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Houdini

Using SpeedTree to create models and use them in Side
Effects' Houdini

Getting a SpeedTree model into SideFX's Houdini is a three step process. First, select or create a
model in the SpeedTree Modeler. Second, export the model using 'File->Export mesh...'. Third,
import the generated '.fbx' file in Houdini using the provided scripts. See below for a detailed
explanation of these steps.

1. Create the Model

The first step in the process is to use the SpeedTree Modeler to create the model you wish to use in
Houdini. This can be as simple as opening a library model or as complex as creating a tree from
scratch. The model should include material assignments, correct uv coordinates, and everything else
you need to see the model exactly as it should appear in Houdini. The goal is to replicate the model
exactly as it appears in the Modeler in Houdini. This includes features such as detail mapping,
branch intersection blending, and wind.

2. Export the Model

Once the model is complete, select 'File—~Export mesh...". In the ensuing file selector, select
'‘Autodesk FBX' from the combo box labelled 'Save as type' and pick a filename for the export. The
model will be processed and the following dialog will be presented. Select the options appropriate
for your situation and press 'Ok’ to write the .fbx file.
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# | Autodesk FBX Exporter ( |
Geometry Extra data
Lod [U (highest) v] Include [Nune v]
Group by Al - | Format |FBX /MC -
Branches Files |One -
Caps Length (sec) |5 2
Fronds
K Frame rate (fps) |30 =
Facing leaves
Mon-facing leaves Preroll (sec) |4 -
Zonez,Forces Wind strength | 0.15 -

Allow gusting

Preset [ <Custom =

Options Textures
Units [Inches - Copy textures
- ] Separate alpha
Invert alpha

Invert normal green

Coord system [‘r‘—up right-handed

Viertex color [DiF’ﬁJSE + AD - ]

Incude detail textures
Indude branch blending
Transmission to emissive Format |Original

Flip V texcoord

Heightmap from normal
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Object count: 1 Ok ][ Cancel ]

3. Import the Model in Houdini Using the Provided Scripts

SpeedTree provides scripts for working with SpeedTree data in Houdini. Click here for complete
details. Using these scripts rather than a basic .fbx import provides a mechanism for implementing
features such as branch intersection blending in Houdini.
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