N RV ETE e

7T

Bl







A& E T

Houdini st 53 4 1) 3D ¥R, Y. S HAEEREHNA. AL Houdini 10.0 5
FRAS AKAE, 4. RGN H Houdini 9.0 LUORESARA KB ThAE. FeatiesE. F i, THZE
FIEF . PR ASBEERT S, ABEE 2 7k DVD, 8 NN HIHEEAR K, 1024 X 768 i | iR, 153 Yk .
K BFAMSB AN A7, MBI HAE M. BN ARIE SRS, Houdini AR LM, W
BIdRfE, 558, SMTRMH, BENERE, TR, R, Xakzhm, MRS EERAH,
BFIAL, Cop AARLGNH, EYHHEES.

APRAH. RY% S Houdini ANA] 213 H93% FMt, At al 4555 I 06 LRk oy - 2 14

APHEUE FEXFHREBHHIRE, THREENEHE.
RAERE, B3R, RNEEIREIE: 010-62782989 13701121933

EBEMRSmE (CIP) #iE

Houdini 23] B3 i—FEAE S / ik E RS wmE. —Ibal: HHERRFEH R, 2010.8
ISBN 978-7-302-22716-8

[.OH:- 1. O M. O=4-zhim- BEHKM, Houdini 10.0 V. DH319.41
o E RRAS B 5 CIP i i% % (20100 2 086975 5

BERE. LR

BEKI: REMS

HENH: EFH

H AR & 4T - 1 5 R AL it HE: JERTEERFEFUIRIE A B
http: /www. tup. com. cn i %% . 100084
it R #l: 010-62770175 B M. 010-62786544

BBEIEERS: 010-62795954,jsjjc@tup. tsinghua. edu. cn
R B &k {&: 010-62772015,zhiliang@ tup. tsinghua. edu. cn
ED Rl . dbarai i A AR En R )
¥ AT &F. WAERERTT
% B aEP RN
b Z. 185X260 EJ 3. 15.75 ¥ #HE:2 F #. 390 TF
bR .

W 2010 4F 8 A% 1 R En MW : 2010 4F 8 H A1 ER il
Bt 64 2 7k
EN #. 1~4000
E . 49.80 J©

Sh4RE . 037534-01



[ W A

Ul

Tilf

Side Effects & 4f I TR AT K KA 7], B E S 7 5 Houdini L4 FH 7|
250 Z R H T, BoRT IR LA AR R R TR0 11 3 AT 9 35 ] Houdini HI7E .
ZAFBHMREZILE, CEPUGRERETER SRR,

Houdini F 24— 3K B B R () it B 80K A, AE 07 SR g KA R alig 2 KBS T,
— AR R PR BT Sk OCHR A5 B Houdini FISR KINRESE RN . JL P RB4EERAA L+
R F 8 Houdini 2558 86— 1Ry AE B HOBIZ I 0883k . i IKAE IR TAEC 24 T 17
FZA, FIET 5000 2Bk, B HOE AL 3D Bk T H, Y#5es A s R
WRIT A

B Houdini Z5HI{EMBEE AR HRE, KEXFBAMLLL 2009 EHIAHA A
€2012) . CRBENI2Y . (BTALEY &, LIRTHIESMEL KRS : (55 E) &F.
(ki) R0, (EHEBEEE) R, (KREH) RBH. (GBTAER) - GBAHK) .
(BALIREY SA MRS

Houdini H KMIMMHARLEXMMONEAH, X ARG ENEREHMTREN, EREH
WRIEER =4shmE iKY, PrigKE Z487E Houdini RS HH, IROLMHEE eIt A
=Y GIE TR, RAAAAE R ST RSO 0 R R IE T . /88— Houdini
HIZGR P, SWAEMUTFLOTRENE, B TR E SRR S TH, HSER
PRI L “Hpe TH” A 3%k T Houdini 6548 LLIIE S « 3X 5 DAAE PRI 4E JEL 4 45 26 X 531,
EREREANREERENGIERYE, REXFEA 8% Houdini IV EERIEH K. Xty
Beaa 557, WS AR R — eI A OB, BRI EEE S EHR, HERIN
STR 8, BEFEMEWEL, mREMRERRE YT AF. W5, KRB, . K
M KEBFEAM R, wfAETM, B 2SR Tk, #X8FENER, EEixes
ORI S T 35 THITEEE, 773866 A IX S8 JFOR EL i R Le i ), X
MNEDT . B, BIF R Maya IXFERIZIE RS, %22 Houdini ZeMthBEAHAE WA T .

