Smokin' - Basic 3DSMAX Particles

by Allan McKay

This tutorial is designed to cover the basics of particles, essentially creating smoke using spray. Later on I will write a more in depth tutorial on covering this subject since there is so much to cover, such as using super spray and paaray, and how to create fire and giant hell like explosions, thanks everyone for all the email I've received asking me to cover all of this stuff, really really cool to see emails from studios and game companies I've been inspired by emailing me to write more tutorials! :) 
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To start off, create a spray particle system. Go to the modify panel and adjust the settings as follows: 

give it a speed of about 7 
particle count of 800 
life of 150 (set frames to 150) 
change the size to about 30 to make the smoke puffs bigger. 
and make them facing particles 
disable constant particles and give it a birth rate of about .9 (birth rate controls how many particles are emited ect. and over how many frames). 

Now if you play the animation, you will instantly notice the particles just move directly up and lack any real motion. 

Here is where we give some of the real world elements that make things look realistic and drive smoke around, such as wind and turbulence. 
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Create wind space warp and assign it, make it spherical 

Give it a strength value of 1.5 and a decay value of about 0.013 (enable range indicators for better visual understanding) set the turbulance of .95, frequency of .48, and scale of 1.44 

Now if you play the animation the particles blow away from the spacewarp and seem to have a bit more realistic motion. 

Essentially we're far from finished. 

Create nearly an indentical wind spacewarp but with a negative value of -0.96, and decay of .008 
Tubulence of .049, frequency of 1.19, scale of .69, and raise it vertically upward a bit 

Now duplicate that wind space warp and put it to the oposite side of the spray particle system. 

Adjust the strength value to .6, and hit ANIMATE button. [image: image3.jpg]Front






Go to frame 30 and give it a value of -0.297 
then at frame 69 and give it a value 0.732 
And at frame 123 give it a value of 0.319 
And for frame 150 give it a value of -0.758 

Now we'll move onto the shader side of things which is what will control the particles actual look. 

For facing particles rather than volumetric particles this is primarily what makes or breaks the smoke. 

Now load up the material editor, adjust the settings to have: 

Black ambience and specular colours, and a 110 grey value for the diffuse, and a value of 0 for both shiny and specular. 

Go down to the opacity map and click on the opacity slot and, choose mask 
Click on the mask slot and choose gradient, then click on colour two and adjust the colour grey value to 72 
Drag colour two onto colour three and choose copy, and click on colour 3 and adjust the value to be slightly darker (65 grey value basically) 

Click radial and adjust the noise to .2 and the size to 1.8 
Go to the last frame and hit animate, change the phase to 15 

Go back to the mask material 
Click on the material and select particle age 
Go to particle age and swap colour 1's material for colour 3's. 
Assign the material to the particle system. 

Now render a frame, it should look like large billowing smoke. From here you can adjust the values of the smoke and the shader to look better and customize it to whatever you want. 
If you right click on the particle system and go to properties and choose 'image motion blur' and give it a value of 1.7 or a bit more it will slightly smooth the particles over for the motion which sometimes can look good for what you are trying to accomplish. 
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On top of that if you want to give it more colour you can go to the diffuse slot and give it a particle age and tell it to change colours over time, you can apply nosie or gradients for the colours and make it change to various grey or browns over time. As I mentioned earlier this is more an intro into this and soon I will write more indepth tutorials on this subject and if I can get my hands on some volumetric particle plugins such as Afterburn. 

I hope this covered a few things and helped people understand a bit more about it, and expect more info on this soon, as well as fire and explosions. 

Allan McKay

