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I lporpamma
KypCa

6 mecsiLueB na HauMHaLWMX

4 mecsdua nporpamMma +2 mecsua
Ha caoayy KypcoBou paboThbl
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bnok 1. CozpaHue paspyweHum B Houdini

e Kak paboTaeT ¢pmsmka B Houdini.

e [IpakTuKa - pazbop cueHbl ¢ Bowling Fracturing, Complex Fracturing.
e Dynamic Operator (DOP), pac4eT dmnankmn.

e [lpaKkTunKa - paspyLleHne reoMmeTpun.

e Constraints, Art Direction.

e [lpakTumka - constraints 1 pasnn4yHble oepopMepbl.

e Render and Compose, paboTta ¢ Mantra Render.

e [lpakTuKa - peHaep acceTa, cobopka B After Effects.

e RBD Debris - paboTa c ockonkamm.

e [lpaKTunka - PMHaNbHbIA aCCET C pa3pyLLEHNEM.
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bnok 2. CospaHne auHaMmuyeckux addbeKToB

e Particle Operator - paboTa c YacTuuamu.

e [IpakTunkKa - accet c yactmuamm, pabéota c POP.

e \/olumes - noarotoBkKa K pabéoTte ¢ AbIMOM U MblNblO.

e Smoke Solver - cumynaumsa abima.

e \elocity Fields, Volume VOP - npoaBuHyTas patota B Smoke Solver.
e [lpakTuUKa - co3pgaHune acceTa c AbIMOM.

¢ \Volume Shading and Rendering.

e Co3naHune adppeKTa OrHs.

e [lpakTuUKa - paboTa C OrHeM.
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bnok 3. AunnomMmHasa paéora

e [loagrotoBka accerta u NpoaBUHYTble TEXHUKU paboTbl B Houdini.
e [locTaHOBKa M aHUMaLUMA KaMepbl o5 LWoTa.

e Fracturing, Boolean Fracturing, Digital Assets.

e Bullet, Constraints, Art Direction of Destruction.

e KnacrtepHas cumynsums OCKOJIKOB.

e CmMynaumnsa abima c nomMmollbto Sparse Smoke Solver.

e Compositing cekBeHuUnn B After Effects.