Houdini & —KMLEE A% WE RGN =43 m KA, EMkn K rEEsEs
THIERLSER R BOR T, DA I e 75 28 g A BR J bxd ok T ELBEAT 4 AT X
NEREFEMHE A CHRE TR, M THET MR E, 4 f8ix L T B4R
o) TR IR THEE . Houdini H#5 T Side Effects'/y & [ O FF K (Y6218 B v
YL3% Mantra, [7) 9545 58 ¥ /) 5 Renderman V8 448810182 11, ‘& 10 VEX #1 JFik % ( Shader)
55 Renderman 75 44 4% 1 Mantra Y& 42 2% 40 B2, BT LA 24 75 A FH S 45 36 B vk vig Yy — iy
PRIUHE B, ] LLAEH 7 (# H7E Renderman Vi 4% 2% Al Mantra Y& 4438 > A 3E4T 1) 46

A45 LA Houdini 10.0 J BT HRAHIKFE, ATH. RGHAY 5 Houdini 9.0 LK &AMR
ARFTIRE. BEaRiE. PSR, THRIEMMHE. REMSERT . Wkl . B8
sst, RATH. RG2S Houdini A ZAMLIET M, tal v 5 I3k Ll & b py i



] Houdini 22 3] 5. 3) it — A4

A F A

AP R AT AL, HBRZGHA Houdini MIFEREAIR, fEHIFAE XX
A RN, B AT AL DVD &%) Houdini &/ MEBRIEAT T /4, RALS
AR FEANRESR .

ARERETRSBE TR VAN ERKTEFNEDY, RTRKERMBFWS, 25
MEMARER: 8. THRR. £EE. KER. KD MEX. BN, SR, £
NER, RS, AWE. KRR BB, HriE. NS E5HBTENARSE: BK. X
T FEM. BRE. xUE. ok, ZE8). AUl EEW. MEES. AMTH T EE
MIZ5ah, fEL—IFRRREY . BhfeaAZBESFHELL, FEEERIFEIE.

G
2010 £ 3 H



F1E
1.1
1.2
1.3
1.4

F2E
2.1
22

3=
3.1
3.2
33
3.4
35
3.6
3.7

F4E
4.1
4.2
43

4.4
4.5

ES5E
5.1
5.2
53

B

£ Houdini BEAE T --eeeeeeeereeees 1
Houdini 10 H RN Z A -+vevveevee 1
Houdini 9.5 fIENHTZ Ab «eveeeerees 3
Houdini 9.1 FENTTZ &b «eeeeeneene 5
Houdini 9 FBIZT 2 Ab «eveeeeeereeees 6
BRI - errereemensinassasmasssnssnacs 21
575 0) (A AR R T RO RORLR R 21
Houdini FH /7 5Ly «oeeeeeeeee seseenes 25
TEZET HE oo 31
A T HLZE oo 31

O AT SRR B UFRE e 31
BT BRES e 33
D TR R — 53
R TP S Rl 63
CRNERL T FRES eereerernesnennens 68
ﬁUﬁ*ﬁiAﬁ ............................... 73
BEMTEZLE oo 88
Mﬁs ............................................ 88
“Upm” . “YnE” TR 88
“BRER B

T HIBEES e 89
“TER” TEEEL oo 89

BN “AREE” FH ovvvevenenn 89
Deform Tab (TRERFE) - 90
‘@Bend €1 D 90
%Bulge (BEHD) wovveererereensnenens 90
@Fractal (BFFE) weeereenmeneenens 91

53

5.4 3 Latfice (FAHEY swueemmoss 92
5.5 @Linear Taper

CERPEHEAL) ooveeeemmmemeemeinne, 93
5.6 %omh ( &% ) eeeensereeeisniinns 93
5.7 4{*Mountain (L) -oeeeeeeeees 94
5.8 <@Ripple ( Vi D 94
5.9 &Squash and Stretch

CEEGEFIRI) coovreeesersssensssesnnns 95
510 B Taper CHEAL) wooommveneeen 9%
511 [ Twist B coooeoeemmeoene 9%
5.12 & Waveform (JEFE) --weeeeeeee 96

=01 | v ST 98

6.1 &PAdvect CEHMIE) e 98
6.2 ~alAttractor (BEB|) -weeereeeeen: 99
6.3 <JAttribute Transfer

