIL—TI3 FvI72HD Ul 28D
FOITBRLUINMIBEDVTRRENE T BEDIIL—TZBRL T KEDFr oIzl
BOIBLHARETY,

[T 4&)»"1 ﬂlbl—'—’"—‘..—.—’.—‘.—|.—‘.—8
i}‘ﬂﬂ@ﬁ 1 i 1 » 4
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A

BALT17% 10 THIRL. 50 TR TITBLIICRELE T,
TL—L10IIBELET, IRTOF vz BoOLLE
REOEHE KERL. D51 DF—TL—LERELFT, KICF—TL—
LzRELTHE R—R e[ F2T BB LET, R—I2 7180
T F—TL—LZRELILTL—LTENEHENET,
LD heel ZFNICEN L. LICEES TR — Xz ERLET, COG &
LTS AD ball =5iAICEEEEE T,

FL—L151Z%FL. KEWLET,

EOHDEzEE L TESICLET, 7efcL. BEIELEEA.
EROBSICEDETCOC ZEMLET, LRICEDET. HD heel
LICBELET, AD ball Z[CERL TTicR L. B2 TF5ICLET,

COG #ERDAICDLEE ST T, BBED 3 2DV31 el KHh
ElEr T8 T, COEZERALTHLIVTLELD,

FL—L20IC%BFHL. KZHLET,

AD heel =RIICED L. LICEERSEBToR— =2 ERLET,
COG =X LTI ED ball Z51 5 ICEERSE £, DFED. JL—L 10K
[FFEDR—XTT o
COG tBEBDYar > zEE L THRRICELEY,

FL—L25(BHL. K2HLET,

BD heel ZREL TESICLET, fefe L. BENILEEA,
BROHTICEDOETCOG 2B LET, £RICEHET. Z£D heel =
FICRBLET, £ ball ZEER L TrIcR L. B2 F5ICLET,

COG E=HRDAICVLEERIEET, HFD 3 2DI31 ML\ Hh
EERSET. COETERALTHLIVTLED,

TL—L30CBEH L. KEPLET,
E®D heel ZF1IZEM L. LICEERIEIOR—ZZ2ERLET,
COG Z VLTI AD ball #5175 ICEEIEET,

COG L BB DYa(rhzREL THRRICELET,



CDNE—=>%TL— 150 FTHITF T, ALR—IZig0R
T BNSECHT TV EERTEE T,
CORRT RO TUR—AEABLIED. TR 5N TEFT, F—
TL—L%ETHISBMLT. BRTEZTI72aVHEERL THLVTLLD,
BOEICEILLETETZX—MLIED. BB3A. 50 7L—LUEDEW
TZA=23VICLTHDEVEF A

fur_dude_anim_rig /— R DE 71% ROP Geometry ./ —R|Z

, BEHLET. CNT 77— Ta—ROIAXR)DF vy a%
R TR T AR—FTE5L51280F T, Output File ZRDELSICERELET
$HIP/geo/furdude walk.S$F.bgeo.sc

Skt Sr %I, Valid Frame Range % Render Frame Range ICREL 7
Start/End/Inc /Y5 X—%T RMB 2w L. Delete Channels &R L
9, Start # 1. End %= 50 [ZERELF7,

( l’: rop_geometryl Save to Disk R&>% 01w LT, ﬂFV‘y‘)z%?»fZ?tCﬁﬁbi@%
furdud CNEFE>TRIZE T 7—ZEBMLET,

fur_dude_anim_rig /—RH'5 Attribute Delete /—R7%z 7
I & %9, Primitive Attributes T Cd #3ERL £3, N T
ERTAN=YDE. BT—DEOBRHINET,

attributedelete /— R DH71% USD Export ./ — RICHE#TL &

To CNT 77—+ Ta—ROIVAAN)Z USD 74— YR T
IUZR—NTEDLIICHD T, Output File ZXDLSIERELET,
$HIP/usd/furdude_walk.usd

JRiZ. Valid Frame Range % Render Frame Range (C38E L7,
Start/End/Inc /85 X—2TRMB Z1)w% L. Delete Channels Z:ZRL
F9, Start = 1. End = 50 |CERELF T,

Save to Disk R 2> % 1) w7 LT, Frviak USD 771 )LICRELE
To COT7AILIE BOL VA )T O A TERLET,

E')’ VIX—=23>0OF vy aft
Houdini DT7—270— 370> —JvILBT®. 7ZX—23>OF vy afbidxticnErRbD
FTTREBDEHA CORYRT—IDTZA—=300F FEDRYNT—ITERLTIIN—ZVT
TBHILHTEXTL. Solaris TEHET 3751 USD ICEHRI B EHATAETY, TrviafkdX

Dybld. 7ZX=23 %EELIED RE LT RO LD T7 I ZERTERETT . Chld.
TOR I aN e CEBEICITFEHE R T SO—F T, Solaris TId. T4 RI%B8I3 USD 77
TILDHEHDHENTHHDET, Houdini IdT 1 RIDNST7ILZBBTEZDT. WOTHEHICT
A=23VBBELED HFILWO—T U REHATEET, £ic. TNSZBENICEIST 545
ICTEFEY,
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N A\
J7—OEMmedIL— L
CDFvZ 8% 77— +7a1—F (Fur Dude) L &I T-DICIFBANHDET, SFTEAIIN—IVFY—ILZFERALT. HBLPHL»
AT7—ZEBML. RREEITULISEWSDITTY, JIL—IVJRICHRS ST RO T2 ERLT EE. /707 (R) AT —
DRAAFZYRZENML. FurDude DHITICEDLETIIaL—bLET, BRLS LAV TRICIIZAR—MLET,

Grooming 7 XV by IHIDEZ ET, 4 DOBIFEOF T
; DT UM EXYNT = IRy I I TEA. TDRYI XU Rig &
Animate C 5B Z T E T

FYhD—UTIT 742 T, Tab>File ##IRLF9, /—REEELZS.
AITNT)y I L THRIZADEY, Geometry File DED ISV IRE>

§ 1)y LT\ SHIP/geo |_¥®8) %7, furdude_walk.$F.bgeo.sc
i IR0, Accept TR £7, Blast /—R%ZBNL. Group % fur_dude_
body |CFREL 9, (RICEFTES LS. Delete Non-Selected F v
IRy 2EFAVNCLET, Display 759 %BELIS. 7TV UM
NJLICEEIL T, &Ri% fd_anim I(CEE L X9, TOF TV UM% Alt
RSy L TCaE—%1ER L. fd_rest c &A% ITET, ZDOHICAD,
Geometry File % $HIP/geo/ furdude_walk.1.bgeo.sc |_ZFE L %7,

BALRATAAEDLEDELLD AADFA TS TIMNMET7—

Ta—ROEMNN—3 T B5—FIET7ZA=rTh TV
*9, Add Fur RZ>% 201w LET, fd_rest 231 >V b EBEIRL T,
Enter L %7,

RIS fd_anim 341 >N EER LT, Enter 23R L £, fd_rest_anim.
| fd_rest_deform. fd_rest_hairgen @ Display 755 %4 7ICL%9d,

; fd_rest $ &0 fd_rest_groom @ Display 755 % 4 VI,

fd_rest_groom /—R7%ER L. Hair Tools > T/L 7T Set

Guide Length #21)w 7 L &3, Randomize Ra>%=AFIZL
9, Min Length % 0.03 (CFRE L. ARAIDXZ2—h'5 Texture %iEiR
LET,

g 7T SUYREBALT SHIP ZERLTS. tex T LU RIIC
| 8L fur_length.jpg % EIRLE T,

B Max Length % 0.15 |55 L. Texture #BESEIRL 57, HEIOKED

ZER LT, fur_length.jpg ##3RL£7,

CNT. BB BOENIRITINEIN, o lc 77— DRI VA L

[C7RDET,

Hair Tools > =)L 7T Bend Guides =2 1) w27 L7, Angle

745 ICREL T A RZWS DI ET,
X1 Frizz Guides V—I)LZ 0w ILE T RDELSICRELET,

= Frequency = 15(29%

= Amplitude % 0.005 (9%

= Random Amplitude % 0.02 (9%
NTAT—ZLIRITLIcEE BEoI<TEEFA, EVVvED Y
REBLIVISEIE BEEZBMLET,




