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(b) Replaced Particle Simulation
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select -1 "shard+";

string Sobjl] = 'Is sl
string Sloc[J;

int $numObyj = size($ob;)/2;
int $i, $=0;

for ($i=0; $i<$numObj; $i++) {

spaceLocator —p 0 0 0;

rename "pLoc#”;

$Slocl$i] = "pLoc” + (Sit1);

for ($i=0; $i<$numObj; $i++) {
pointConstraint -offset 0 0 0 ~weight 1 Sobj[$i] $loc[$il;
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float $pxl], Spyll, $pall;

string $getPx[], SgetPy(l, $getPz[];
string $pos;

for ($i=0; $i<SnumObj; $i++){
SetPx[Si] = "getAttr " + Sloc[$i] + "tx";
SgetPyl$i] = "getAttr " + $loc[$i] + "ty
SgetPz($i] = "getAttr " + Slocl$i] + "tz."

Spx[$i] = eval($getPx[$i);
Spy[Sil = eval(SgetPy[$il);
$Spel$il = eval($SgetP2[Sil);

$pos += " -p " + Spx[$i] + " "+ SpylSil + " " + pel$il;

// particle ~p $px[0] $py[0] $pz[0] -p $px{1] Spy[1] Spz{1]
string SmakeParticle = "particle” + $pos + "";
eval($makeParticle);

rename "debrisParticlel”;

setAttr debrisParticleShapel.particleRenderType 2;

delete "pLoc*";
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// move shards to origin axis, and then freeze transfomation
for ($i=0; $i<$numObj; $i++) {

select -1 $obi[Sil;

move -1pr 000 ;

makeldentity -apply true -t 1 -t 1 -s 1 -n 0;

// make debrisParticle Instancer (Ojbect Index: Particle ID)
string $inst;

for ($=0; $i<$numObj; $i++) {
Sinst += " -object " + SobjSil;

string $pTailOption = "~cycle None -cycleStep 1 -cycleStepUnits Frames
-levelOfDetail Geometry -rotationUnits Degrees -rotationOrder XYZ
-position worldPosition -objectIndex particleld -age age”;

string $pName = "debrisParticleShapel”;

string $makelnstancer = "particlelnstancer” + " -addObject " + $inst + SpTailOption
+" "+ $pName;

eval($makelnstancer);

for ($i=0; $i<$numObj; $i++) {
select -1 Sobi[Sil;
HideSelectedObjects;

select —cl;
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addAttr -In "rotateRate” -dt vectorArray debrisParticleShapel;
setAttr -e-keyable true debrisParticleShapel.rotRate;

addAttr -In "rotatePP” -dt vectorArray debrisParticleShapel;
setAttr -e-keyable true debrisParticleShapel.rotPP;

dynExpression -s
"debrisParticleShapel.mass = rand(l, 1.2);\r\n\r\n
debrisParticleShapel.rotateRate = <<rand(-5,) rand(-1,1),rand(-.5,5)>>*2;"
¢ debrisParticleShapel;

dynExpression -s "rotatePP += rotateRate/mass;” -tbd debrisParticleShapel;

particlelnstancer -e -name instancerl -rotation rotatePP debrisParticleShapel;
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