(JBPEEEHL) oo 99
6.4 |¢ Collision (REIE) - 100
6.5 ;'@,.Color (@ -0 JRREII I 100
6.6 @Creep (YBE) woeeeeerenesneenens 101
6.7 @~ Drag (HEHR ) cooeevereesmmeeennns 102
6.8 ﬁ{?}lFan CIRBE) wessesmmmmmsasronss 102
6.9 FFollow (FRM) -wowoweeeveeeees 103
6.10 ¥ Force (FhJ1) ooveeseeeeeens 104
6.11 %Gravity (TESJ) wreeeeeeenees 104
6.12 (GisInstance (SEf]) oo 105
6.13 Uglnteract (RHE M) -wooeeeee 106 -
6.14 SBKill GEER) -oeeeeeeeses 106
6.15 §§§§Noise (ﬂ;‘,’g%) ................. 107
6.16 < 2Orbit (FIE) ---vvreeeereeeees 107
6.17 @PRender (HL) -ovveeeeee 108
6.18 ‘{{g,z Sprite (ﬁi) ................. 109



Houdini %/ >] 5.3} it — LAl
6.19 ®Torque (HI¥EF]) -woeeeoe 110 8.8 \iiPaint Fur Density
6.20 oWind (JR) eeeeeeesneessinens 110 (LI FBERT ) ceeeeeeeeeneennes 126
8.9 4MPaint Fur Length
HETE ODRFNEEI oo kil (L BAEE) oerveeereenenns 127
7.1  Activate Objects 8.10 i Paint Guard Hair Density
€ S D ISR 111 (ZFEFTBBERE ) coveeerennennes 128
7.2 @ Deactive Objects 8.11 giw Paint Guard Hair Length
€ 1S D R — 111 CLRHRIBEBARD) eoeeemeeeeeess 129
7.3 @ DragForce (#HEH,17) - 111 8.12  #ijy Paint White Hair Density
7.4 < !Fan Force (RU§A) o 112 (R EBEBLD e 131
7.5 $LFluid Force (JifkSy) ---113 o wrgme dbg
76 &. Gravity Force (FS) o 113 % 9= E*ﬁ BRE e /_’ .................... 133
7.7 g Group (ZHBE) wweveeeserenseeenns 114 9.1 \J‘ Boolean (Afi/R) oewweere 133
e :fgz(Magnet Force (idy) - i 9.2 gg;iBreak CREBREY +-oooomsmmsomnss 133
e ) ) 93 | | Carve CPE ) eememmmeemnneens 134
7.9 [/ New Simulation ,
9.4 BConvert (FEL) -eveeeen: 135
( %ﬁ.ﬁw ) eeeeeeeeennnni 115 L
' 9.5 “Creep (M) weeereeeeeens 135
7.10 [@Remove Objects from 9.6 %BGroup Geometry
Simulation ( ﬁgﬂ JUITAER) seesssrssonsessmsvsnne 136
CNBERL B BRIF G woeeeeee 115 IR o R I — 136
7.11  # Uniform Force 9.8 CﬁRails s R —" 137
(i-’}]ﬁjjj) ............................... 116 9.9 @ﬁRay (ﬁﬂﬂ-‘{) .................... 138
7.12 "/ Vortex Force (JiEi11) 116 9.10 Refine (FHL) wreowererins 139
7:13 oWind Force (X J7) - 117 911 @Reverse CERUR|) woeeeereees 139
9.12  JhRevolve (Jghk) -owweeeeoes 140
E 8EF FurTab (KEFRE) e 118 9.13 ~g»Scatter (BIFE) oeveveverees 140
8.1 Add Dynamics 9.14 <o~Sculpt (FHIE) weereeeeeees 141
TIMFNAER)  wweereeereeeeeeens 118 9.15 (ihShatter CHERE) -woweeeeoeeees 142
82 (JBAdd Fur GRMBEE) - 119 016 <Skin (ZERE) wereremeereen 143
83 (MAdd Parting 9.17 fiSweep (HHE) wwrorrrene 144
( %:i\jju ﬁéﬁ) ............................ 120 9‘ 1 8 @Vlslblhty ( ﬁjw—yﬁ) ....... 144
8.4 «*Comb Fur (Fi#FE) 121
8.5 iPaint Base Color #10ZE Modify Tab (JEMHRZE) -~ 146
(é%%ﬂ%liﬂ%’ié) ................... 122 10.1 gf’fBlend Pose
8.6 ¥ Paint Clumping €0y % D I —— 146
(€73i1)7%; 3574 SDNERRIIIUE 123 10.2  * Center Pivot
8.7 W%Paint Frizz ( FHARE JE ) ceeeeereenmsenennsenens 147
(%%U#Hﬁ&%) ................... 125 10.3 f:«;JQ%Combine (éﬂ%) ............ 147