Hair Tools > /)L 7T Clump Guides =27y L %7,
Clump Size % 0.02. Tightness % 0.5 |CE&RELF T,

Clump Profile 2ZE L9, RORANSFE TS UMERHERL.
AT —DFIHE TRAICHD £

AT OMLARILIZEE L. fd_rest & fd_rest_groom O Display 75
J=ZATICLET, £L T, fd_anim. fd_rest_sim. fd_rest_hairgen O
Display 750 #&ICLET,

fd_rest_groom ./ —R7%z3EIRL. Density % 20000 (ZEREL £,

fd_rest deform /— R %33R L. Hair Tools >T/L 7T

Simulate Guides #7')wv 2 L%, fd_rest_sim /—R T,
Vellum Constraints 2 71Z#%&L. Bend O Stiffness = 5 [Z5%EL
*9,

fd_anim /—R% Alt KS5w L TCa—%1ER L. fd_collision ¥ &5
T ET, CD/—RDOHIZAD. blast /—RT Delete Non Selected
HATICLET, Group ICF. LD, EABMLIZS. Null /—R%EB
LT COLLISION_OUT &%= I1T£9,

AT URLARILT, fd_rest_sim &R L £9, Vellum Collisions
C External Collisons =741 LT. Collider SOP 7% ../fd_collision/
COLLISION_OUT |CERELE Y,

Caching #7% %)y~ LT, Valid Frame Range % Save

Frame Range |CFXE L %9, Start/End/Inc /X5 X—&T
RMB 21)w% L. Delete Channels %3Z&RL £, Start = 1. End %
50 ICRELFT, Saveto Disk 0w LT, vIal—>arvsETL
ESE
ZC T Load from Disk F v IRy I RZFAVICLET, TL—LEICN
T—%#5BIBDOTIER Ty azERLTI7—HEEINDLS
ICRDET,

fd_rest_hairgen /—R7%ZEIR L7, Distribution ®

Density % 1000000 (Z5%7E L %97, Guide Interpolation 2
20—JLL. Clump Crossover % 0.25 [C5REL T, RELHADLERS
EIUILET, CNT ATAIDOAT—%FDI7— - Ta—ROR:-H
NEXEDET,
51, Solaris MEIENS Houdini D54 74> AV TFARNTLUA
2T GTBANT—TIEHDEE Ao RODIZ. TTARAT—ZEDIAA T,
LY IRIIAT =7 Oy =2 v )L EERLTL YR VT LET,

E')’ NT—=T5
IIN—32TFRIMYFICIE F¥ T IEDY—TTR ETAI 25074 ICERT
EZANT=IDZV=IbHDET, AT7—ERLLIED. BEMMCLIED. AvbLT:E
D, BIFTEHTEET, 77— * Ta—RDIIL—IVFICIFfEVEFRATLID
BTINSZFEHALT. BREIAILYIICESENMITHLEVWTLES,

Hair Brushes

4 f r w £ e

1 !
Draw Hair Brush Surface Brush LiftHair ClumpHair PartHair Length Adjust Smooth Hair CutHair  Extend Hair
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N =/ L= N » N N
AV DEECL AN T
2avbkDL A EICIE. USD 771 % Solaris 77— TBEEL. ER%ZEMLZEY, Solaris (& Houdini D327+ X+ T\

LOP /—FZEMLTUSD >—>J37% vy b7y TLET, RIC. T7—ZHHAAT. AXFEFIIZEELF Y, €D, Karma
LS %E>Toav DT LEa— LAV I ERLTHNS. PZRX—2ay =T 2L AU LES,

T AU~y 7% Solaris (CEELF T, /\R/\—T Stage %1EIR
LFd, *vhT—2E1—T Tab > Reference #EIRLTHS
21)w2 L. Reference /—R%&BILET,

Reference File D#(C 4 3 File Pattern =22 L. furdude_walk.
M usd “IEELE Y, /—RDEEI% furdude IZZE L %9, Primitive

{ Path % /char/* @sourcename" |Z%EL. /—RE&%EELT. char
EWSTIIN—TIIBRBEINDESICLET =957V 1)—T char.
furdude DIBIZBRE T2 & BEIONW TS T4 T2 I N THERTE
ESES

SceneView Ty Ea—%R—LTBAR=AN=+H DLSBFRY—I
ERLT ST IHELEZIZESICLET,

~TE Tab > Material Library %= #3RL £ 9, €M% reference /—
S e ROHIICESIL. Display 739 %8ELEY,

Material Palette <=7 |CBEL £, /stage/materiallibrary D
ICHEBERANED )T L. COTT7HBEET, SLyrOEROTT
U7 FvZ)—%220—)LLT. Principled Shader ¥ 77 /L%
materiallibrary fFE2£ U7 RSy I LET,

FYRT—=oE 21— IIBHL T COXTUTILZ Alt RSvJILTIHIC
ADMERLET, 5 DDOXTUTILDEEI . €121 body_mat,
eyeball_mat. eyelid_mat. teeth_mat. tongue_mat |ZZE L7,
RTVTINE =T FTV)—=THHRTEES,

furdude_body_mat T. Surface 27 @ Base Color %

1,1,1|ZRELF Y, Textures 7%~ ')v7 L. Base Color
@ Use Texture = 2')w 7 L TAVICLI=5. Texture DREDRZ > =R
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P Ea-ZRENBLIICADET,

Lock Camera/Light to View "2 > %L, Ea—ZBIZIGLTAXTD

| UBNEHMINBLSICLET, Scene View TAYTI. K. RY=LT

AXSHEBEEL. 77— Ta— RO ENSAICEKESICLET, #1 A
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/—R|ZTemplate 759 %RELET,
Fwh D=2 Match Size /—R7ZENML. polyextrude = 1 DEDA
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Houdini ZFEALTHEMICIvIINET, COLYAVEFRET $5ICIE. Houdini Engine for Unreal 7591212 X +—]L
TRIVEHLHDFET (Sidefx.com/unreal ZZELTEE W), Houdini Apprentice T Houdini Engine #1793 LI3TIFFH Ao
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UNREAL T - building 77ty @ Details /Y%JL D Generate
223> 7T, Rebuild Z1#RL &7, Play z#LT. >—>%
FALET,

ERHBYNCEEL. BORITESETB 8 HE@RIBLIICADE
L/TCO

T T I I

HOUDINI T - Assets > Edit Asset Properties > Building

EIRLE Y, Type Properties 71> R Parameters 2 7%
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Number of Floors IZZE L £, Accept 20w ILET,




UNREAL T - EJLDO 7t D Details /YL T Rebuild %
HLFT, FICRZO—ILF 5. Floor Height ¥ Number
of Floors /XS X—A%FEETEET,

Floor Height % 1.2, Number of Floors %= 2 [CEZEL £ 7,
Play Z#L 7y bz RTE>/h. BEZLEa— L&,

HOUDINI T - HOUDINI IR D, R Td % polyextrude
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I 3EMLTTYVEIRICLET, RO FHROTYy D24 TNIUyIL. IL—
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:’c.)’uv

Houdini ICi&. PAXRILANILTUV Oy h 7y T EBRETRAZTETER
J—RbHDEY, DL YR TlE. UV Unwrap & UV Transform Z{EH LT
EILIC UV ZBILEY, oD ./—RiE ELOETUIJICERLIEE SRS VT

IVIBRTAR TS R<HEEEL £ 9o KDEHALRRICIE. UV Flatten X° UV Layout 22D
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L. Create > Geometry > Grid Z3E{RL £, Enter 2L TRKICELE
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WEH A, copytopoints /—R%z01)w 3%, Target Points H'7tdD
TVYRODARAVMIEDET0-99 ICRESNTUVEZDIDNDET,
0-99 ZHIBRL T, Uy RSERICARYIRZAE—TBLIICLET,

00 €/ ey
& 00 ¢/e g ee

& e

YD —U T T 42T, Tab>Scatter ZEIRLF£7, =
T—UI7 432D grid ¢ copytopoints /— R D& 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 /—REFAHTZ L. TDT 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,

