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Thank You 



Many architectural structures incorporate a water feature as a 

prominent visual component of the structure. This exciting class 

explains how to implement 3ds Max Particle Flow for 

architectural use. This class takes you through the creating water 

fountains, waterfalls, and other water features architects like to 

use. We will cover creating particle flow networks to simulate 

water flow and using space warps to affect the motion of the 

particles. We will also cover the point cache and particle 

rendering.  

Class Summary 



ÁTrainer / Instructor 

ÁTeaching 3ds since 3D Studio DOS Release 3. 

ÁAutodesk Certified Instructor since 1998. 

ÁTrainer ï The 3D Professor (3ds Max / Maya / AutoCAD) 

ÁBusiness Owner 

ÁStarted Spectralight Images, LLC, 1984 

ÁThe 3D Professor, 2003, Instructor led training 

ÁSpectra3D Technologies, 2014, Stratasys sales 

ÁGraduated BASE Incubator after 4 years in 2014 

ÁBusiness development / coaching volunteer 

My Storyé 



At the end of this class, you will be able to: 
ÁCreate a Particle Flow 

ÁWork with space warps 

ÁEdit Particle Flow events 

ÁCache particles using a Cache operator 

ÁCreate an animation preview 

ÁSetup and render using Mental Ray 

Learning Objectives 



Particle Flow Explained 



Particle Flow Explained 

ÁParticle Flow 

Á Event driven 

Á Particle View interface 

ÁEvent display 

ÁDepot 

ÁParameters 

ÁDescription 



Particle Flow Explained 

ÁParticle view 
Á Operators 

Á Tests 

Á Flows 



Setting up the scene 



Setting up the scene 

ÁDetermine particle system function 


