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NOTE: THESE EFFECTS MAY BE SUBJECT TO CHANGE AS I'M UPDATING


MOST OF IT RIGHT NOW.   PLEASE DON'T RELY ON ANIMATED TEXTURES


SAVED USING YOUR CURRENT VERSION TO WORK  PROPERLY (OR EVEN TO 


BE LOADABLE) USING OTHER VERSIONS OF THE EDITOR.





Editing





The left mouse button draws whatever spark/drop/bumpactor is the active 'particle type', the right


button erases.  Some are always drawn in the shape of lines, like fire sparks types 0-3, all the others need consecutive mouse clicks.





The drawing-parameters A and B affect what you draw when you draw it, so within one type, 


for example lightning, you can draw multiple bolts on the screen of varying intensity and  frequency. Some parameters affect all sparks even after they are drawn, like the global  jitter 


and renderheat.





Erase large objects like lightning bolts or linesegments by moving the mouse over the starting point and clicking the right button. 


Erasing non-localized wandering stuff can be hard, for that it's probably easier to just clear 


the texture and start again.











Usage 





Transparency and palettes





This is one of the coolest uses for fire/water effects. Placed in cross-, star- or more elaborate formations, fire can look almost volumetric. 


Unreal's planned non-3dfx  "software transparency" will likely be some form of masking 


with holes for all color 0 pixels, so generally you'd use a ramp palette that fades to black 


at color 0.  For non-transparent effects however, the palette is not limited in any way.
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some nontrivial palettes (see also title picture)








Precautions





Sparks, drops and bumpactors are a limited resource - several hundred for each texture, but you quickly run out if you use the ones that come in lines (fire sparks 0-3) or the ones that emit clouds and other stuff.





Don't use too many particles in an animation, esp. not the ones that potentially slow down the CPU : stuffing a 256x256 texture full with lightning bolts, or using lots of static stars to write letters, is not recommended. All the effects are fully tiling, so if you can make an effect using 


a small texture that repeats, use that instead of a large one. 





Fire and water don't have realtime mipmaps; so they are not automatically blurred to look good at various distances. Also, these textures are always calculated completely, so a large textures take the full time to generate even when they are far away and/or only partly visible..





Limit large water and fire maps to enclosed spaces, and use a  texture that's just small enough to give the desired effect, then stretch it to the required size. Doing the reverse, setting up larger textures and then scaling them down when applying, gives no speed benefits.








Tips





All fire effects depend subtly on the temperature (RenderHeat). Something that doesn't look good in 'normal' fire (bRising = true) may be a great effect in 'glowing' fire and vice versa.





With water, placing a few line segments to clamp the surface into a curve can give other 


effects more depth.





Everything tiles in all directions. All stuff, sparks, drops, waves and flames that move off one side turn up at the opposite one.





Animations look best when you avoid simple 'cyclic' schemes;  whenever appropriate, try to use some random  moving sparks or drops that drive home the fact the texture is being generated real-time.











Editable effects summary





Fire sparktypes





Two different update algorithms exist ; bRising = false produces fire that doesn't move


up as much as with bRising = true. The size (heat) of the flames can also be tuned


using RenderHeat; low values are the hottest.
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 0  Still sparks


     	Random intensity.





  1  Normal spark


     	This one has positional jitter, a global property


     	controlled by the JitterSize parameter.





  2  Phased sparks


      Param A: frequency (time)


      Param B: spatial frequency (0= pulsed fire, higher gives  	


	wave trains).





  3  Random pattern output


      Param A: frequency (time)


      The pattern repeats time-wise, but is random space-wise.


	


  4  Starburst


      Use several of these, spaced closely, for larger effects.





  5  Fountain


     	Up-moving sparks, of diminishing intensity.





  6  Starburst with gravity


     	Sparks with a (very) short lifetime, emitted in all directions and


     	falling down.





  7  Left  eruption with gravity





  8  Right eruption with gravity





  9  Whirly sparks with static source





 10  Whirly sparks with wandering source





 11  Cloud I  - wandering source


     	Low-speed particle clouds of up-streamers.





 12  Cloud II - wandering source


     	High-speed particle clouds of up-streamers.





 13  Eels / random flyers


     	Emitted from wandering source. Work best with the slow-glow 


	(bRising = false) fire.





 14  Custom clouds - wandering source


     	like #11,  but the particles have custom speed:


     	A=     0-127:   down - static 


     	A= 128-256:   static - upward





 15  Fixed stars.  May be useful for cloud scenes.


     	Varying intensity (parameter B) for each star makes them appear


     	different-sized. (0 to 255 = white to black)





 16  Totally random lightning bolts


     	May be useful in cloud scenes. Click anywhere, the location


     	doesn't really matter.





 17  Point-to-point lightning bolt #1


     	Click and drag; a neatly bound electrical discharge


     	appears between the starting point and the mouse pointer.





     	Looks more realistic if you make it intermittent: put a high


     	value in Parameter A ( 0 to 255  =  continuous to rare bolts ).


     	These bolts always come in 3-5 consecutive discharges, but


     	that is only visible for high ParamA values.





     	If this 'feeds' the flames too much, try setting the intensity


     	with parameter B (0 to 255 = white to black), use a higher A, 


	or just decrease the renderheat.





 18  Point-to-point lightning bolt #2


     	Like #17 but with subtle difference: when you make this


     	intermittent (high ParamA) the bolts occur randomly in time,


     	not in consecutive bursts like #18.


     	For example, Parameter A = 128  will redraw a bolt at approx. 


	every 2 frames.
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Water droptypes





The default water surface level 'at rest' is 128 units high. (This has nothing to do with any in-game-units) All effects described here push, pull or clamp the height of a point or line of this surface.
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 0  Fixed depth spot (at height ParamA)





 1  Phased spot


    	A= frequency


    	B= phase





    	Putting spots of the same frequency in a circle with a 


	carefully tuned range of phases can make a nice vortex.





 2  Phased spot


    like #1 but only half the amplitude (shallower)





 3  Random movers.





 4  Fixed spot with random output





 5  Whirly thing A - moves in small circles


    	A = speed


     	B = depth





     	For counterclockwise rotation use A = (255 - speed)





 6  Whirly thing B - moves in bigger circles


     	A = speed


     	B = depth





     	For counterclockwise rotation use A = (255 - speed)





  7  Static linesegment  horizontal


  8  Static linesegment  vertical


  9  Static linesegment  diagonal /  slash


 10  Static linesegment  diagonal \  backslash


     	A = size for all of these.


     	B = depth at which the line gets clamped.





 11  Oscillating linesegment horizontal


 12  Oscillating linesegment vertical


 13  Oscillating linesegment diagonal /  slash


 14  Oscillating linesegment diagonal \  backslash


     	A = size


     	B = frequency


     	Note that relative phase is fixed (segments of same frequency


     	all move in unison)


	


 15  General purpose random raindrops


     	A = depth


     	B = random distribution radius





     	Small B values limit the drops around the point where you draw 	


	them,large B's lets them fall all over.  Distribution is rectangular, just 


	combine several of different radii to 	approximate any desired pattern.
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Other effects





Yet to be finalized. The weird ones in the editor are 


just placeholders for new stuff.
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