Christmas Tinsel using Particles
in 3DS Max

1. Create a ‘Line’ spline object to act as the path of your tinsel, make sure
'display the render mesh' is ticked, then convert it to an editable-poly.

2. Make a long thin ‘Plane’ object with a few (6 or so) length segments, and
move the pivot point to one end by using the ‘Affect Pivot Only’ button in the
hierarchy tab.
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3. Create a pfsource particle object and make the spline object the emitter
using a ‘Position Object’ event, and make the plane the particle type using a
Instance’

‘Shape

Particle birth start=0, end=0
Amount: something like 5000-6000 (or obviously whatever makes it bushy

enough)

Rotation: World Space, 180 divergence

Ewvent 01 £
@5 Birth 01 (At 0 T:5000)

Position Ohject 02 (Line01)
Speed 01 (Along lcon Arrowe)
Raotation 01 (World Space)
Shape Instance 02 (Tinzel ...
EE Display 01 (Geometry’) &

e Bt 01

Emit Start: [0 3]
Emit Stop: IIJ— ﬂ
@ Amount [5000 2]
g F ate: IW ﬂ
Total [Sooo

Iw Subframe Sampling

event.

Evert 07 &
% Birth 01 (4t 0 T;5000)

i| Position Ohject 02 (Line01)
Speed 01 (Along lcon Arros)
Rotation 01 (WMvorld Space)
Shape Instance 02 (Tinzel ...
"__és Dizplay 01 [(Eeometry) &

[ Restrict Diverg, To Awis

[vergence Sy
=10 ﬂ
A s
2
— Unigueness:
Seed [12345 2| Mew|

|- Ratation 01 |
— Orientation b atri:
IWDrId Space j
A —
oo s
zfon 2
Divergence: W ﬂ

Ewent 01 &
5= Birth 01 (&t 0 T:50000

| Posttion Ohject 02 (Line01)

. Speed 01 (Along loon Arros]
| Rotation 01 (vvarld Space)
Ii Shape Instance 02 (Tinzel ...

| Dizplay 01 (Geometry) ]

M _|_

Ewvent 01 £
| Birth 01 (At O T:5000)
Position Ohject 02 (Lined4 1
Spead 01 (Along lcon Aok
Ratation 01 M¥orld Space)
Shape Instance 02 (Tinzel ...
Display 01 [Zeometey)

Fiosition Object 02 R

[~ Lock On Emitter
[ Irherit Emitter Mavement

Multiplier. % [T000 | 2]

W ariation % |I:|_|:| ﬂ
— Emitter Objects:
Lined1

Add | Eiw List | Remave

[T Animated Shape
[T Subframe Sampling

— Lacatian:

=

I Surface

| - Shape Inztance 02

— Particle Geometry Object: ——

Tinzel Mazter |

— Separate Particles far:
[ Group Members

[ DObject find Children
[~ Object Elements

Wertices: 14
Faces: 12
Murber Of Shapes: 1

v  Scalex |1DD.EI ﬂ
Wariation % IEIEI— ﬂ

Iv Acquire Mapping

Iv acquire baterial

I MultisShape Bandom Drder

[ Animated Shape

! T L L

4. Then convert it to a mesh object via the 'mesher' compound object. (i also
took this moment to hide the majority of the mesh in subobject mode as its
quite a toll on the pc at this point, you can leave it hidden permanently
because it renders whether its hidden or not)
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5. Add a ‘Noise’ modifier with a small value to make it more natural looking.

6. Done! (Just make sure you give it a 2-sided material or you'll only see half
the strands

| hope this tutorial was useful for you.

Michael

[TIP] If you add the noise modifier to the single strand before you add it to the
particle system you wont have to convert it all into a mesh object (step 4) and
therefore you can keep the particle system customisation for later. | would do
it like that but wanted to include the mesher compound object into the tutorial.
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