Hx V

10.4 *:Copy To Points

(CEHIB)E D) e 148
105 (UDelete (BER) -eeeeoes 148
10.6 QxDuplicate (B Hl|) oeere 149
10.7 <& /Dynamic Parent

( ﬁ]?&ﬁ&?‘;"ﬁ?ﬁ ) eeeeeeeeeeennnn 150
10.8 '/’b:f_;lExtract (RER)  woeveveeeeeres 150
10.9 “Follow Path

(PRBEERAR)  woeeveeemeemesnnennens 151
10.10 ’/“u:\O'OFreeze (VREE)  ceeveeeenenns 152
10.11  /OHide (BEGK) woeoveeeeeeeeess 153
1012 “CLook At (FEF) - 153
10.13  J[xMirror (7E4EARF1H L

FHITR IR wrevesreeeeeens 154
10.14 %y Parent (RQAKfH) 155
10.15 “Parent Blend

(XA ) ceeerveemeennees 155

% 11 & Particle Fluids Tab

( “*ﬁ%ﬁﬁg” ﬁ%) ........... 157

1.1 EFDistribute (SML) -ooeeeeee 157
112 Embed in Fluid

G IN U D I . 157
11.3  ; Emit Particle Fluid

( {jﬁ Hj *j?iﬁﬁg ) eeeeeeenneeeeenns 158
11.4 i;;;;_‘fLiquid Container

(&ﬁgfg.gﬁ) ......................... 160
11.5 - Liquid from Object

CoE Lalioh R 161
11.6  )Particle Fluid from Object

CHBP IR T 161
11.7 { Particle Fluid from Object

AR AR TR - 162
11.8 "} Pump from Objects

( Mﬁ%¢ PWH ) oo 163
11.9 [ J/Resize Fluid

GRBEFAR I  oeeeemremseens 163

1110/ ySculpted Particle Fluid

(BB S IR RAR) oo 164
11.11  &#Seed Vorticles
€ o7 eI — 165

11.12 %4 Sink Particle Fluid

CRUTBL TR weeeereeeeene 166
11.13 % Sink from Objects

( A}\;ﬁ-% EF' ‘Fﬂ ) eereeeeeeenens 167
11.14 f:;l>Slice B, sesnmane 168
11.15 -+ Slice along Line

(HBLRATEY wereoresssnsussussasess 169
11.16  Source from Objects

CREXRBTBEPED) oo 169
11.17 @Up-res .............................. 170

11.18 -+ Whitecaps ( [¥fliK) -+ 171

% 12 EF Polygon Tab

C“BhTG” BREE) remoereveoveons 172

12.1 f"Clip (Eﬁ;ﬂ) .................... 172
122 <@Dissolve (FFfF) oo 172
12.3 <®Edge Collapse

(ﬂ*ﬁ%) ............................. 173
124 (QEdge Cusp (AR 173
12.5 <PEdge Divide GU%I%) 174
12.6 [ZEdge Flip GAOFFE) - 174
12.7 <Edge Loop (IfE¥) 175
12.8  (DFacet CPNPIE) oo 176
12.9 2&Fuse (BlA) oo 176
1210 \(Knife (JJF) reoerereees 177
12.11  {g@Poly Bevel

(gﬁl%%—Hﬂ) ................... 178
1212 &8

(RIATEBIE) ooomeemmsrsomaren 178
12.13  CLPoly Extrude

(%ﬁ%}ﬁ)‘_fb) ................... 179

12.14 <Poly Knit
(%iil%%) ....................... 180



VI

Houdini 23] 5\ 3) S ik

12.15

(BIBTCAFIR)  -veeveeeeenees 181
12.16 ~@sPoly Split

(%121%%}%%) ................... 181
12.17  ¥@Smooth () -woeveeeeee 182
12.18 & Subdivide (-F&I4) 183

