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2) Particle B4
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3) Physics B

= Physics Model : Air & Bounce &R o
v Physics Model it bl Gl’aVity : Ejj °
b Gravity 0.0 Physics Time Factor : $)I2RFREIEZE @ EEIR F
E i Physics Time Factor 1.0 EEEE -
i
[

» Air AIR ZERRENET,
Mokion Path ZIff
* Air Resistance ], Motion Path - S
k . ':'-|:|ir F'.r'plil:u::le Eﬁ*L"?EEBE_ﬂELX@% E‘] J3D n1§7: °
 Spin Fr'n=l.|:|| J:_n,_.". = Air Resistance : ZESEEN
8 - = 0~10 * BEEAEIEA » HFEHED -
T = Spin Amplitude : R BAXIRIG
> @ iWind X - 0~100 + BERIAIRIBHIA + 41T EALIREY -
b e Wind ¥ , Spin Frequency : RMHASEZR
» @ WindZ 0, 0~10 » E{EBARMIETRBEAX -
* Turbulence Field Time Before Spin [sec] : IEEIHH
» Spherical Field Wind XY Z : @A E

Turbulence Field : 185 (BLiE)
Affect Size : HRIFE-EFEEE
Affect Position : #uBEFE-BSIE - N
Time before Affect [sec] - TEEFLE
Scale : FHEEBRNWIER®E
Complexity - NoiseM#554E Affect Size OFF Affect Size ON
Octave Multiplier * E2ComplexityE+8{EF

Octave Scale - EidComplexityE+81{EF

Evolution Speed : E&EEEE

Move With Wind [%] * BAOsE - EaE - N

* Tirme Before Spin [5 0,

Spherical Field : EfZ[H 7
« Strength : [AHE -
 Position XY & Z © BEIf.lEHHHNE -
* Radius : BFBENEXRNRT -
» Feather : [BHIZRE -
* Visualize Field - Z&/REHIS -




3) Physics B
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4) Aux System B1¥
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5) Visibility B4
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6) Motion Blur B&

= Motion Blur Motion Blur
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7 ) Render Mode B4
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