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Ocean, smoke and cannon fire

Houdini, Mantra

Burnout smoke

Houdini, Mantra

Debris, sparks, rocket trails and explosion augmentation

Houdini, Mantra

Flying papers, rain, splashes and lightning effect

Houdini, Mantra

Noodles and flying food debris

Houdini, Mantra

Water runoff setup

Houdini

Rocket trails, ground impacts and debris

Houdini, Mantra

Fire, floating ash/embers, sparks, headlight explosion and car fire

Houdini, Mantra

Atmospheric dust, smoke and flags

Houdini, Mantra

Impact dust, flocking sim and explosions

Houdini, Mantra

BREAKDOWN SHEET

Textures Effects

Smoke and sparks. Effects done in Houdini and composited in Nuke.
Work done for In Aeternam.

Composited by Dan Giraldo
Some effects work also done by Milos Pejak

Modeling Texturing Lighting Effects Compositing

All work done in Houdini, rendered with Mantra and composited in Nuke. 
Integration experiment. Worked with Steve Bevins to develope this shot.

Rigid bodies by Steve Bevins

Tracking Modeling Shading Lighting Effects Compositing  

All work done in Houdini, rendered with Mantra and composited in Nuke.
Gas fire explosion Pyro experiment.

Effects

Tear replacement. Tear done in Houdini and Composited in Nuke.
Work done for In Aeternam.

Composited by Dan Giraldo

 Effects

Door decompression puff. Effects done in Houdini and composited in Nuke.
Work done for In Aeternam.

Composited by Dan Giraldo and Daniel Rosenberg