$13F PyroFX & “Rlfk” 7% 184

13.1  @PBillowy Smoke

( fﬁfﬁhﬁé‘? ) eeereneeriniiiiieienen, 184
132 &QFireball (KER) wwovvvvveess 184
13.3 bFlames CIRREY  soommusnasese 185
13.4 . Wispy Smoke (F2/H) ---186
13.5 @&Ground Plane
( ﬂ{_g‘_qZE ) eeeeeeneeriniei, 186
13.6 %Parent Constraint
( Q‘ﬁé@;ﬁ ) IR LTI TTTT T T T OORson: 187
13.7 gWRBD Angular Constraint
(RBD ﬁﬁﬁ 24]% ) ceeeseeeseeeena. 188
13.8 “gRBD Angular
Spring Constraint
(RBD R BLIR) ooeevee 189
13.9  EHRBD Fractured Object
(RBD WX &) ceeveeeenennnns 190
13.10  EHRBD Glue Object
(RBD *ﬁé’}’ﬂ‘%) .............. 191
13.11 - LARBD Hinge Constraint
(RBD '{E‘iﬁ’fé@ﬁ) .............. 192
13.12 7w RBD Object
(RBD Xﬂ'% ) e 193
13.13 £ RBD Pin Constraint
(RBD @%Ié’g%) .............. 193
13.14 %!RBD Point Object
(RBD )E\X‘f% ) JEEELLITIERPPPPPRS 194
13.15 k‘@ RBD Spring Constraint
(RBD %%Z@Eﬁ ) ceeeeeeeneeees 195
13.16 [ oStatic Object
(%‘%;&c\;@%) ....................... 196

13.17  @PTerrain Object

(fm%gﬁ%) ....................... 196
13.18 @ Splash ( KJK) --eveveeeeee 197
% 14 E Texture Tab
( “g)‘cﬁ” h‘;%) ................... 199
14.1 2" Clear Texture Cache
(%@g{@%ﬁ) ................. 199
142 E2UV Brush (UV 24 199
143 UV Edit (UV %4 - 199
144 RZUV Fuse (UV @i#) 200
145 FUV Pelt (UV #4) 201
14.6 @, UV Project (UV #t) --201
147 & UV Quick Shade
(uv y%ﬁ%é) .................. 203
148 @UV Texture
(UV &E) .......................... 203
14.9 %UV Transform
(Uv ’:Fg?ﬁ'&) .......................... 203
1410 YUV Unwrap
(UV E}F) ........................ 204
% 15Z Volume Fluids Tab
CURFATRIR” FRZED oo 206
15.1 ¥4.Add Field to Fluid
(%ﬂﬂﬁ%ﬁl) ..................... 206
15.2 -{9-Bum from Object
(ﬁ%@gﬁ) ......................... 206
15.3 @F lamefront Container
(J(Jiﬁlll%?é‘i%%) ..................... 207
154 @Paint Fuel (2HI#ED 208
15.5 & Paint Temperature
(%%’Jﬁu}g) ......................... 209
15.6 @Pyro Container
(Pyro %‘i%%) ........................ 210
15:7 r.@iSmoke Container
(@%?g%%) ......................... 211
15.8 _'Smoke from Object
( gﬂ-% cp H‘ng ) IRIIIITITTTTrreee 212



Hx VI

£ 16 = Wires Tab ( “%&” §rZ) --213

16.1
16.2

16.3

16.4

16.5
16.6

16.7

F17E
17.1
172
17.3

17.4

*9Set Initial Pose
CGRBVITELRHA) e 213
[ “Wire Angular Constraint
(ERFRALITR) oeremeemerennenenns 213

f “Wire Angular
Spring Constraint

(ERBRTFRBRLAITH)  wooveeeeeens 214
.4 _Wire Glue Constraint
(EREEBLITR)  woeveemreveeens 215
~{ Wire Object (Zxf%) 215
QQWire Pin Constraint
(BREETAITR) woeeeeememennenenens 216
vé“'—}g_Wire Spring Constraint
(LRBABELITR)  woeveereerernenennens 217
PRLEFOZSEY - oovvemmmmmemennnenens 218

D Network Working with Nodes
(M5 R FERAE) - 219

m Network Navigation

( |x—x] po-412 1) WIS 220
D Network Editing Parameters
(BRI BLL)  oeeeereeeee 221

DNetwork Ramp Parameters

(M%ﬂﬁ@gﬁ) ............. 224

17.5

17.6

17.7

17.8

17.9

17.10

17.11

17.12

17.13

| |Network Node Flags
(™ %jﬁ }J_r,‘ }ﬁ*ﬁ; ) eeeereeeeeennen 227
m Network Connecting
(wiring) Nodes together

R ) oo -

L] Network Node and

Parameter Paths

(IS B S ER) - 230

Lj Network Organization

(M %fﬁk) ......................... 230

D Network types

(™ gg ;g Elﬂ ) JNEIIITTTTTTI TP PPPPRE 233
\j Network Editing

node’s interface

(PGB R SR oo 234
m Parameter Motion Effect
BB BH) oeveeeeeeees 235
LL] Rename multiple

nodes at once
(FERZLANTIE) e 239
\j Network View/Dependency
(M EBERERR) - 240



1.1

#£1E & Houdini lRAE 4T

Houdini 10 G124k

. BNERS

F P48 % Pyro FX T H AT DL G2 Bl b & 0 PR 28 A0 KO ROR, 1% T B2 Bl
#] DOP 5 55 (Pyro solver) . SOP 75 /5 (DOP I/O surface node) FlIEH R 1% 7% iy
A5 (Pyro material) SZHF[H.

