
Pyro 



Anatomy of a Pyro dopnet 



source object and render object 



Combustion Process  

 



Equivalents in Houdini 



Additional Burn (calculated each step) 









Simulation Tab – Buoyancy Lift 



Combustion tab – Burn Rate 



Combustion tab – Temperature Output 



Combustion tab – Gas Released 



Combustion tab/Flames – Flame Height 



Combustion tab / Smoke – Heat Cutoff 



Shape tab (effect velocity)  – Dissipation  (evaporates smoke) 



Shape tab (effect velocity)  – Disturbance (adds detailed noise) 



Shape tab (effect velocity)  – Shredding (adds detailed noise) 

pyrosolver / Shape / Shredding .6 versus none 

 

From Peter Quint’s Pyro H12 part II 



more controls – but you get the idea … 

 

 

 

Let’s talk about the shader … there are videos about the shader 

on the forums 

 

 

Most importantly – you can use the openGL display to adjust 

your shader and then write that data into the shader. 

 

If you have the Multi field displayed – you can use the tab 

controls for both  

  Smoke (diffuse component) which uses density and color 

controls 

  Emission (fire)  which uses heat (the extent of the glow) with 

the color controls as well 

 

 

 

 



On the pyro shader in the shop under the Utils tab 

 

 

 

 


