Polygons As Subdivision

@ See Subdivision faces for more information on subdivision surfaces.

When rendering smooth surfaces from polygons in Houdini, you can add an option to render Polygons as Subdivision to your geometry node from the Ed

it Rendering Parameters...
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Display As Full Geometry
Render Visibility
Render Polygons As Subdivision (Mantra)
Shading Sampling Dicing Geometry
Categories
Reflection Mask
Refraction Mask
Light Mask
Volume Filter Box Filter
Volume Filter Width
Matte shading
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Edit Parameter Interfac

Edit Rendering Parameters_..
Edit Deletion Script...

Edit Comments...

Revert Parameter Interface
Delete All Spare Parameters

Add Visualizer
Attached Visualizers. .

Save Preset...
Save as Permanent Defaults
Delete Preset

Revert to factory defaults
Revert to and restore factory defaults
Override factory defaults for this session



https://rmanwiki.pixar.com/pages/viewpage.action?pageId=11468862

Add ri_rendersubd from the Render Properties to your object's Render TAB.

¥ Poiygons as Subdivision {RIB)

The images below were rendered using the PxrVisualizer integrator in Houdini.

No Subdivision

With Subdivision

Interpolate Boundary

We also need to add the interpolate boundary and turn it on. It is off by default.


https://rmanwiki.pixar.com/pages/viewpage.action?pageId=11468958
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