FH P AT BLRE N S AR B T AE P 48 9 BORs & A B S T 2 AN AR it 55
Pt

SV AR E SRR A FOE AR, R4 2 2R R P A U 59
33T k.

. BEEHFMEE Motion FX

i F Motion FX 25 2345 il CHOP FUR ML S AH MR S« LTS HOHTHAE.
# ] Animation T H %2 I [f] Lag Object 1 Jiggle Object T E 7] DAZA AT 78 2% 5 .

. REEBS

i T RS b g THL Ay DAFE RS Do LI PR B2 6 FP 8 T Wb £ 20 4%
H ramp BB BX G EME KR BRE . &l EMEE B R KR RGO S5

. MR

MR gm et 7 — N T HE4, FHPEASSEAMNLINGE. Al LU M4 40588 L
Ei'fJGear SR T B4,

MG PR INARE. & Ctrl + P g Al LLEIELBTARE: .

KT L4 B0k

RS 2 Wi A

TS R AAIER AT Ao AE o shit ER T — N TSREBA REE B
TSR AE 3 B B P A 3% 2 4 0K P WUIAS REAE FH bk D e
BRI S B, 5EMRRAMERT mHsk—71.

EHEEN T i, $4E e snit 8, B TFESIREE B3, #&IE eshitt + c
T A HE T MR AIES) . 45 £ B & B H ) Network editor TT_E#T Ff Move Tiles With
Their Children XHiHHE, T atha BEIME BRI FE—REEZEF).



2

Houdini 2% ] 8 3 51—l

TER G R T B, MR R B\ R A L bypass bR%.
o shift|+ B | §8A] L B\ R T 5B bypass R4 .

2P 28 g % 8 FH EM% 42 & HOUDINI_NODE_WIDTH, #8I3 fg i . %4
BREZ MR 5

AT R (FES RGBS T BRI 5D RO, 76 %558 38R Bam
PR EbRIC R

. EA%

Motion Effects ] I - J7 (@b fd ] CHOP W48 78 26 %5, Hoasi i FHACE (.
Bahfnd ) .

IAEAEMEI T T stereoscopic viewing (SZAAN WHLE) , 7E ROP 14 T A&
PUBEMSZARTE S, LK SLAK Mplay #1 IPR 3%, 76 T H%2f# Lights and Cameras
PR3 b AT DAFT FF AR IRAR LG E . '
WEIBRBAEHEREE 4T o

BB X, WARTIVERE O LAY Code bRAS, BIEIIE T — AN % F%
H|BINREM T H%.

R IRHE B PR

. BEEMEBELRES

LR P BESHET, render view SZREHRIE 5B T .

BT D RS o TR

SFTHERO BT . T TEAERGE T, R E SR RGeS, AR B AR\
BB R Y28

WA I T B8 8 ramp MR, XA F AT T X SRR 2R AM R .

TH L SCVFRS, VOP W48 7] DL B 3h 36 Ab B 28 R . F RARIR B s B sh b I B
TR E— NN BT A

PRB {EH5 #0240 %] VEX . FHP UL HIEE AR R, RIS AR
54 PRB VE 3. '

F P& n] LA PRB H G H R B YE M1, 6140 direct_diffuse ( EL AT YE NI 5T R4
A direct_glossy (EIEAT WD) «

BA 5 I it 8 T A

. IR

i) Pyro FX T HAREA & Pyro AR T H.

WAFfEL TR,

Elastic Object # M0t %: W] THUREE S 00 BE R B B R IOXT %, R ER
Dentable Object FIJEAEX % : W] F THAUALRE 5 A B SRS, WK 5
Pr .

i T HFR%.



#1¥FE % Houdini ffiRA &/

1.2

Lag Object ZEIEX%: f# ] Motion FX 4551 S8 I 1B IR 205

Jiggle Object MR EN A% . 13 F Motion FX 2 % S8 I E A 5 .

Freeze Transforms T HAEZ)X B ¥)37 5 )2 1 #5421 ) LA J2 T P %% 38 /T 95
Knife Tool W] LAAZ B ff1 43 FF RIIEk () £ 1A ¥

Edge Loop f& 777 JEZ AT LB HHEAIR .