Target Points

RAVERADIE—



FyhJ—2E2—"TTab Z# L T. Match Size Y AL T

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

box /—RT. SizeYZ 0.3 ICRELTIVRT Ly arvaETANLETD,
TRNTORYIADMED EICHZ DR TEET,

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

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

Attribute Name % N ICREL T, CNICEDTRIE 2= 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 /—ROMICROVILET, /—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#%3#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
DY TENETRIE2— . (E5HANAA Y NCESNT,

)

AP—INEUFXRICERLTVET, Houdini Tk, 20> ol ‘f-.‘
ICLTTF—42ompnsarrO—JLEhTunEd,

TrIEa—MITRAI VYR EDRAVMMIBIDE TSNS T8,
RAVMIDZWVEE, TRUEaA—MENSVALIZHRDET,
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N—hk4

Houdini 727 EvhzH 2 1 DIFRK

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,

=== : - s _ Py N EHET 3OICERA L/ — i SIS Ty hO—T
‘ | HOWNTET CDTetd. I —LALRNILTT Y hEEWRDTERS. 5|F

- S EEEMAS D ABETY,

o o [B>r SH®

Operator Name % populate |Z3 % ¢ Operator Label /'

Populate IZZE SN %7, Save to Library DAIHFDHRZ >
=01 L%, Locations Ty R/N\—"T. SHIP/ #21)w 2 LTHS5 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>TERIZEHTE
ESEN

5] Create New Digital Ass

Edit Type Properties 7> RUNBEETET, CD/NRIL T,

TyrDIA—HA AT — 2% BELET, DT VRY
ISFBTERALET, Accept =0y LT, COIrVRUERELET,
Houdini 7 ZIL 72y b TOY— v LIREBZHIF 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—=RICRIVILET,

Play 2L T7 ey bR TEIDE Y, TEYMIHDEITH FICEH>
e lARBBHDEEA. Esc Z4RLTTEYRD UNIZRDE S,




5)’ JBRIARR

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 T7EYMIDWTRICRZDIE. Ry

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

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

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

Actions €72 3> %BE &9, Rebuild K>z 71w oL,
ZEEZRELET, UKD, Houdini BTIMZSNFZEEA . Unreal
=V THEHYNCEH INET,

TEYbOERITEICADELICH TOY =T vy D=0V b
O—L93TeHTEEE AL Houdini THEATES1>2—TJ1—X%ZfF
Y BT — B DNTA =% T2y bOREDS by T LRI TOE—
FLET,

HOUDINI T - Assets > Edit Asset Properties > Populate

%R £, Parameters X )% 01y LE T, XyhT—2
IT4«8T.grid /—R%&EV )y LES, NIXA—RIT12H5. Size /N
2 X—~7% Existing parameters ') X ~D root ICRZ VI LET,

RYRT—OTT4RT, scatter /—R&ED)wILET, INTA—ET
T2 H'5. Force Total Count /X5 X—%% root (CRZ VI LET,
Parameter Description T. Label = Number of Instances IZZE L &
9, Relax Iterations © Max Relax Radius #RZwv2/ L T. ChHD/NZ
X—=B%TyrMIBMLET, Accept =)y od5E. CNHDFTLLY
INTA=BH Ty MIREFEESNET,

UNREAL T - Rebuild R4> % 7)v I L TEEZRELET,

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

NOT7EYNMIRBDORELFEIEHTEET, COT7YNEH

DLARIVTERLT BEOT —T1 AMYEET ZCDRIEETT,
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JX\—F5
AR 2Dy TS

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 ZF = %

T TRTDRYIZADE—DX Y2 LTAVR—RENT
WBZEDDHDET, DED A VIEVIEFEREINTUVEE Ao
Houdini l&. Ry I R%ZRAVMIIE =L SEROIF XN % Unreal
ICHALTWED,
CHUE T — LT LA THEDNENTIFHDE A Ty TV T%
DLBXTAVRZY L. ZOY—ILDEYICHEET L5108 208
NHDET,

houdini_default s

Static Mesh 5

€ko

Houdini Asset

HOUDINI T - copytopoints /— R7%3&3iR L. Pack and
Instance Z74>ICL£7, Assets XZa1—7H'5. Save Asset
>Populate ZZEIRL F7,

NPT THERT B C T copytopoints /— RICEF SN
TWBRYIRIFAANIDE—D TSI T4 T LTRONET, TNT
Houdini T+ > X222y b 7w 7 E 4. Houdini Engine 751>
EFEALTIO7EYMIT+RZICO—-RENZ L. Unreal TOA V&R
DDA ENBZLSICHEDE LT,

UNREAL T - Rebuild R2>% 0w LTEBEREELE T,

Houdini Outputs 27> 3 ICBBILET, 1 DDAV IID
B VR— I RAVMMIA YV RAZ 2 ENTVWE DD E
To TLTC BIIC YR Ty L7 RIE2—MIEDWVWT, [EES LU
27—=ILEnEd,

TIFINDRY I 2% Unreal RIETHID VA ANICETHRZ 2N
TEELTco ITAXTORIENS TESEFRATI NS RT L
ICBIITEZDT. BHDORA U MNMIRBELIZWEEICIZZOFENRE
00 (o0 |00 ’C\\j‘o

-00 |00 00
10 10 10

i’.)’ HOUDINI ®/\y I )27+
Houdini Tld. NI FVST17%ERTZ L. Ea—R—rRRPLY
A JEFICHHIRMICA Y REV A EERBTEEY, A8—/—RICE
FEINTVBIAXNIBBE—DTUSFA NNy TN AV REVR

DESICHDBDNET, COLYRYTRENTWVWEHRYIROIE—TdH
NS NI ZRITIT B TIST1T7H 1,500 HY5 250 ITHAPLE T,
Houdini Engine for Unreal 7> 1> %2 ERAT3 L. N\vITUIT+4T
l& Unreal 1> XAV R LTERH TN BT, SDRMEMAT — LT LA
HETREICRD £ T,

ARV Ay Ty



5)’ UNREAL D1 > RAR>V R

Houdini Engine 7571 Ny PV T4 7% EH T &\
Details #7712 Houdini Output Instancer BMERESNLE T, £TIC
& ANDPAANIE AV REZY R ERES KPR T—IL T 370D
INTA—BZPEENTUVET, COTVREV A%, Unreal D> 7>
YIAVRIDIFAAN) EBFHR . BB AIERBZEHT —— I T T
FEY, H(TISR)EBEEFRALT 1VREZVRETEZANEEBINT Offset 00 /|00 ||oo
UE BLYRTLRTEISICNVI—2avaERTEET, PET e,

w Houdini Outputs

w HoudiniOutput_1 Instanc

(Mesh Instancer) (ﬂ —_ '5 -

Houdini Outputs 2> 3> %&) L. HoudiniOutputl
Instancer zEBBELE T, CORYIRDA VARV %
Unreal ROV TV TBIEZET,

Content Browser . StarterContent > Props Zfi= %9, SM_Bush
70w~ % Houdini Outputs LICRZwI LT, 389 RTOD Scale
Offset # 0.25 (CEREL F9 . YA XUH populate 72w b D7RA
ARV ZEN Ry I RLBLLSICEERE LU T—ILENET,

AVRARZAA TS T CDIEICHZ +(TFR)EBEET VD

LEd. cNT2OENBIMESNET. SM_Rock 70w 7%
# LU\ Houdini Instanced Input EICRSW I LET, 3BITARTD
Scale Offset %= 0.1 [CEREL £,

Details /Y=)L T\ Houdini Engine £ 7> 3ICX70O0—/LLTC. Bake
ez )y LET, Outliner T. HoudiniAssetActor |ICX20—)LL
9, BOTA V%V UyILTERRICLT TIRNTEYMIERT
FBLIICLET, Play ZHRL T — &S EED, REICB SRR SN
AR A HEELET,

RAEDFATITONOREICHZ +H(FFR)EBEEI ) LET,

N T3 DENEBMINET, Content > LevelPrototyping
> Meshes 74/LZICHEL £, SM_ChamferCube %%\ Houdini
Instanced Input £IZR5v 5L %7, Scale Offset = 0.4,0.4,0.2 |
BELFET,
AVRE 2 ENIA T T O ETSITBML. NI -3 58
LIeD A REBZTZDLET, 1V AZVAE LD LEELTZWHE I
Relax Iterations /{5 X —2&EFEHALET,

building 7ty ~®@ Details /Y% /LD Generate £ 7> 3> T\
Rebuild ### L %9, Bake #>3>T. Replace Preview
i p ' » Bake =7 >ICL. Bake R&Z>%& 07Uy ILET,

