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Particle Presets

Topics in this chapter:

Introduction on page 1
Abstract/Backdrops on page 2
Atmospheric on page 9
Liquids on page 11
Miscellaneous on page 12
Pyrotechnic on page 15
Smoke on page 19

Space on page 22

Introduction

A number of particle presets are included in Action, such as pyrotechnic or
liquid effects to add to your scene. These presets can also help you learn how
the particle system works. The presets are divided into a number of categories
and are easily added to your scene from the Action node bar. See the Action:
The Particle System chapter in your User Guide for more information on particles.

Use the following tables to get a quick overview of the particle presets, along
with best use comments, if applicable.

New presets for this release are indicated by the @ icon.



Abstract/Backdrops

Use these presets as backdrops or to create abstract art particle effects in your

scene.

Proxy

Name/Description/Comments

.

Animated_Coloured_Background Use Number and Lifetime
to slow down or speed up the animation. Try with Z Rotation
and Spin settings.

E_

Art_Coloured_Lines Speed sets the amount of stripes. Try
with Colour variance in motif_generator menu.

‘Autumn_Leaves.

Autumn_Leaves Use Number, Size, and Speed settings. Try
with the Rotation and Spin settings.

@ Burning_Text Particle Generator and cascade effect
to burn the text and make it disappear.

Circles  Use Number, Lifetime, and Size settings. Try with the
Spin setting.

Colour_Blob  Animated coloured gradients. Use Number,
Lifetime, and Size settings. Try with Blending modes and
Lighting.
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Name/Description/Comments

Colour_Cloud  Animated. Use Number and Size settings. Try
with Z Rotation and Lighting.

Colour_Vortex Animated. Play with circ_gradient_ax (espe-
cially Y Scaling). Try with Z Spin setting. For a nice spiral effect,
try Timesteps = 2 and Trail values up to 50.

@ Coloured_Arcs  Arcs rotating towards the camera.
Try text_ax (posX=140, RotZ=200, ScaleX=30).

Concentric_Circles Animated. Use circles_emitter Number
and Lifetime fields to set the amount of circles.

Concentric_Circles_2 Use Number and Size. Speed up or
slow down animation with Lifetime.

Concentric_Circles_2

Crazy_Serpentine Random circular patterns. Try with the
size manipulator (Magnitude). Modify the Power animation in
vortex manipulator.

Crazy_Serpentine
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Name/Description/Comments

Crazy_Stars Pulsing coloured stars. Use Number and Size
settings.

Digital_Animation

Digital_Animation Animated rectangles. Use Number, Life-
time, Size, and Speed settings. Change colour using light_col-
our.

Dots_Spiral Animate Size setting. Try with Magnitude in size
manipulator. Change colour using the Geometry settings of
dots_generator.

Dots_Vortex Use the Size setting. Try with Magnitude in the
size manipulator and with Power in the vortex manipulator (try
Power = 5). Move the camera and see the effect of gravity.

@ Fairy_Text 3D text made of coloured stars. Try
star_text_ax (Scale=22) and generator (Number=95, Num-
ber_V=25, Lifetime=75, Size=12, Size_V=20, Speed_V=0,1).

Flashing_Squares

m Flashing_Squares Influence the colour using the
light’s colour settings.
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Name/Description/Comments

Glow_Scanline Vertical and horizontal moving glows. Use
Number, Lifetime, and Size to characterize horizontal & vertical
glows. Use Magnitude in the V_size and H_size manipulators
to set the scaling’s amplitude. Use Magnitude in the V_horizont-
al_osc manipulator to set the horizontal motion’s amplitude.
Change colour with the light.

m Glowing_Streaks Coloured streaks coming from
behind the camera to the centre of the frame. Try Number=110,
Number_V=35, Lifetime=1, and Speed_V=70. Orbit the camera.

Glowline  Moving horizontal glows. Use Number, Lifetime,
and Size settings to characterize the glow. Try with Magnitude
in the size manipulator to scale the glows.

Hypno Influence the colour using the light's colour settings.