. Hithegist

Mac iy [ 58 {53 5 m] 5

HOM %I B 528, &M EE&.

FBX ¥4 G 15 £ oiedk 2 A Fnsga 1

A HSHOE T H A g ) XML S0 5E o
B0, V¢ B S B b () 37 Houdini Dark Hiife 77 220l LA .
BEIA AT LA ramp S50 %% .

RS B AL Th RE

Houdini 9.5 B @IlHr 2 b

. EERE

Fh Houdini 3t Mac OSX &%t T 1.

FEFBT BRI, REMEDE RV AR e mET . RTREEERTS

B “#iEBARME O,

. BRE%

FBX #%:UFH.

FBX # 3, NURBS X5 A..

Quicktime % ! T E A% Mplay ##t 4 Mac/Linux/Win.
Adobe Illustrator™ S A ,

. IR

RBD W34 T H.: 4 break. shatter. debris 2%,

WIRMFE T H: Whitecaps.

VA E T E: Sculpted Particle Fluid.

Bk M KT T ESE T H: Paint Fuel #1 Paint Temperature.
B 1& N AN 3 7K S5 SR

. RBEN

B HWENR TERE, NG THERHRERTA.



4 Houdini 2% > 5.3} 7 FERtAE

o HENEFERMEEE.
5. AR#m|

e UICVEX VOP 5t

o HIEZSH VOP.

o WIESH W ENITY).

o PRI BT it J5 () OpenGL2 SZRFHIAR
e 7F SHOPs /137 ff GLSL & tAds i .

o PLIE R SEELSE I A LT fE .

e Advect i T H.

6. VEX

o VEX F84iN T HEAERMKBAH . "S5 “VEX FA” .
o VENBAFHE S SR04y, VEX BILEIE SRS R BV il B 52 38 AR TR K 44
¥ (/¥ AEENEA.

7. A

(1) My R

e Assemble (AZFE—ANLL_Ef) Break 5 mZ JE A
e Bake Volume CKjfEHAIER|% b
e Break

e Extrdue Volume

e Finalize Waves

e Match Axis

e MDD

e Name

e Point Map

e Points From Volume

e Script (fE LM% HATHEA)
e Shatter

e Volume VOP

e Volume (N F#HPERIZHT O
e Waveform

(2) {EHRIKFE

FBX #% A Tt

Torque #%3\F H

MDD 75 LB A

Wedge



%1% 4 Houdini fRA A 5

1.3

Houdini 9.1 Ay G124k

H 20 “Houdini 9 IBIHHZ 47

1

EiREM

Houdini 9.1 B&—4> FBX S AR EIAVT H A . FBX & 20— =4k N 335 e
FIXXHs . FARGHRFERBESR, HEETFTROIANABRZRSE T —SEESxE,

H A,

EFULAL Rk B BEHL. W ARSBEASY. Bhili LR T B,

B0 FBX S50 SC AR A IERE B % . AL S0, BRI 7 B — B AT
IR . B FFR e T30, R RBE AR, DUEBRAIAE = 5 AT 4T 5 R A]
(i LF

A LLE %+ Houdini 9.1 /) File—Import—FBX #r & 3KBUX —45: . LTS B,
S “SANFBX X7 .

2

w

. BAE

TR B SRR T U A4 R 38 AR 7 KA T

SEARIRFE R TR (bLZ BTIEE 60 1) .

AR TR TR, I T R R . AT S0 R FRARI T A7 .
Z BUIRATRHRE FAY I 2R G H AT 58 PO (0 A k7 S RE

SDF SCAH N Ak alE48 (4 S 46 SRR LA ORI B AR BV P B R vl

. AR

A, WA AW DUEENIRTER. AT “UIRXER” .

B RitERL A5 TR DGRBS A L LR TR RSB E i
BaEG .

SR BB A0 G 4 %

AR AUESIR, EF MERPTESUE” — I, AT CUIRR — e Y R AT0E B
A3 .

Zeniidt, Al Al b R B

AR BB AN AL LA

FESIE G % H PR —PIIE, W] A PRSI TR 5 A

P FESE G A PR R BB B BT AR p R 43 B, AR A g 92 ) 2%
WRECF BEETERES TR, IG5 77 (8. REE, BRI BB 5
DUsERR TR, A8 T LARS Bl O A B O BT AR HiL AR A S TR . R, (AT LA
HHASEEE, RaRH%5E IV .