T~ Play 18L T — 5 EED. 1Y REYAMEENIDF AR HR
£, BEIFA DB LY R Ty TEINTNS, F2—T BRI S
E3IEBDE L e AV ZEVRELEF TV LTI MCIE, BROAAR%
WYY 7Y FLELLD,

192
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DAANIEERLTT Y~ ERE)

CCETR. Co7tyhh populate 7EYMIANSAAMIZEIRLTEE LT Unreal ¥— > DBIFDO DA AN ZfERLT.
DARNIBAVREVZETBTEHFRETT . CCThds Unreal VAXMIZRITEB 7Y M AN/ —RZEMLET,
LRIVEDAT OO 2ERTER . 7A=Y Ty EBFEDT — L7 — DLW B THRETEFRT,

Operator Type: populate

Save to Library C:/Users/rmagee/Documents/HoudiniProjects/hengine_1.

Parameters  Mode  Inp

Pop

SO0P_subnet

»XutH BE sFE® Q@

Sub-Network In|
?  boxl

-
=

o
subdividel
3

3
0 switchl
.

56 SR 2 otate

HOUDINI T - Assets > Edit Asset Properties > Populate
ZFER LT, Basic 27T, Maximum Inputs % 1 [CEREL
9, Type Properties 71> R T Accept £ wo L. BEZFREFELE

| Yo CNUCKDTREYRRICAT/ —FAMER SN, Ry T — TR CE

9, B TIOANEFBLT. Unreal >—>D\B I FXNUZERLET,

Minimum Inputs (30 DEXICLTHETET. CNELDBEHRET B LN
ANDORNEHDHBILENBVE TEYIDHEEELEEA. 545
TEYRMITYIENT AHEIDFEA.

Ry RT— I TT AT, grid DRIC Switch /— REEML

FLW Input ICHEEFL =9, Subdivide /—RZBMLTAS
J—ROBICEF L. ThIE2—MEDS VX LMEDBRICH D BT+ T—
ILHEENBESICLET, Depth = 5 ICFRELF T,
subdivide /—RICIZ=H"F4ET2DIE. Houdini T3 DEDANIC
AHBEHEINTOVEVWNSTY, 1 D EDLAILIZED. box 7wk
DATNEFGLT. CNHESIWEET 2D ETLEa—LPI<LET,
Houdini TRy I ZIFERICHDEENETH. RES—>TIEZDLDICIE
BOEE A

Assets > Edit Asset Properties > Populate Z3&RL £7,

switch /—RH5. Select Input /NOX—2% /NS A—=F1) X
MIRTYILET, Select Input /35X —2%F#IRLFT, Menu X%
21)w27 LT, Use Menu z4 L FET,

0, Grid. XiC 1, Input Geometry Z:E/IL %£9 . Type Properties 71
VRUTAccept Vv L. BEERELET,

CHUSED. TEYED UNHIXZ2—hBME N, Unreal TEATESELS
ICRDET,

UNREAL T - Rebuild R4>% 0y L TEEZHELE T,

#LU\ populate 7y b ZHIRICRTYI LE T, Houdini
Parameters 72> 3> |Z#%# L. Select Input X=2—5'5 Input
Geometry FEIRL £,

Details /¥=)L T Houdini Inputs 27> a IlBEIL. XZa—05
World Outliner Input Z:#R L £7, Start Selection ~&2>%z 1)y
0L 3D =V TERIE T IV T — LD TARTO/N— V& EIRLET,

: i Use Current Selection 27y 0 92 &, AV REV DML NI

ToUhTA—LRICIBSEINE T, LAL. BIcBEDARO TV DI
TIEHDEE A



@ UNREAL Z‘-\Ajj/_ F%ﬁﬁj5 w Houdini Inputs
Ty CAN/ —RERy Py TR, SESERFTETANTA S—
>( I“ U ‘CTOtZ—C“g ia-o | \/7__\/“/75 '7-”373\5 ‘)“Z'X l“ U ’&ﬁﬁﬁf“é‘ eep World Transform

ijo Pack Geometry before merging

Import input

Curve Input 2ty 7w LT, Unreal Th—J%HETE £,

#7-. World Outliner 153> 7>V %2R L71=D. Height Field IZ
Unreal D3> FR7—7F% A 7L T, Houdini ®F L\ Terrain Y—JL Slegt Selection (Foeks BI
'B“/ ]\_Cﬁﬁa_a_é':t:b_cgi_a_o Select All Clear Sek

Sub-Netwdrk (Hptt ¥ HOUDINI T - 7J'¢"“/’7%®J:%B@7I—X%§j\%ﬁb’ﬂ A
. VA IE—ChEEREFIRLET. RyhT—II 714
' T\ input /—RDIZ Group /—RZiEALF T, Group Name =
* upfacing |C5%7E L %9, Base Group T. Enable 7 A 7ICL %7,

Keep by Normals T. Enable Z# (L%, Direction % 0, 1, 0.
Spread Angle % 0 IR EL £ 9

- KAV Unreal DDA XK DIARTDTT—ZUTIESHLK D TIEA
A N EAEDT7I—REDEELTENEFERTELIICLET,
subdividel

Sub-Netw IR R group'/— Ff@%t: Blast /— k%A LS. Group %=
#  boxl upfacing |Z5%7E L. Delete Non Selected ZAICL 7,
CNT. EZEWTWB TS T T DAHDHMERF SN, ZOMIFHIFREN
[ & -
. o 7, Assets > Save Asset > Populate Z:EIRL £,
. =
upfacing

p CCTEERDIE JIL—TEFERLTETO 7T —IZRE LD T,
4 Y)a—S3>D Ty DT F AR AN ETNZDHNIRIEIC RS
blast1 BUWETATT, CNHN TAV— Sy 7y MEEOBIETT,
" —ERODVI1—a> TR GABOYa—oa BRI LET,
[ [

subdividel

[ ]

UNREAL T - Rebuild Asset R 2> % 7w L TEE %
HELEYT, CNT. DAXANID EEICE IR I IO H ST
WET,

COTEYRT TIHIEDT )Y RETIE LANUDBEIG LI DA XN
ZEATERLSICADE LT Unreal TEMAT S Houdini 7227y
PRI ZICIE. WKOBDHEN DD T,

Number of Instances % 40 |Z%E L £ 9, Houdini
Outputs 7> aVICBEIL. 1RV LICRY IR %
EBRLEY,

Content Browser . StarterContent > Particles 5= %<, P_Fire 7/
0w 7% Houdini Instanced Input LIZK5wJ L %7, RotateY z 90
ICERELF T, Play #HRL T LARNILETRNLETD,

DT EYRTAYRAZACINIRA U ME PAANILINIBFERTE
9, CNBDRA VMM Unreal LRJLDO—EBICHR>TWBD T, SFESF
- BREERRICFBREETT, = UICTSIIRAT VN EBINT 315514,
REFRTE LT populate2 IERTRICLELLD. N TH. LANIILEFSE

. JRCRRCINET,
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IN—hKT

—— N _~ N N N (o}
Unreal ICRBD >=al —>3>z1>h—h
CDN—FTld, BEZERL. UDYRRTAAAFIIORZFERALTENEZERRLET, COVRTLE FBX ICTVRKR—KLT=5,
S —=LTERTZEHIC Unreal IC1 > R—FLET, Houdini 5 Unreal ICES a7 T 77 2WMDA L AiE%E, BEAHIT
SHEALEY,

HOUDINI T-Box ZfEf L& o DAXMILANILICHEE L.
Size 7 0.5,4,8 [CFRELXT,

Match Size /—R%ZENL. /VZX—2I71XD Matching T.
Justify Y = Min [CLE T, CNTRYIIDRE EHD. #ED EICEEE
INEY,