@ Hypnotic Try with Rotation and Spin settings. Orbit
the camera.

@ Kaleidoscope Change the colour using the light's
colour settings.
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Name/Description/Comments

@ Light_Canvas Grid of animated glows. Influence the
colour using the light's colour settings. Characterize the vertical
and horizontal glows using the circgrad_V_ax and cir-
cgrad_H_ax axes.

@ Light_Dots Speed up or slow down the effect using
the Power setting in the size Animator.

Moving_Glows

Moving_Glows Circular illuminated glow. Change colour
by colour correcting the white media. Use Number and Size
to characterize the ring. Use the pos_scale axis to set the posi-
tion and rotation of the ring in the scene.

Path_Light

@ Path_Light Animated glow on a path.

Pop_Art  Try with a close-up shot of a face as REPLACE_ME
media. Zoom in to have fewer coloured squares in the frame,
or zoom out to have more.

Psychedelic_Texture Animated. Use Magnitude in the size
manipulator to set pattern size. Try with the Trailsize field in
the Generator menu.
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Proxy Name/Description/Comments

Random_Texture Animated. Use Number, Lifetime, Size,
and Speed settings to characterize the texture. Try with the
Spin settings to set the animation.

Random_Texture

Raying_Sphere Black sphere emitting coloured streaks. Use
Number and Speed settings. Try with the Tailsize field.

Sky Moving cloudy sky. Use Number and Colour_V settings
to characterize the sky. Use Position settings in the sky_motion
manipulator to set how the clouds are moving.

@ Space_Blob  Coloured glows with a burning effect.
Try the PD_ax settings, and influence colour using the Light's
colour settings.

Spectrum_Lights  Animated vertical glows. Use Number,
Lifetime, and Size to characterize the lights. Try with Magnitude
in the size manipulator to control the scaling amplitude of the
lights.

Stagelights Use Number, Lifetime, and Size. Try with Mag-
nitude in the size manipulator to control the scaling amplitude
of the stagelights.
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Name/Description/Comments

Star_Spiral Use Number, Lifetime, and Size. Try with Mag-
nitude in the size manipulator to control the scaling amplitude
of the stars.

Text_Atom Animated 3D Text birth.

Text_Distort Use Number, Lifetime, and Size. Try with Rota-
tion_V, Spin, and Spin_V settings. Try also to change the light's
colour and the glow_generator's Material settings.

Text_Dots Use Number, Lifetime, and Size. Try with Rota-
tion_V, Spin, and Spin_V settings. Try also to change the light's
colour and the glow_generator's Material settings.

Text_Glow Use the Size setting. Try with Magnitude in the
size manipulator.

m Text_Particules Animated cascade effect with the
3D Text Geom node.
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Proxy Name/Description/Comments

Texture Use the Size setting. Try with the Rotation_V setting.
Play with the texture_ax settings.
Texture

Atmospheric

Use these presets to create weather-like effects, such as clouds, rain, or snow.

Cloud_Generator A one-frame cloud. Use Number and Size
settings. Try with the texture's Axis settings and the geometry's
Magnitude and Scaling settings.

Cloud_Generator
Fog Use Number, Lifetime, Size, and Speed to characterize
the fog.
Heavy Fog Use Number, Lifetime, Size, and Speed to char-
acterize the fog.

Heavy_Fog

Rain  Use Number and Speed to trigger the amount of rain.
Colour correct the white media’s Front, and set rain_generator
Transparency to improve blending.

Proxy Name/Description/Comments
X,
Fog
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Proxy

Name/Description/Comments

Rainfall Use Number and Speed to trigger the amount of
rain. Colour correct the white media’s Front, and set
rain_generator Transparency to improve blending. Use gravity's
Rotation_Y to make it windier.

Snow Use Number, Size, and Speed for characterizing the
SNOW.

Snow_Graphical Use Number, Size, and Speed for character-
izing the snow. Play with lighting.

Snow_Windy Use Number, Size, and Speed for characterizing
the snow. Try with wind’s Magnitude and axis animation to
mimic the wind.

