Procedural Animation

Workshop 09: Rigid Body Dynamics Il

RBD Constraints
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Procedural Animation
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Procedural Animation
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Procedural Animation

Shatter
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Procedural Animation

Cutter Settings | Baoclean Settings.

@

) =(8# %

%#D()= (

)*

Prepared by Kam Wong (SCM, CityU, 2011)




Procedural Animation

Remark: shading problem after BREAK

After BREAK, your object may have shading probldong the break boundaries.
One method to overcome this is to render the aalgimodel (without break) before
the breaking happen on the scene. You can attésh aodes to fit the problem, ug

the following tricks:

iﬁﬂn Import |dopimport2

Dﬂf N‘:vﬁ'l’“ﬁ [,f obj / AutoDopNetwork E—T E;:l
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Procedural Animation
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Procedural Animation

Debris
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Procedural Animation
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Procedural Animation

Adding dynamic forces
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Procedural Animation

Making particles involve in RBD simulation —the PO P OBJECT
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Procedural Animation
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Procedural Animation

Squishy DOP (soft-body)
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