FITOTORANILCEEFLFT, /—RO%F% wall IZEE
LF9, wall /—R%EFEIRL. Model > /L 7H5 Shatter =
BIRLET,

JAAXNILAJLIZA D, chunkcenters /—R%3Z3R L. Force Total
Count % 100 (CEREL £,

i TI—>OIRIC Assemble /—REBHLF 9. Connect Inside Edges
A 71ZL. Create Packed Primitives ¢ Path Attribute =4 >/|CL %
9, Path Attribute Z XD LS5 ICEELET,

op: opfullpath(‘.”)/path’

F1—>D#&iEIC RBD Bullet Solver /—R&EBIILE T,
Ground Collision 27T, Ground Type % Ground Plane
ICERELET,
Play Z#L T, >Sal—2a>axRTLET, ENRTTELES LI T
HICARAEHDEE Ao

sphere /—RZEZX YR T—JIZBIILE T, FNEEDHIC

EX. CenterX % 2. CenterY%# 1 ICERELET, Alt +—%
HLARDS Center X 20w L. F—TL—LEHRELET,
FL—=L9ICEELET, Center X %= -3 |Z5RTE L. Center X & Alt 1)
JLTC22BDF—TJL—LERELET,

i sphere % rbdbulletsolver /— R D 4 DBEDEZEANHELLE T,
Collisions T. Collision Type %z Deforming IC&REL £,

Play z# LT, 22l —2aYaETLET, RICL>TEDIBDINEEL
SIBDFELE (022l —2a>yTld RRIFFERRICAEDES),




rbdbulletsolver /— R D% Transform /—R%ZBAIL.
Uniform Scale % 100 ICEREL £ T, CNT. ¥ZTal—33
UhtUnreal THREBRY A XA T—ILENET,

FBX Output /—R7%Z81L %7, Valid Frame Range = Render Frame
Range |Z. Output File %z $HIP/fbx/wall_destruction.fbx |Z3&7E L
EST

Build Hierarchy from Path Attribute =4 >ICL 7,
Save to Disk =7 w oI LT TARVICRELET,

UNREAL T - Content Browser T. Content 7+« L2 K1J|C

RDEY, Import Z#R L. wall_destruction.fbx 771 )L
#EIRL£9, Skeletal Mesh. Import Mesh. Import Animations ®
Frv IRy IR AUNILET,

Animation > 3> %28 L. Import Meshes in Bone Fx v IRy
IADA IO TWBRZ LR LET, Mesh o> a>aERL.

Normal Import Method %z Import Normals and Tangents |[CZE L
9. Import z7Uv oL ET,

UWAER YTy TENTVRVNEWSI XY E =D VY RUDRREINE
T CNZEHLET, VT YVURNMIADOFHLWTATLARTENET,

wall_destruction_Anim 7ty %D — 0 ZR—IRTVILET,

Play 2L 7 —LATEMEL TWB > Tal—23 &RRL

F9o CORR TR T ZA—2avidIN—T337F T HEME

v C BLBHDECA TN—TIURT FvIVAOBLOBSICEINTT =
*‘ A=2a3YBEMIATELSICEY TV TTBIEHTEEY,

E')’ FEH

Unreal TEAT 3. SEEEBRT —LT7 YR Z
EBL £ L7z Houdini T 2L Ty DB Sy
RARTA2Zal—2a3 %88 FBX 771ILET,
BEREBELELL 7O T Y EFERT S L.
Houdini ®./—RAR—=2D7T—270—% Unreal %
EDRRANT TV =23 IRETEET, Unity.
Autodesk Maya. Autodesk 3ds Max &\L\o7=fidD
TFIr—23>TH BLY—o70—-%ERTS
CEDAIBET Y,

SHifIE. SideFX.com/unreal Z &</ L), T Tl
Unreal TECICERTEST7EYMDRZ—E—F %
AFTEEI, MAT, JOFa—KUTILADIYTHHD

)

= 9,

> Project Titan DF v 7bHEENAL< THUE 3D HIFEE

= ERERT B1DDA VNI TET, Unreal DBH T2

8 JAS—%FERLTVET, Project Titan BICfER S hizY—IL
L EFUZyIE, FBERBLUOLYYO— IRV TV E
= LT A3a=F/IcEFINTOET,

)

(@)

I
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PDG [CLBE miER
AT > DT—070—DEEICIL. Task Operator (TOP) #FBTEE 9, TOP £ PDG (Procedural
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IRTDT—=ITATLDIYINTTTBE. /—RICFIYvIR—IDMIE BT L
T—=ITATLHREBICEDET,
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ERLET. TSI FRUEBINTVWRVWKEBDT—U 71T LTY,
NSIERE L. /— ROy NV TRICETINZZRAIDIZHD
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B XC. polyextrude /—RD#IZ Fuse /—R7ziBfL. Snap Distance
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Shift+ D %L TH. Dirty EEHD) ICTEET,

building_merge /—R%Z#ER L. Shift+G #ML TUv I LT, REFT
BHEOHZHRINF T, ERENEST5. RIE7Z building_merge

| /—ROT—0TATLZI)vILET,

HI3—HDFRYII—IE2—T  FTVTILARILZRDET, EhiH
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2 DB attribute create /—REFRALTTIIITAIEEIRL. BEDEICHKELE T, COFEEFS L. T—TAATAYIR
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LELEDS. IRTETVALICEE SIS, TOP Xy b T—VHTT —FT+4R
TAVIBEEDTEDLIICHDET,

attributecreate TOP /—R% Alt + 2w I L AN B R TS
LT ZD0IE—ZERLE T, FEEFIFLAVTE TV,
——— Create When DREICHBF v IRV IR EF NI KRODIIZA T LY
SavEBMLEY,

@primitiveoffset==24

height_variation @ Value /{Z X—%% RMB 21)wZ L. Delete
Channels ##RLTH5. EDfE% 0. base_height DfE% 50 |Z587E
LEd, cNT 7AYZ 24 D)L DOE I %BERAIIC 50 BALICRE TS
9,

+

t Labs Help X & M B E3

./ —R%. attributecreate ¢ create_buildings /—R~®
BICHALE T, (FERNAZREL TH'S. building_merge
J—REBIYILET,
create_buildings / —RD+1> 7w I 224 DI—0F AT L% )T
3. 7OvT 24150 BAOBIOEILARRINET,

building_merge /—RDT—07 AT L% )y LT,
FLOWELAE VR DEIRBAZTRRLET, TNT. RXvb
D—0%BIyILTHT7OvY 24 DEJLISEH NG BARIICEKRES
NIRREITRIZNABESICRDET,
ZOELDEIEZELI-VEEIE 2 DB Attribute Create /— R%
B AL T. 20 CEBETMNICRELET,

12D EDEETS
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#OERDAIE = Wedge £ 95

street_grid 772V FHTEROIE%Z Wedge 169 3ICId. Fv b T—2% Houdini Digital Asset (HDA) IZZ# L.
HDA Processor TOP /—RZNLTERITIBBENHDET, CN5DO7 Y EO—RLTORATLISEMTERLSICHD L.
BRDY—ILDSEM A AT LEERL. V=L EBBICISLTEHRELVELTZENTEET,

street_grid v +7—2 T, CITYBLOCKS_OUT %BR{g N

ThO/—R%EFERL £, Assets X=a1—7H'5 New Digital
Asset from Selection Z#IRL £9, 7t T streetgrid_maker ©
S&E T SNIL% Street Grid Maker (23R E L7-5. $SHIP/hda/
TALIRIIRELED,

Operator Type Properties /\%/L T Parameters 2 7% 27)w /L %7,
ZOT Y RDHRIZADET, trace /—RN5/NTX—451) X~ Image
Input zR>wJ L %7, Scale X z Scale Y (CR 5w - LT, Relative
Channel Reference ZERL £, XIC Scale X Z/VIX—&1) R~
RZwI LT, %ri% Scale IZZELE T, sphere /—RH'5 Center %
RZwJ LT, &fi% Sphere Center |IZZ & L %7, attributetransfer
/—RH5 Blend Width ZR5w 5 L. Accept z20 w2 LET,

TOP 2w bT—2IZRD &Y, HDA Processor TOP =
= YERL L. €M% Geometry Import /—RIZEHFLET,