Surfing_Clouds Flying into the clouds. Use gravity's Rota-
tion_X expression to stay above clouds, or dive into them.

Tornado Use Magnitude in the size manipulator to scale the
tornado. Use Magnitude and Power in the twist manipulator
to alter the shape of the tornado.
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Name/Description/Comments

@ Tornado_ZatZero Same as Tornado, but with emitter
Z=0.

Tornado_ZatZero

Liquids

Use these presets to create fluid effects, such as bubbles.

Proxy Name/Description/Comments

Bubbles_Graphical Use Number, Size, and Speed settings
to characterize the bubbles. Process with Motion Blur enabled
for better rendering.

Bubbles_Rising Bubbles coming toward camera. Use Num-
ber, Size, and Speed settings to characterize the bubbles. Use
Mass_V to randomize the bubble motion.

Bubbles_rising

Inside_Water_Rays  Sun rays under water. Use water_gener-
ator for the water and rays_generator for the rays coming from
the sun above the surface.

i
BN

nside_Water_Ray...

Sea Water surface. Try the Spin_V settings to animate the
sea. Customize by adding more lights to the scene.
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Name/Description/Comments

Water_Bubbles Use Number, Size, and Speed to characterize
the bubbles. Try the Spin & Spin_V settings to control the flow.

@ Waterfall Use Number, Size, and Speed to character-
ize the water. Try with size and gravity manipulators.

Miscellaneous

Use the miscellaneous presets to add dirt or scratches to your scene, as well
as many other effects.

Proxy Name/Description/Comments

Balloons Animated. Use Number, Size, and Speed settings
to characterize the balloons. Try the Spin & Spin_V settings to
control the flow.

Blue_Thing Moving glow following a path. Use Number,
Lifetime, and Size settings to characterize the glow. Try with
Rotation and Spin for motion. Change the path.

@ Broken_Window Pieces from a broken window flying
towards the camera.
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Name/Description/Comments

Dirt Use Number and Size settings. Try with variance.

@ Dust Modify dust size using PD_ax Scale and gener-
ator Number settings.

@ Dust_Ray Dust revealed by rays of light.

Hair Use Number and Size settings. Try with variance.
hair_generator4 is linked to hair_generator1, and hair_generat-
or3 is linked to hair_generator2.

@ Microscope_View Modify lights. Try neuronal_tex_ax
settings.

Microscope_View

Oscilloscope  Change the colour by using beam_generator's
Diffuse setting. Use axis to control the beam's amplitude, fre-
quency, and phase.
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Name/Description/Comments

S

Paint_Effect Use Number, Lifetime, and Size settings to
customize the paint effect. Try changing the texture media
(white square, soft cloud, etc.).

Scratch  Use axis to control the scratch’s position, the amp-
litude of the horizontal motion of the scratch, and the frequency
of the scratch. Hide some generators for fewer scratches, or
duplicate generators if you want more scratches.

@ Shotgun Slow-motion shotgun effect.

Simple_Sun

Simple_Sun  Processes quicker than Sun.

Sun  Astronomical view of the sun. Slower to process than
Simple_Sun.

Vu_Meter Animated. Use beamgen Speed, PD_axis Scale_Z,
and beam_emitter positioning to modify the number and width
of stripes.
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Proxy Name/Description/Comments

m Vu_Meter_AudioLink Similar to Vu_Meter, but you
can link an audio clip to produce the animation.

Vu_Meter_Au

Waveform Animated audio signal monitor effect. Use axis
to control the beam.

Waveform

Pyrotechnic

Use the pyrotechnic presets to create fire and flame effects.

Proxy Name/Description/Comments

Birthday_Sparkles Customize the sparkles with Number,
Lifetime, and Speed.

m Bouncing_Sparkles  Sparkles bouncing on a plane.
Use white_ax settings to place the bouncer plane in the scene.

@ Camp_Fire Adapt the source of fire with emitter_ax.
Characterize the flame with Number, Lifetime, and Size.

|
i -
§
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Name/Description/Comments

Camp_Fire_Smoke

m Camp_Fire_Smoke Adapt the source of fire with
emitter_ax. Characterize the flame with Number, Lifetime, and
Size. Adjust the manipulators.

