Particle emission from 2D image or video clip

1n Maya
Jean-Marc Gauthier - Spring 2008 - All Rights Reserved
This tutorial shows how to control a particle emitter with a 2d image.

Top, hardware réﬁdéfang of sbfifes particle. Bottom, preview of the particle emitter.
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The 2D image on the left emits particle per pixel color using the RGB values and controls a surface
emitter. The resulting cloud of particles can be seen on the right and on top.

An additional black and white mask can control the areas of the image that are emitting particles, for
example a plan.

The plane flies away to the right side under the pressure of an air field.



On the left, controlling the speed of the emitter helps flying through the image. On the right, zooming
inside the image, frame from a video clip,.
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Let’s create a plane. Go to Create > Polygons Primitives > Plane Subdivisions = 50 by 50. Please note that
you can assign the plane height and width to a multiple of the original image. For example an image size
350 by 240 will fit on a plane width 2.4 Height 3.5
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Create a particle emitter on the plane’s surface. Go to Dynamics > Particles > Emit From Object >
Surface, select a Rate = 100000
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Create a 2D Texture node STEP. Go to Windows > Hypershade > 2D Textures, check Normal, LMB on
“File” icon. Go to the Work Area, select LMB “File 1”. Go to the Attribute Editor, load a 2D image of your
choice.
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Let’s a55|gn the 2D texture to the particle emitter. Select particlel in Outliner or in the 3D scene window.
Go to the Attribute Editor > Emitter> Textures Emission Attribute. MMB and DRAG the File 1 icon from
Hypershade Work Area on to Particle Color, select inherent color.

b T T
|n. Bt Wodly Corie Dupley Window  artcles  FliidBfaces Finh - ScitFigd Bodkae Bfacts Schws Har Hely

= HE-IH&nnh+4atﬂri?iﬂﬁ?*momuaﬁﬁf
i Burana | Curvss | Sustiocnr  Pobpers | Subebes | Coforsstion | drrsation | Dpmarscr | fnrcing | Parbinct | Toor | Dath | Pl | Fu | Ha | ustors | i |

[ewssvocn

| Wi Shafing Lightivg Shiw Redes Parsiz

{ Lt Sabected Fomus Msibds Hal

parkcial | pabcielbapst  smate | bt | el | raPakceE |

3| Fazu |
[ Fruzalz I

ponErE rmttar

T
-
-
_| Tetwe Emipwon At I,II'H'I:-H'P!H S laves sl

I U Lurrarcs
™ it Opaciy
Tedun Fistn 'J— '.
Enstls Tosbie Rae
T Ersl Froan vk
UV Gt | Uesimerd WE |

| tosteivtas | Cooy Tab

o o g g e e e e g (e b ] o e T

[ 5|:~nmm |_-.|m.q.m

Set Timeline to frame zero. Play back. Particles are emitted without texture.




o jiail}{hini=+£ztﬂrn7 Bx{BPNBO|acHERE

Bnrma | Corvms | Surieonr - Pabvpors | Subeivs | O i |“'

-llli*ttl@&h

| Vo | Ooth | Fuck | Fis | Ha | Cunenn | TH

]n. Bl My Cresin Dinpley Whreloow Paetichen  Fhiid Bfucts  Filsh - SoftFigl Bochiy - Bfwcts. Sohurs. Har- Halg
B

poun  ddinhurinm Halp

| st | oot | term | rtislPariciaSE|

-] FmE
El. PII'-_'E

ptks  pahcla apal

Tha particle colors
follow the image

| oo |

ﬂ:l:l:l'!:l-lll!ll]ﬁl:l
155

IRECER E AN EAE B N A

[TRE wr [HoThusn i 0 AE

|1III |1l:|l:| | 1

Goto Part|cIeShape 1, hit the Color button > select Add PerParticleAttribute.

A new attribute rgbpp is created.
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Playback the particles. The image appears
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You can add density to the cloud of particle by changing the speed of the emitter. Lower speed = the
cIoud is more dense You can also increase the number of partlcle or Emitter Attributes > Particle Rate.
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Let’s hide areas of the i image by creating a black and white mask in Photoshop. Save as jpg. Create a new
texture node (Go to the step called Create a 2D Texture node STEP in this tutorial. Load the mask in
Maya. This time you MMB + drag “File2” on to Texture Rate).
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You can notice that the plane is still visible. In order to hide the plane, select the plane, assign a new
shader, for example, select Lambert 2. In the Attribute Editor, check transparency = 100%
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Let’s render Go to Attrlbute Edltor ParticleShapel > Render Attributes > Particle Render Types >
Multi-point or Sprites
Hardware rendering of Sprites particles