5| geometryimport /—RT. Generate When % Each Upstream Item
is Cooked |C. Geometry Source z Upstream Output File [CZFEL
ESERS

HDA Processor /— R%#IR . HDA File Z $HIP/hda/streetgrid_
maker.hda |Z3%7E %9, HDA Parameters 2% 7). L. Image
Input. Center. Scale. Blend Width /{5 X—%2%FKRLET,

Z D TOP 0% Ei% make_citygrid |IZZE L9, Shift+V #i#L.
/—R% Dirty(EBEHD)ICLTIYIL. ZO/—RHUFIOL SR HET
HhIVYREERLTWA CHRERRLET,

Wedge TOP/—RZ{ERL L. make_citygrid |Z##:L £7

RDESICRELES

= Wedge Count# 4 (9%
Wedge Attributes Di&IZ5 3 +(FFR)EBEZ 2 Vv o L. BRIIDT
£ a2—ho Attribute Name % center_wedge |Z58E L7125, KDELSIC
HELET

=« Type % Float Vector (9%

= Start (&) % -50,0,-50,0(C9 %

= End (M) % 50,0,50,0(C9 3

= Random Samples z#4 2|29 3%

:é’ WEDGING

Wedging I3, TETFRBRETHREL TV REFAICKHER>TREDD
DEERCWVD, BEBRRICHKI BT 1T 7T, CCTHEXAIBLTY,
fefels VA LMEZE>TI AT LICIEAL. BEOER%E 4 DEUSL THR

LESEWVWSHIFTY,

BIFE. SUHA L% Wedge EDSEREHINA TSIV IRTERD, W10
LRI LET,
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HDA Processor /— R7%3&iR L. HDA Parameters X7 C
Center /NI XA —RERDESICRELET,

@center wedge.0, @center wedge.l, @center wedge.2

make_citygrid HDA Processor /— R7ZZIRL T Shift+V ##HL. /—R
% Dirty (BEBHD)ICLTOYILET, $5C 4 DDETHI Y RHERT
nx9,

street_grid 77V T U MEIERRICLET, V=071 TLET VI,
FNTNOT)yRERELET, FUyRIEI, EBOEHEEESNTL
ZFEOMNENERDET,

BEONUI—>3>% Wedge b LT B4% 4 DD)Ly

IHME5NBESICLET, wedge TOP %R L. Wedge
Attributes DIEICH B +(FFR)EBFEZVVvI L T2 FEHDT N Ea—
~® Attribute Name % seed_wedge (Z587E L %7, Type |& Float ®
FFIZLTC. Start/End % 0,1000 |[CEREL £,

— Random Samples /NI X—R=ZF L FT,

T - S attributecreate TOP T. height_variation 7' 21—t
Value ZXDLSICEELET,

€)*15 + @Cd.g*30

rand (@pdg index*@seed wedge) * 15 + @Cd.g*30

HAT7AIINEER T DI ARNTD TOP ([ZDWTL HAT771)L
: LEEH L Wedge BEENBENBLSICTIRENBHDET,

= e Z59 UL Wedge ESTI7 AN ZKFTEZLIICBDET, RD TOP
$PDG_DIR/£20/505. “GRdg_name " . @uedgenun’ .0.bgeo. sc J—=ROENT7AIINTX—=RT, .bgeo DEHIIC . @wedgenum® &

2 file/geo ﬁ)\bi@_o

= make_citygrid HDA Processor

= geometryimport Geometry Import

| ronitemea - = create_buildings ROP Geometry

- = building_merge Geometry Import

Wait for All /— 7% Partition by Attribute TOP /—FI(C
| BIHX £, Partition By 7' Distinct Attribute Values (Z
BMESNTVWAZ L ZRERLTEE L,

Attributes DH#ICH 5 +(FFR)8BEZ2') v L. Name % wedgenum
ICRELET . CUCKD. Wedge CEITN—T 023> MERENE T,

TEENBXRIEL THS. building_merge TOP /—R%&E vy
ILET, vy IH 4 DIER SN, building_merge /—R
DI—=DTATLZI )y ITBETRENMTEET,

ZZTl& Local Scheduler BMERINTWLS DT, AR ICD LEEEA DD
DEFT, ATV a—S%FERALTERIEER T 7—LICDET 5. WIB
REDD D EHADET,
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AR DDA XN DIER

ELDOIYTHF IR T B8 RELVAV I TERTZHET IOV LEHBZIERLET . 4 DD Wedge (213, IREFRTIX
TATRLYYTIMEREINTVE T, COVAAMIZTOP Ty b7y LT BTRABZIY T ZEATEISLSICLET,
FBICBERIZATLZESICIE. RERMEZHEAADTEHKYITY,

TOP #w k72—~ T, ROP Geometry Output /—R%&B/0L.
—= make_citygrid HDA Processor h'5 IS¢, FrLL/—
PRl ROZEI% build_streets ICEE LY,

Use External SOP 47> 3>7%#7(ZL. Output File DTV 7L w3
VT .bgeo DERTIC SF TIFA< @wedgenum™ ZBIIL T,
ROP Fetch 27T, Cache Mode % Write Files IZ58EL %7,

OutputFile  $HIP/geo/$HIPNARE .$0S. "guedgenun’ .bgeo.sc

~ | [obitopnets =+

e Obj  — topnetl

ZD./—R% RMB 2')w% LT Generate Node % &R L.
ADDTV—IT7ATLEIERLET WIhhaE Iy ILT
V=0T AT LENATARTB, /J—REZTILIY I LTEDHIC
ADFET,
FREDAARILARIEZD T, ETTHEEAERLTVEET,

B 0b ) —

incoming /—R ¢ output /—R®DFEIC PolyExtrude /—

el ™0 = REEBMLZEY, Distance % -0.05 ICFREL X9, Output
Front 7Ry %z A7, Output Back 77> 3> %74 iC
ES
e | & ZDIC Reverse /— REBIML TGEGEEELS. Color /—R%E

— . E B ENLTEATORHIOv s EEEICLET,

street_grid

work_item_viewer

N T—=2IDIEDFIC BoxX /—RZBIMLET, box /—RIC
polyextrude =i L. EHRRY IR &EHI)yRDIF X

CAhEET,
box D% (Z Blast /—F7ZBAL. Group % 2 (Z5REL T, Delete Non
2 e I i ™ Selected 77 a>wAVICLET,

| blast D#(Z Transform /—RZEBL. XDKESICRELET,
« TranslateY %z -0.05 (9%

» ScaleX#1.05(29%

« ScaleZ%z1.05(29%

treet_grid

pork_item_viewer



Color /—R7%ZEML. S717L7L—(0.33,0.33,0.33) IZ
FELFT,

B \erge —REMERL. 290 color /—RICEEL £ T, HEOUF XN
| UBNRTENSES. Display 75T HICRESNT VBT L EHEEL

o
EEQ) vwork_item_viewer

=27 ERIELE T, TOP Ry RT—2ICRD. /—R%E
TVILET T—ITATLEI )y ITBE, J)yRBERTR
INET,

BRRTIE N5 4DIRTRALTY, AiEICE T )y REEme
MUE ZED>TUVKIFT T,

F—>DiRiEIC Partition by Index #B8NLE9, #D 1D
EDASIC building_merge /— K%L 2 DED AT
8 build_streets =KL £7,

HLW/ —REIYILES, =7 LIcb. T—0T7ATL%ZI )T
EILOAHDNRREINDCERLET T— 0T AT LERIIYITS
Y. Partition IC&2T2 DOHAT7AILAMER SN TVWS Z E &R FESETE
FI.HLLWEAT771ILERRL T Ea—R—MTHERELET,

FITOTORLRIICEEH L £, work_item_viewer %

; Alt RSy L. work_item_viewerl ¥\\52 DED./—R%
i ERLLET o DA ARILAILICAD, Geometry File 2D ESICEREL
£,

gmm "@pdg output.l-®

FITITUMLARIUZEHD, TOP Ry T —2 T partitionbyindex ./ —
ROD—0T7ATLD 1 DEERLET, SEIF mAOHEIMNE2—KR—
MIFRRSNTVWBIET T, SN ROFIETHHOEREL VA1) >
JIBBICEEEBDET,

ft+Ato select full (MMB) o partial (LUB) l00ps.
o select by flood fill.