Candle_Flame

Candle_Flame Characterize the flame with Number, Lifetime,
and Size.

Explo_Zero_Gravity

@ Explo_Zero_Gravity Explosion in a zero gravity en-
vironment.

@ Explosion Exploding towards the camera.

Fire_Ring Characterize the fire with Number, Lifetime, and
Size. Adjust the camera.

m Fire_Turbulence Fire agitated by the wind.
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Name/Description/Comments

m Fireworks Animated.

@ Fireworks_BigBlue Animated.

@Fireworks_BigRed Animated.

@ Fireworks_Cartoon Animated.Process with Motion
Blur enabled.

@ Fireworks_on_Path  Adjust the path.

Fireworks_on_Path

Gas_Flame Characterize the flame with Number, Lifetime,
and Size.
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Name/Description/Comments

m Lava Lava flowing from the top of a volcano. Change
the flow using the path manipulator.

Lava_Surface

@ Lava_Surface Speed up or slow down the lava using
the transform manipulator position settings.

@ Match_Flame Characterize the flame with Number,
Lifetime, and Size.

Meteor Meteor burning in space. Adjust the camera.

@ Moving_Sparkles Animate sparkles on a path.
Change the path.

Rocket_Propulsion  Rocket engine output.
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Name/Description/Comments

Text_Plasma Customize with Number, Lifetime, and Speed.

Smoke

These presets allow you to create various smoke effects.

Proxy Name/Description/Comments

Carbo_Snow Snow coming toward camera. Use Size to
characterize the snow. Use the Magnitude setting of the gravity
manipulator to set the snow’s motion.

Carbo_Snow

Dark_Smoke Use on a light background. Use Numboer, Life-
time, Size, and Speed to characterize the smoke. Use the
Magnitude setting of the gravity manipulator to set the smoke'’s
motion.

Fire_Smoke Characterize the smoke with Number, Lifetime,
Size, and Speed settings. Use the Magnitude setting of the
gravity manipulator to set the smoke’s motion. Modify the fire
colour using the fire_light_1 and fire_light_2 colour settings.
Fire_Smoke

@ Fire_Smoke_ZatZero Similar to Fire_Smoke, but with
emitter Z=0.

3 g
: -

LatZer

Smoke | 19



Name/Description/Comments

Gun_Smoke_MB  Smoke produced by a shotgun. Process
with Motion Blur enabled.

Heavy Smoke Use Number, Lifetime, Size, and Speed settings
to characterize the smoke. Use the Magnitude setting of the
gravity manipulator to set the smoke’s motion.

Smoke_ZatZ...

@ Heavy_Smoke_ZatZero Similar to Heavy_Smoke,
but with emitter Z=0.

Jet_Engine_Smoke Use Number, Lifetime, Size, and Speed
settings to characterize the smoke. Use the Magnitude setting
of the gravity manipulator to set the smoke’s motion.

@ Nozzle Characterize the smoke with Number, Life-
time, Size, and Speed settings. Use vortex settings to set the
smoke’s motion. Change the bouncer. Not scalable.

Pyroclastic_Cloud

m Pyroclastic_Cloud Change the path. Characterize
the smoke with Number, Lifetime, Size, and Speed settings.
Use the Magnitude setting of the gravity manipulator to set
the smoke’s motion.
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Proxy Name/Description/Comments

Smoke Use Number, Lifetime, Size, and Speed settings to
characterize the smoke. Use the Magnitude setting of the
gravity manipulator to set the smoke’s motion.

@ Smoke_Light Characterize the smoke with Number,
Lifetime, Size, and Speed settings.

Smoke_Light

Smoke_Lookat Smoke pointing to a target. Use Number,
Lifetime, Size, and Speed settings to characterize the smoke.
Use the Magnitude setting of the gravity manipulator to set
the smoke’s motion.

Smoke_Track Use Number, Lifetime, Size, and Speed settings
to characterize the smoke. Use the Magnitude setting of the
gravity manipulator to set the smoke’s motion.

