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Export to Sketchfab Directly from Houdini < BACKTO OVERVIEW

within the warld of computer graphics, is well known as a visual effects solution for Share this article
blockbuster films. At the same time, it is now being used by more and more game studios to

create game art and run time effects. Houdini's procedural nature is controlled using an o g @ o
artist-friendly node-based workflow that makes it easy to create multiple iterations of an

idea cr make changes even deep into production.

Lately, SideFX has been putting a lot of work into its modeling tools and has taken things one
step further: there is now a tool available for exporting directly to Sketchfab

About Sketchfab

Enter new dimensions. With a
community of millions of creators, we
are the largest platferm to publish and
find 3D madels online,

A Sketchfab Uploader Trailer ;-
* ‘Moudinis  SideFX Houdinik D -

Fellprrzll e

Mare Sketchfab News

BB

To start exporting, you can add the Sketchfab exporter node using the Game Development
Tool Shelf. The 5 a set of bonus tools for Houdini that can be
downloaded from within Houdini 16.5.

E=2  Houdini Ship by Akira Saito
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