#n choose an operation to perform.

:’c.)j £5 120D PDG 77
Maiid. pdg_output ZFEAL T, &/ —FOENERZHRELTDDICIRIID work_item_viewer /—RFZ{ERELTULE
L7zo LD SIS DN—TFT 13> BTELDT, RBICIE 2 DOHNHHD. 7—0 71T LLE% Ctrl+ MMB 2w 2
LTRERRT B D TEET, 20D D2 DEDHNIDELLRRINZLSICTBICIE MBOEA—THRETY,

Output [2 |

HEED DA XN DIER
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SN—k 9
4 DDESH XY T D Wedge 1t

Wedging ICH5 1 DEHZEBMLTHELLD, 4 DORBBVYIICTIEALT, TENENDIYTICHLT 1 DDLU A V%
ERLET, RAZABEGNENENIL—IETN. DRATLADANBERELTERINE T, S NATSIUICOVTIV%
BMT3H5120AHETT,

wedge TOP /—RIZED 9, Wedge Attributes DHE(C4H 5
+H(FFR)EBEE Vv L. FHLL Wedge /N X—2%BML
ESEN
RDESICHELE T,
= Attribute Name 7% file_wedge (9%
= Attribute Type % Integer |IC9 %
« Start/End 1,429 %

CHUCED 1. 2, 3, 4 DRMEMNMER SN, ChEZEF-TRBB3HHYY
TEBRERTERLSICLDET,

W v jobjjtopnetl - +

streetgrid_maker HDA Processor /— R\ Image Input ®

BICH 2T 7AIVBIRR 2% 01) v L. more_grids 7)1
RNBELFT, TIHBET7AIIERIRLICS. NIX—RITT 1R T,

IOXTLws3>®@ $F % “Rfile wedge ICEBLET,

. COTANANNE A DDTFANDBHO XY NT=0%TvITBE ED

nput  $HOME/HoudiniProjects/tops_lesson/tex/more_grids/citygrid_ @file_wedge .ipg

- m Wedge 7hUEa—rHIEEICZENSZAIELE Y,

fnter er_wedge.0 @center_wedge.1 @center_wedge.2

streetgrid_maker HDA Processor /— R % Dirty (ZE &)
ICLTovoLES (Shift+V), 4 DOERZTY THMERS
N UFIDOESICERODED HBEBEBET DN R TIET,

2 DB attributecreate TOP /—R%ZINAINALF T,
CNUE BTy TEICERETSNEDHDT 4 DDERD
Ty T TIFELSEIELEE Ao
BRI BN—T4>3>/—RE7vo L (Shift+G) . 4 DOEFHOFEX
HEHICE I NZDEHERLET,
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EFAIDLAN)
AARZERAAFA R ZEBMLTHS, BHZELVAV VT LET, EDBERZE—DEHFAIANLELHETH., Wedge 7RUE2—+%E

RALICEFICTBILT. BREZDLUICTVIATAITRREZTEBLSICLET, TV 1Y/ —FId Image Magick ZEHI 3D T,
COFIEZRITTBICIEAVEI—RIA Y AR—ILLTEHBENHDET,

HHERO ENSRET3TL5ICRZFTE2a—%24>TILLE

To ARXTAZa2—H'5 New Camera = EIRL £, 4 DDED
TIVYREFTYILT. WINDHAXTINE-TWEZ = HERRL £ 9,
RBICGLTAXZE2—%FRLET, cNEFERALTES1 2L A
UYL TWEET,

Skylight ZB/NL &9, Environment Light @ Intensity % 1.3 [ZE&EL
ES 2

FTVTIRLAILT. work_item_viewer %z Alt K5v4'L

TaE—%1ERLET, HLL\./—R% render_item_viewer
CVWSREFIICEBLEY, ZO/—ROFIZAD. Geometry File /{5 X—
| 2ENDLSICEELET,

“pdg input’

COFIEE#EDR LT render_item_viewerl %= {EF L. D Geometry
File /NS XA—&%EXDELSICRELE T,

“@pdg input.l”

150 render_item_viewer /— R Display 727 %RE L. 2 DD
work_item_viewer /—ROFRTREFIICLET,

« 4+ W v [objtopnetl « +

ROP Mantra Render Top % partitionbyindex 0125810
L %9, ROP Fetch %7 . Cache Mode % Write Files |C

| HELET.

Camera /ST XA—=4D BODMER LIZAASICRESINTWSZ 2 HESR
L %79, Override Camera Resolution 7 /> 3>%FICL T 2 ICER
TELF9 Output Picture /NS X—2ERDEIICEBLET,

SHIP/render/city.$0S. @wedgenum’ .exr
3 : Houdini Apprentice R L CZDFa— I TILERITLTVRIEE

13\ cexr TIFBL cpic 772 EA LT, Apprentice DU#—4—<—
THBIISNAEVESICLTEE L,

$HIP/render /$HIPNANE. $05. Guedgenun’ . exr

v | fobjjtopnet1 = +

E'-)’ PDG A7J

PDG HAId. 3/ —FOBRZEFELTENZRTTEIBDICH L.
PDG ANIFRID/— ROFERZEUSL T ENzRDDICKRELEY, Gex File " @pdg_input]1°

CDAZET, Mantra /—RI3E1TT3/—ROERESAXNID A ELT

FRALE. EOPFXMZLYRIVTLET, TN5 2 D20F T avid
PUTVFEIH BVWZERLTECENEETY,

EFA1ODOLURIY



_ Overlay Text Top ZIEfNL. Output Picture ZXD K>S
Ztomen FELEFT,

# ROP Composite Output

ROP Composite  ROP F ts Render Schedulers Overlay SHIP/render/S$SHIPNAME. $0S. " @wedgenum T.exr
fet ROP Fetch %7 T. Cache Mode % Write Files [Z3%EL £

1 Map: "@file_wedge
2 City Core: "@center_wedge.0 , “@center_wedge.2

3 Variation Seed: @seed_wedge Overlay RITTRDESICANDLET,
Map: "@file wedge’
City Core: ‘Qcenter wedge.0", “R@center wedge.2®

Variation Seed: "@seed wedge’

Overlaytext /—Ru=HTINIVYI LT RICADET,
e Font /—R7%#iR L. Text Size = 18 [CEEL £,
e CNTTHFRINNELRD MHORRANR—IANLELEDES,

Font Lato
Use Text File.

Text
1 Map: 3
2 city Core: -48.6084, 17.7807
3 Variation Seed: 249.19

FIZR-T, Wait for Al /S—F 23>/ —REEBMLET,
CHUFITARTOERZ FLHZ/—RTT, ImageMagick
/—REBIMLET,

CD/=REIYI LT TOP Ry T = ZIEBLE T, 4 DDL VA
IPMERENTH S, THFRAMD T —=N—L AT 1 DDEFAIICEL
HENET,

ST LIeh D=0 F7 147 L% RMB 2w ¥ L. View Task
Output ZZIRL £, 95 ¢ Mplay B 1— 7 ICRIKER
NERRINET,
COAVERIN—hEFERATHE. TESF74 Wedge ZHEEELIZS R TN
CNERATEINTRETITET, BREICRTRINIZ/ATX =23,
FHLETREMHEBIDICEETIHNEDHBETT,

5)1 Houdini XA CH X% PDG
PDG I& Python IZxHis L TWL\37=8. Houdini Y EIEHES L TOLEBVWERJICHERT
EXY, 7—070—%FIETETOP /—RIZEoT "M TSV — L =BIBT BT
DHOREY—ILZRMBLET,

M50y RT—2138 Houdini Z@UTHIEL., BRLICRAT P2 —JIOXETEX
T ERZEBISURICEETNIL LBZRRETEEXY,
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AT —=IT v T TEDZL DT & FRk
BEAT. COFHEINDY T ILIE SOP TRILBHHICIEMTET BB LEHALELT . LOLERER. S RTLDEMHICHRBICONT

