Making objects splat
by Allan McKay

This tutorial is going to introduce metaballs and a few tricks within max. Basically what it is going to cover is how to get an object to fly at another object at high speed and splatter allover it, primarily using particles and a tiny bit of key framed animation. This tutorial assumes you know a bit about max, and as always the more you know the better. 

First of all lets reset our 3dsmax scene, go to the file menu and select reset, choose yes when it asks you if you are sure you want to reset your scene. 
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Fast forwarding through this, create a 2D plate in the top viewport, make it fairly large, maybe two whole grid blocks, it▓s up to you, this is going to be the ground plane. Next up lets create a teapot in the top viewpoint. Click on move and move the teapot up so it▓s fairly high up, after that go to frame 30 and click on the animate button, move the teapot so it▓s just below the ground plane we just created. If you want you can also rotate the teapot so it tumbles to the ground, which might look better. 
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Once we▓ve animated the teapot falling, we▓re going to create a deflector and size it up to fit the ground plane, go to the spacewarps section of the create panel and click on "particles only" and click on deflector. Drag it out and adjust the size of it in the modify panel, adjust the bounce value to 0.3 

Go to the particles menu in the create panel and click on parray (particle array) and drag it out into the top viewpoint. Place it somewhere just outside of the ground plane so it doesn▓t get in the way. 

In the modify panel, select parray and adjust the settings as follows: 

Under object-based emitter click on the button and select the teapot. 
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Change the viewport display to mesh, and the particle quantity to "use total" and type in 450. Lower the speed to 0 and the divergence to 0. Change the emitting start time to 22 and the stop to 23, display until to 100 and life to 100. Enable emitter rotation. 

So far what we▓ve done is told it to emit 450 particles, display them in their true form (mesh) and have 0 speed so they emit based more on the world not their own particle emitting speed. Plus to emit from frame 22 to 23 and display ▒til frame 100. Now change the size to 15 and give it a variation of 20.0, tell them to grown for two frames, which means when they emit they start out small and grow to their full size (15) over two frames. 
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Go to particle type and choose metaparticles and adjust the tension under metaparticle parameters to 0.1 and make it one connected blob. Go down to get material from under mat▓l mapping and source and click on picked emitter, and then above it click on the get material from: button. So that the particle system grabs the material from the emitter object rather than using it▓s own material, this way both the teapot and the particle system have the same material and mapping. Now go down to motion inheritance and adjust the multiplier to 0.29. 

Keep in mind that my teapot crashes through the ground at frame 23, so yours might vary, so adjust the spawning time to the frame it first begins intersecting the ground plane. But whatever it is, probably is best to set the particles up to emit one frame before it intersects so the bottom of the teapot isn▓t below the floor when it begins emitting. 

[image: image6.jpg]=

ot
o 3
oo
[



Once all of the settings are set up, make sure the material type is "picked emitter" and click on the "get material from" so it gets the material it uses from the teapot rather than it▓s own colours. Select the deflector and click on the bind spacewarp to particle system button and assign it to the particle array. 

[image: image7.jpg]s P




Now select the teapot and go to frame 24 and click on the animate, right click on the teapot and choose properties. Go to visibility and click up so it sets a keyframe with a value of 1.0. Now click on okay, go to the next frame and right click and go to properties again and adjust the value to 0.0 this time, this sets the visibility to 0 so the object disappears after this frame. Click OK. 

What▓s going to happen is after frame 24 the teapot disappears just a bit after the particle system appears so it kind of switches places with the teapot. 

If you play the animation you should see that the teapot falls and then splatters on the ground, although from here we can have a bit more fun making it look a bit more "lifelike", I guess. 

[image: image8.jpg]I

i
0



Create a deflector by going to the spacewarps panel again. Drag it out and place it in the scene, adjust the gravity value to 1.29 and the decay to 0.014. Assign this to the particle system, now it falls to the ground instead of bouncing up after it hits the deflector. Now lets try to make the splatter spread out a bit more.. 

Create a wind space warp the same way you created the gravity one, adjust the settings so it▓s spherical and has a strength of 1.5 and a decay value of 0.021. Now place it wherever you want, but I would advise probably putting it directly on the ground plane and probably a bit behind where the teapot lands to push it forward as it splatters. This makes the teapot actually have a bit of momentum when it hits the ground and spreads out 
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This was a pretty simple introductory to what you can do, but with more complicated meshes and more complicated particle counts and space warps you can get some really intense stuff happening! 

The MAX file is here and the rendered sample animation here.
