Breakdown | Growing - Procedural Plant growth
Houdini Version: 19.5.605

The project aims to utilize Houdini's KineFX to create procedural growth effects for
plants, coupled with the height field function to generate procedural landscapes and
distribute vegetation.

1. Rig

VEXpression

1 int nearest = nearpoint(©,{0,0,8},1);
2 if(@ptnum == nearest)i@group_root=1:
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2.Growth Animation
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VEXpression

1 float startScale=Tit(@Frame,9,80,0,1);3
2 ale(4@localtransform,startScale);

This node combination can be assembled onto any plant model to achieve growth
effects, providing diversity through parameter adjustments.

Tutorial Reference:

https://www.sidefx.com/houdini-hive/houdini-hive-paris-2023/#massive
Flower Garden by Carl Krause


https://www.sidefx.com/houdini-hive/houdini-hive-paris-2023/#massive