RELRYIBEETEIETT, Chid. TRTOUEBEZE—DRYMI—IRTRITIBLICEIDET, TOP &5, BEEIT7—LAIC
D—OTFATLZRHTE RT7—IL7Yv7LTHUEBEEIIETLEE Ao

Wedge TOP T. Wedge Count % 1 ICEREL F9 ThIZLD.
FLORY T EFERLTEHmER T —ILT7 v 735/, REEEH
M LIEIDHICEDET,

create_buildings ROP Geometry TOP /—R#%3RL. RMB 2w oL
T Generate Node Z:ZRLFJ, RIF. CD/—ROHFIZAD, 7I2)L
TEybEERALT R B HZE8CTETER21 7O ZERLET,

ATNIVYI L THIZADET, Assets XZa—H'5

‘ Install Asset Library #:#RL %9 hda 7rL MU
%8 L. make_buildings2.hda ==ERL £7, Accept #2')w o LT

75 Install (Install and Create TlEH D EEA) #7JvILET,

Tab > Make Buildings Hi Res %#:Z{RLT. /—RZJSTICEEELF T,

fuse /—REFHLWLT 2y NMIESLET,

make_buildings_hi_res 7> 2L 7y b TORDESICRTE

= L&ET,
¢ Gaselheighe = Floor Height #2 (9%
Zf:""""r;'t'°" = Base Building Height = tbase height [CT5
2 = Height Variation Z @height variationiZ93

color /—R ¥ output /—RDREIC switch /—R7ZzBINLT=5. 2 DBD
AJIIZ make_buildings_hi_res /—R7%x 5 L. Select Input % 1 |C
BMELFT,

Partition by Index /—RZZEIRL. v bT—0%IvIL T

FLLWEILERRLET, EILICKIR, . B DEF LT
ZLOVAXNIBERSNE L e BRI 7—L2ERALTT—07(T L4
OEAEIEDTH AN DODDIEDI=DTIFARVWTLEI D IDRT V25
R/ —RD1DE[F>T ENERETEET,




AOEHI )y REGREZERL T HHzASKIT2ILH
TEEY, TDIHA. streetgrid_maker HDA Processor T
Uniform Scale OfE% 500 (Z (. Image Input % citygrid_large
RVINEBTEINENHDET, £/ Blend Width DE%Z £IF T,
HOHDOBIDEZAZLTHLIVTLELD,
Wedge /—RT. center_wedge 7H'JEa1—k% -110,0, 100 72 CIZFRTE
TEHIEHTEET,

streetgrid_maker HDA Processor /— R7% Dirty (EE$HD)

- IELTOYILE T HTILVEHYY IO ER SN 2T ZHERR
TEFET, B7RIE TOIXYTEDDH T ZLDEM IOV INERE

N EILDOHHT BRI TVET,

CORRTEBI7— LEFBTEZENEICHR>TUVASDIEEESH

TY, 1 BDAVE2—2 Tl TOP DIFILIBEEEZ T+ IERTER

WHS T,

BEO/—RzBIyIL BHOEGREL VAT LET,
CNETHERLICO VIR AT LD CABTARUH
AR TEBREM 2> TV B BN D DV IT LB WVWES,

S—reRELET,

<4

53’ FEH

COLYRYTIE TOP /—RZE>THmYy F2EFL. HTOv I LIS
ELEER LR, COSRTLZIREL TEDEMA LI ARELRE Ty S
FRIBTERLSICLEL e COTAPIIRTIE TOP R—XDT—Y70—T
SKERSNE/—REBNL. TNED/—REF>TIT—IT7ATLDRRA I %
ER B S VIEY B 5EICDVWTEHRBBLE LT

TOP Z > TIERAIREA B DIFHZ<HD. CNIFIFADIREDICTTE Ao
CDRYNT—U 24T =FERT B L. —iZB%A Houdini 7—270—%

Bt ELCNIBTES7E1FTHL, Houdini A o7=<E5 LAV
J—o70—HIIBITZEHTEET,

TOP |3\ ZERZRDBZ/IFIERRZI A DB,
BRGT -2 EBTIRRMERRIDFET.
NATZ1 20K EHRRZEETE
BENY—ILERBIETTY,
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SCENE VIEW SHORTCUTS

TOOLS

R Select S
2 Move T
& Rotate R
& Scale E
# Pose Ctrl-R
£ Handle Enter
‘ View Esc
Tool Menu Tab
Custom Radial Menu C
Repeat Last Tool Q
VIEW

& Tumble Space/Alt + LMB
® Track Space/Alt + MMB
€ Dolly Space/Alt + RMB
Home Grid Space+H
Home All Space + A
Home Selected Space +G
VIEW RADIAL MENU
Selection Tools Vv
Selection Options Ve
Viewport Ve
Shading V¥

SELECTION MODES

o Objects 1
@ Points 2
w Edges 3
® Primitives (Faces) 4
® Vertices 5
Select Groups/Connected Geometry 9
Toggle Objects/Geometry F8
SELECTING

Select LMB
Add to Selection Shift + LMB
Remove from Selection Ctrl+LMB
Toggle Selection Ctrl + Shift + LMB
Select All N
Select Nothing Shift-N
SNAPPING RADIAL MENU

& Grid Snap X
® Primitive (Curve) Shap X*
® Point Snap X @
® Multi-Snapping Snap he 4

VIEWPORTS

Expand Viewport Space+b
Select Viewport Space+n
Perspective View Space+1
Top View Space + 2
Front View Space+3
Right View Space+4
UV View Space +5
Toggle Wireframe/Shaded w
Display Options D
VIEWPORT LAYOUT

Single View Ctrl+1
Four Views Ctrl+2
Two Views Stacked Ctrl+3
Two Views Side by Side Ctrl+4
Three Views Split Bottom Ctrl+5
Three Views Split Left Ctrl+6
Four Views Split Bottom Ctrl+7
Four Views Split Left Ctrl+8
FINDING THINGS

Dashbox Ctrl+D

NETWORK VIEW SHORTCUTS

VIEW

Pan Space + LMB or MMB
Zoom Space + RMB or Scroll Wheel
Show all Nodes H
Show Selected Nodes G
CREATE

Node Menu Tab
Add File Node =
Create Subnet Shift+C
Add Background Image Shift - |
NOTES AND NETWORK BOXES

Add Network Box Shift+0O
Add Sticky Shift-P
Minimize Selected Notes/Boxes Shift-J
Expand Selected Notes/Boxes Shift - K
Shrink box to fit contents Shift-M
WIRING

Connect Nodes LMB on Connector

Connect Multiple Nodes Jdragover nodes
Insert Node RMB on Connector
Branch MMB on Connector
Connector List Alt+ MMB on Node
Cut Wire Y drag across wire
Disconnect from Wires Shake Node

DOTS NAVIGATION
Add Dot Alt + LMB on wire Enter aNode Double-click or Enter
Pin/Unpin Dot Alt+LMBondot ~ Goupalevel U
Radial Menu N
TOOLS Create a Quickmark Ctrl+ <#1-5>
Go to a Quickmark Shift + <# 1-5>
Toggle Parameter Pane P Go to Previous View * (Backtick)
Toggle Tree View Shift+W Select the Node Upstream PgUp
Toggle Network Overview O Select the Node Downstream PgDn
Toggle Color Palette c Select Previous Sibling Shift + PgUp
Toggle Shape Palette S Select Next Sibling Shift + PgDn
CLICKS AND DRAGS ORGANIZE NODES
Select LMB Lay out all L
Add to Selection Shift + LMB Align a+LMB-Drag Down/Across
Remove from Selection Ctrl+LMB
Start Wiring from Node Alt+LMB DISPLAY FLAGS | SOP LEVEL
Select Node + Inputs Alt + Shift + LMB Render T+LMB
Select Node + Output Alt + Ctrl + LMB Display R+LMB
Select Inputs + Outputs ~ Alt + Shift+ Ctrl + LMB ~ Template E+LMB
Move Node LMB-Drag  Footprint W+LMB
Bypass QorB+LMB

Move Node + Inputs
Move Node + Outputs
Copy Selected Nodes
Copy Node + Inputs
Copy Node + Output
Reference Copy

Shift + LMB-Drag
Ctrl+LMB-Drag
Alt + LMB-Drag

Alt + Shift + LMB-Drag
Alt + Ctrl + LMB-Drag
Alt + Shift + Ctrl + LMB-Drag






