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Crowd Source 3.0

‘_ - ~ Crowds in Houdini 15.5

» Max Force, Max Turn Rate, and Min/Max Speed
parameters moved to DOPs
» Creates fewer point attributes (18 -> 8), some
made optional (e.g. group and color)
» |nitial State - more forgiving default value
» I[mproved randomization controls for clip times,
layers, initial states, and agent types
» Now optional - can use regular Copy SOP or
other methods, if desired, to populate crowds
» Crowd Solver 3.0 creates any required point
attributes along with proper default values

SideFX
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Crowd State 3.0
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» Initial clip time (and random offset)
» Now optional (can pass through from SOPs)
» Only applies at start of sim
» Clip randomization uses pattern matching
Instead of substring search
» New controls for in-place animation
» Clip speed multiplier (including random
variance and/or VEXpressions)
» Optional clip retiming and speed limits
» Per-state control over speed variance
» Locomotive animation:
» Separate controls for clip speed and
locomotion speed

SideFX
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Clip Transitions

—> Stand to Walk —>
-~

‘  Crowds in Houdini 15.5

» Solution:

» Set up info about possible clip transitions and
their properties ahead of time, and reference
this in the Crowd Transition DOP
» Attached to the crowd object as subdata

» This information describes a directed graph,
which can conveniently be represented as
geometry

» Bonus: set up in SOPs -> easy to preview and
reuse across sims

SideFX



Clip Transitions

—> Stand to Walk —>
-~

- ~ Crowds in Houdini 15.5

» Geometry format:
» Each point represents an animation clip
» Two-point polygons represent (one-way)
transitions between those clips
» Primitive attributes describe transition’s
properties
» For each pair of clips, there can be one or
more regions in clip A where a transition
can occur -> array attributes
» See help page for Crowd Transition DOP
» Can build with Agent Clip Transition Graph SOP,
or custom tools

SideFX



Clip Transitions
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» Crowd Transition DOP: new option to use the clip
transition graph to control the transition between
animation clips

» When a state transition is triggered:

» Choose aclip B from the destination state that
Is reachable from clip A

» Find shortest path from clip Atoclip B

» For each pair of clips along path:
» Wait until clip time is in a transition region
» Use sync point to choose the initial clip time

for new clip
» Blend into new clip over specified duration
» Preview / test: use the Test Simulation: Crowd

Transition SOP

SideFX
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Artwork b

THANK YOU

Web: SideFX.com

Twitter: sidefx
Facebook: Houdini3D



