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Eingreifen in die Simulation



Die Entstehung des einsturzenden Kartenhauses

Material  Edit Select View Optioi

MateriallMap Browses View Navigator
= searchby

- Materials

ndard

Advanced Lighting
tectural

Blend

Composite

Directx Shader

Double Sided

Ink 'n Paint

Morpher
Multi/Sub-Object
Raytrace
1l Material
llac
standard
Top/Bottom
#, XRef Material

- Maps
ndard
Bitmap
Camera Map Per
lular
o ker
ColorCorrection
Combustion
Camposite
% Dent
W Falloff
Flat Mirror
i Gradient
Il Gradient Ramp

Normal Bump
W output

Particl 1]
Particle MBlur
Perlin Marble

1
EI -

la» 0

DE .

Camera Projection Setup



Editable Paly

Parameters

Mapping:

Mapping Channels
Length:
Width: |3

Ak dF 4k

Height:

U Tile: Flip
F|i|:|

F|I|:|

4F d4F AdF

d Map Size

Manipulate
Fit Center
Bitmap Fit  Mormal Align
View Align Region Fit

Reset Acquire

Display:

Die Entstehung des einstlirzenden
Kartenhauses




Der Regen im Horrorraum

Final Shot




Der Regen im Horrorraum

Creste Modriers  Animation  Graph Editors  Rendering  Customize  PhysX  MARScript | Help
o) o Bp (¥
3 O O (1] Hm} X

Graphite Modeling Tools Freeform Selection Object Paint

Polygon Modeling ~

[ +]1[ Left ] [wirefiame | F. [E E

Modifier List

2100
 EEIR b o 0 b

Ke! tee 0

DE . |mr T iy




egen im rorrorr

[ Fusion x64 6.2 build 874 - [rain_00Lcomp * =

[ File Edit View Tools Script Window Help B EE
[Fe]
Bur | BC Bol CC CCv HCv Mm Lleg FLU Bmp BSp Ep Py Rng Rot Mat C

SubV » 100% «Fit A M B 6. Quad  Wie Light Shad Fast Merge3D1

Sm—» TimeSpesdl

v v
m—— ChangeDe... @ m— Highlight1 @ W BrightnessC...
i

B, 2 ¥
CreateBu... © BrightnessC... - m—- Brightness. . @ Blur3 (Bur) W BrightmessC...

- Brightness...®  r~ Biur6 (Blur)

v
Displacsl ~ m—+ Mergel @ m—————— 4 Merge2 (Mrg) m— Merge3 (Mrg) BrightnessC...
A e e A

100 150 200 250 300 350 400 450 500 S5 600 650 700 7SD GO0 850 900 950 1000 1100 1200 1300 1400 1500 1600 1700 1600 1500 2000 2100 2200 2300 2400
Y TR R R O TR R < O O Y R B O B | | | | | | | | | | | | | |

Render H <« » » ¢ ® HQ “MB " "Prx ‘AP’ 'Some  >> 2500

% - 144MB  F Ide

rﬁ?@ m_}f\g ‘fmr oty 11:51

08.07.2011




Whitespace

i
a

-—




PFlow des Whitespace

—
\G5] Particle View
Edit Select Display Options Tools

ject 001

PF Source 001 £
| Render 003 (Geometry)
Cache 001 (Viewport)

griihen nach vorne
||| Motes 001

Render 004 (Geometry)

bounce slow £

Emitter

=] Motes 002
Render 002 (Geometry)

Event 007 £
=% Birth 003 (At 0 T:1500)

Position Object 003 (O_unte...
Rotation 005 (Random 301

Emitter
Event 001 & =

%) Birth 001 (At 0 T:20000)

Pa%) Birth 002 (At 0 T-1000)
Posttion Object 001 (Text03... Position Object 002 (O_unte...
Rotation 003 (Random 30}

4/"> Collision 002 (Deflector_bou...

Rotation 001 (Random 30
E4/ > Colision 001 (Deflector001 ...

Event 002 £
O Display 002 (Ticks) L ]
Force 001 (Wind001})

| Display 006 (Ticks) - Display 007 (Ticks) [ ]

]| Shape 002 (Letters Times 3D)
by| Material Static 003 (Material ...

Force 002 (Wind002) Force 003 (Wind002}

Shape 001 (Letters Times 30 ] Shape 003 (Letters Times 3D)
by| Material Static 004 {Material ...
Rotation 006 (Random 30

&/ Age Test 003 (Event=50+10)

Rotation 002 (Random 30

Rotation 004 (Random 30}

7| Scale 002 (Overwrite Once)
&> Age Test 002 (Event=50210)

Event 010 £
Display 008 (Ticks) »

Event 011 €
Display 009 (Ticks)
| Scale 003 (Absolute)

Separation
7|l Scale 001 (Absolute)

&> Age Test 004 (Event=1025) nct Poin

ation Is Im
Parti

[ Delete 002 (By Age 20}

Setup



Treppenraum




Blicherei

!




Pflow Blicherei

Biicher Anfang &

Spin 001 (Randem 3D 100%...




Pflow Blicherei

T S =

File Edit Search Debugger Help

Get target position003

File Edit Search Debugger Help

bn ChannelsUsed pCont do
i

I pCont.usefge = true

1 | pCont.useTM = true
I pCont.useShape = true
|

on Init pCont do
r

L
global ChunksArray = $Buch™ as array

)
on Proceed pCont do

(
t = pCont.getTimeStart() as float

if t <0 do

4
NumChunks = ChunksArray.count

fori = 1 to NumChunks do

(
pCont.AddParticle()
pCont.particleIndex = pCont.NumParticles()
pCont.particleAge = 0
pCont.particleTM = ChunksArray[i].transform
pCont.particleShape = ChunksArray[i].mesh
)]
)
)
on Release pCont do
(
)

] I

-- Author : Oleg Bayborodin
-- Version: 3ds max 5.1
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-- MODIFY THIS AT YOUR OWN RISK

on ChannelsUsed pCont do

(
pCont.useVector = true
pCont.usePosition = true
)
on Init pCont do
(
)
on Proceed pCont do
(
count = pCont.NumParticles()
foriin 1 to count do
(
pCont.particlelndex =i
pCont.particleVector = pCont.ParticlePosition;
print pcont.particlevector as string
)
)
on Release pCont do
(
)
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--Interface: MaxscriptParticleContainer - argument in all script methods
-- Properties:

-- J/ to use in ChannelsUsed method

-- .useTime : bool : Read|Write

-- .usefge : bool : Read|Write

-- .uselLifespan : bool : Read|Write

-- .useEventTime : bool : Read|Write
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