A SI0E e B8 A% SR N/ T S B i A



6

Houdini %% 3] 53} i — &Rt

1.4

TS SFBFNE R

KB BCRF B MR A= R

I FH A< H B3R i 7E Windows H 1 22 2 Ve 4 4 g

MFZ (>32) FTHSE M —FERE, P E&o

XFRER =M LTk

TRFEY TR .

JREFEHI JPEG %y IK 588 .

Houdini IL7E 4% Dosch Designde [¥] 3 4NF 5 HDRIs (HiEhiATEE B B/ (F
$HFS/houdini/pic ) . T LALE Dosch [R5k F K SE R A#HT HDRISs ££ 5

. AR&Rm|

VOPs H1 4 B4 1) H 335 5547 &

MR FEFRAL T VF 2 /N GBS, 036 52 FH P 5 o A R B A DA S o
TEREGRS R EEAR,

B PR 1 I 49 G A P B DA A

Gnome. KDE s HAth{E—1fF ] freedesktop.org 3 BAFRHAE ) 5 [F] B 4585 ) R 45 HR G S o
¥J37+F Houdini A4 HIf#HH

fRXTEERE, BRINBUEA T BB . CREATEBIE T 5.

B TA) X S S AU e L B S LR 0 B T B (A 3D BE S ERK) .

8 f7 AN 16 iz LZW K45 fr, TG E /M.

. JLfE

7& HDK U H i @ 1E APT i3,

BB KA SE1 Cookie (boolean) 7 5.

BLZE T OB R T 5 R B0 A i OB E B, S A AR R, TR
EfRFERBOIEREME

Poly reduce 3458 DjRE, BIFHELFRENHEZLE. IMAELULRECEERMT.

BLAERT LAH Python i 5 B EH 7 RIRTI BB FF A

Houdini 9 B8z 4k

H2 % “Houdini 9.1 IBIHT Z 407 .
Houdini 9 FJ#8 FLZ A7 T H B35 5 TAERAE . Sk i B P S DA R SR oK KR i sh 1) 2
YFIE, BIWAAD EIRESE.



%1% & Houdini fJRAR N 7

1. B¥H@E

Houdini 9 513 T # IS B R MR, R AR L Ao vefd Bl 1 e 3 A LU Al
SEREA R TSR
PUAEAE K RE05 AR R AR NI IS, WA S S A S R VR N S o
ey =k
@ Bfi¥ SRR O ik R 4.
@ M FHRSER PR RAESHORE.

) fE Create Parameters (G Z%0) &%) By Type (KA #5485 b, MFIFHi%
%
EEREMFEH | fpy, gt

1E Create Parameters (fE#Z%0) % # ) From Nodes (i[5 A #5%5 F, M
PIARSABE | g maimesn 2%, A it p
i ‘ 1 Create Parameters (fJ#Z¥() % #% MK For Rendering (JEYY) F5% I, M7
s T TN TN S
WSS T B EIS B, AU . R L

HEECASHIIME | i Discard (&7 %4

& A] LAFE Parameter Description (Z¥(Ui#) &P wmEFNSHME, Lld—P5 A

RTMEZGERASHE “GESHEATELD” .
2. Python iESBIA

A LA Python 1X —3EH 38 K 5 2% (0 5 F 1) 1 5 K4 Houdini V5 1A .
(1D ¥k
Houdini SLZEAL & —>P B Python #1i% T H. W/ L@ hou His fifd F %t S A1 1h
g, H Python %5 4 Houdini ES A, MR #kABIF TAS KBS H.
B API AR 2 Z BT ELAR, Hscript.
(2) Houdini # Python & 5 W
o BXHXRIIGE. FHRMAATHIEHEMER, "S5 “Houdini XfHEA”
o MHEATIF Python Sh5%, WIEFFE [T ) Python 4h5E—Ji. Python 4h5EtL 4% Python
R SE R T4
o BT Python 4 2% B EEAKMMIA, iR O F K Python %85 4 iE 4% — I,
o FREEANE—AMT R AT LA Python ¥ 5 5 € BT R s, AlERR SO T K “Hrigdie
KA IR, ARG ERIERTEE A Python,
(3) Hython
Houdini & — M r4-4T ) Python 1% T H, IU{E Hython. ‘& FIARHE) Python 155
FLRILZKRZES, (H#lid 4 H Houdini X%, & Al LA H3)# hou HEH A T4 . F1 Hscript
HREGAT—F, ZLTRWAUHFEUEE.

3. B
SAMZ , Houdini 9 7F Mantra FIVE 42 7 [H LI T 42 4 A XA K ThAE S0 .