Smoke_Track

@ Smoke_ZatZero Similar to Smoke, but with emitter
Z=0.

Smoke_ZatZero

Train_Smoke Smoke produced by a steam engine in motion.
Use Number, Lifetime, Size, and Speed settings to characterize
the smoke. Use the Magnitude setting of the train_speed ma-
nipulator to control the train’s speed and its effect on the
Train_Smoke smoke.

0
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Name/Description/Comments

Train_Smoke_ZatZ...

m Train_Smoke_ZatZero Similar to Train_Smoke, but
with emitter Z=0.

Vapour Vapour rising from the ground. Use Number, Life-
time, Size, and Speed settings to characterize the vapour. Try
the Rotation_V and Spin_V settings to control the vapour anim-
ation

Wheel_Burning_M...

Wheel_Burning_MB  Animated. Process with Motion Blur
enabled.

Use these presets to create astronomy effects.

Proxy

Name/Description/Comments

Aurora Aurora borealis effect. Use Number and Size to
characterize the aurora. Use Lifetime to speed up or slow down
the animation. Change colours by modifying the left_light &
right_light settings.

Blue_Star Slow moving star. Use Number, Lifetime, Size, and
TrailSize settings.
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Name/Description/Comments

Blue_Star_2 Slow moving star. Similar to Blue_Star, but with
a bigger hotspot in the middle. Use Number, Lifetime, Size,
and TrailSize settings.

Blue_Star_2

Blurry_Sparks Use Number, Lifetime, Size, and Speed settings
to set how the sparks are emitted. Use the transparency, gravity,
and size manipulators to specify the behaviour of the falling
sparks.

Blurry_Sparks

@ Cosmic_Light  Try with the PD_ax settings.

Cosmic_Light

@ Cosmic_Marguerite_Blue Pulsating blue light. Try
with galaxy_tex_ax settings (posX=0, posY=0, scaleX=14, sca-
leY=125).

Cosmic_Marguerite...

)
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@ Cosmic_Marguerite_Green Pulsating and rotating
green light. Orbit the camera.

Eye_Strike Moving glows. Try with the circ_gradient1_ax
and circ_gradient2_ax settings.
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Name/Description/Comments

m Glowing_Star  Try with the circgrad_tex_ax settings.
Orbit the camera.

@ Light_Mvt_1 Try with the PD_ax settings. Process
with Motion Blur enabled.

@ Light_Mvt_2 Orbit the camera.

@ Light_Mvt_3  Orbit the camera (Orbit 90°).

@ Light_ Mvt_4 Change the Rotation and Spin settings.

Light_Speed Use Number, Speed, and TrailSize settings. Use
the speed manipulator’s power to set the Z acceleration.
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Name/Description/Comments

Moving_Star_Field Flying into space. Use Number and Speed
settings.

Moving_Star_Field

Pulsar Pulsating glow. Use Number, Lifetime, Size, Speed,
and TrailSize settings.

Red_Pulse Pulsating red star. Customize the star with Number
and Speed settings. Set the star’s intensity with transparency
magnitude.

Red_Pulse

@ Red_Thing Glowing red light. Change the colour
with the Light Colour settings.

Red_Thing

@ Space_Dust Reset vortex (Rot_Z) and try with vortex
(Rot_Y). Try vortex (Rot_Y=-90). Change the camera settings.

Space_Dust

m Space_Odyssey Change the space_tex_ax settings
(animated) and emitter_ax1 Rot_X setting.

Space_Odyssey

)
-
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Name/Description/Comments

Star Glowing animated star. Use Number, Size, and Speed
settings to characterize the star. Change colour using the light’s
Colour settings.

Star_Field Flickering stars in the sky. Modify Number at frame
0 to control the amount of stars in the sky.

@ Star_Glow Glowing aggregate of stars. Customize
the generator with the Rotation and Spin settings.

@ Stellar  Orbit the camera and change the stel-
lar_tex_ax settings.

@ Stellar_Fusion Rotating celestial bodies. Orbit the
camera.
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