VParticle plugin for 3ds Max 4.x

Installation:

This plugin requires 3DStudio MAX 4.x.

1. Copy “vparticle.dlo” into a plugin directory for Max 4.  Example:  “\3dsmax4\plugins\”

2. Make sure this directory is in your plugin paths for Max.  Check this in Max under Customize/Configue Paths/Plugins/

3. Restart Max

This plugin adds a new Particle emitter type to Max4, called VParticle.  This plugin is solely for use in VFX files used in Red Faction PC.  It’s not fully supported as a standard “renderable” particle type in Max, so do that at your own risk.

You can find the VParticle object under the Create panel, in the Geometry/Particle Systems category.  Create it just like any other Max emitter.

The supported parameters for VParticle appear in its Modify dialog, just like other emitters.  Most of the parameters are self-explanatory, or match those of other Max emitters.  The VParticle-specific stuff is as follows:

Drops/Facing
These are the two types of VFX particles supported by RF PC.  Facing is the default type, and uses camera-facing bitmaps onscreen.  Drops are untextured, triangular shapes used for sparks, water drops, etc.  Unlike other VFX objects, Drop particles do not require a texturemap in their Diffuse channel.  Instead, the material’s Diffuse color is used.

Tail Distance
Used only for Drop particles.  Determines how “long” each drop is.

Shrink at birth
When set above 0.0, causes particles to “grow” from nothing, reaching full size at the frame indicated by this percentage multiplier value.  Example:  particle life is set at 30, and Shrink at Birth is set to 0.2.  From frame 0 to frame 6, the particles will grow from size zero up to the size specified in Particle Size, reaching full size at frame 6.

Shrink at death
Same as Shrink at Birth, but operates at the end of the particle’s life.

Fade at Birth/Death
Similar to Shrink at Birth/Death, but causes the particle’s opacity to fade in/out based on the timing values.  Unless the Shrink values are used as well, particle size is not affected by this.

Fast Particles
When enabled, tells the game to use the more optimized “fast particle” system instead of the default particle renderer.  This was largely a feature for the PlayStation 2 version of RF, and has little effect on the PC renderer.  Some options my be unavailable/greyed-out when this is enabled.

Apply Gravity
When enabled, does automatic gravity on the emitted particles, along the global “down” axis in Max.

Randomize Orientation
Randomly orients each particle’s bitmap, to prevent strobing.  Only supported for Facing particle types.

No Cull
Forces particle rendering even if the emitter is offscreen.  It’s highly recommended that you keep this off, as enabling it is expensive.

That’s basically it.  If you have a VParticle emitter selected during a VFX file export, all the parameters will be written out into the VFX file.


Note, the “scale” and specific shape of particle emissions will vary a bit from Max to RF.  Some tweaking of values is often necessary.

Please see the README doc for the VFX exporter for more information on using these in VFX files.

If you have questions regarding this tool, email:

rftools@volition-inc.com

We don’t support these tools full-time, or completely, but we’re happy to answer questions as our schedules permit.










