
TEXTURE Specific Attributes Quick Tips

Milkyway

Drizzle

Drenching Rain

• Replace DiffuseTexture / Alpha Remapper / Sprite Max

• Emit Volume

• Gravity / Wind / Width / Height /Brightness / Exposed Bloom

• Sprite Random

• Emit Volume

• Quota_Emit Rate

• Middle Height

• Sprite Random

• Quota

• Distortion

• Gravity

• Wind

• Load Sprite Atlas texture to Diffuse channel and use the Sprite Random method.

• Replace texture in the Alpha Remapper channel with a grayscale image file.

• Set Sprite Max to 32 to have different style stars.

• Increase Emit Volume to add larger space for emitting particles.

• Enlarge and brighten stars for different effects

• Replace Sprite Atlas and use the Sprite Random method.

• Create a raining space.

• Adjust rain volume.

• Adjust rain drop length.

• Replace Sprite Atlas and use the Sprite Random method.

• Adjust rain volume.

• Increase Distortion strength to create warping effect and rain refraction.

• Increase Gravity for heavy rain.

• Change wind direction to change rain direction.

This Reference Guide is divided into five sections. Each section contains particle samples made by a specific PopcornFX Super Tool - Texture Emitter, 
Mesh Emitter, Text Emitter, Ribbon Emitter, and Distortion Emitter. You can acquire all these tools if you purchase the PopcornFX Plug-in for iClone.

Before you dive into the document details please be sure to watch all the short videos for each sample in the Gallery page. Combined with this 
reference guide, you can easily comprehend what these effects are made of, and how you can achieve creative variations by easily tuning certain 
critical attributes.

https://www.reallusion.com/iclone/vfx/popcornfx/tools.html
https://www.reallusion.com/iclone/vfx/popcornfx/default.html
https://www.reallusion.com/iclone/vfx/popcornfx/samples/contentgallery.html


TEXTURE Specific Attributes Quick Tips

Snow

Flame

Tech Tunnel

Digital Rain

Bubble

Underwater Bubble

• Replace Diffuse

• Emit Rate

• Rotation

• Collision End: Stay

• Replace Diffuse

• Blend Mode: Additive / Alpha Blend / Alpha Blend Unlit

• GI Settings: Glow/Self-Illumination Scale

• Wind Force / Wind / Gravity

• Color / Emit Volume / Sprite Mode: Random / Animation 
Sequence

• Sprite Random

• To make particles spin in full circle:
　　- Rotate Initial Angle Min 0

　　- Rotate Initial Angle Max 360

　　- Angular Velocity Min -2

　　- Angular Velocity Max 2

　　- Make Gravity 0,0,0 to keep 
  　　particles at the origin

• Horizontal Align Mode_End Size

• End Width, End Height

• Colormap Lifetime / Color Map Lifetime Ratio

• Sprite Animation

• Animation Sequence

• Face Cam Mode

• Colormap Lifetime

• Sprite Random

• Distortion Intensity

• Initial Speed

• Emit Intermittence

• Replace Map

• Emit Rate

• Distortion

• Emit Intermittence

• Spread

• Emit Rate

• Global Scale

• Load Sprite Atlas texture to Diffuse channel and use the Sprite Animation Sequence method.

• Increase snow volume.

• Adjust rotation.

• Accumulate snow on the ground.

• Load Sprite Atlas texture to Diffuse channel and use the Sprite Animation Sequence method.

• Use GI settings to light up the entire scene.

• Set Blend Mode to Additive to make overlapping particles brighter.

• Adjust Wind and Gravity to influence Fire.

• Change color.

• Comparing differences between the Sprite Animation Sequence and Sprite Random methods.

• Replace Sprite Atlas and use the Sprite Random method.

• Align horizontally and enlarge the end size.

• Set proportional width and height values to simulate atom diagram effect.

• Use Color Map Lifetime Ratio to determine which color index line is sampled during color change.

• Display Font Index texture.

• Use Sprite Animation.

• Use Face Cam align mode to have text face camera.

• Use Colormap texture to create fade-in / fade-out particle effects. 

• Replace Diffuse texture with Sprite Atlas.

• Activate Distortion to warp background with bubbles.

• Increase speed for emitting bubbles.

• Use Intermittence effect to occasionally emit bubbles. 

• Load Sprite Atlas to Diffuse channel and use the Sprite Random method.

• Increase Emit Rate to emit more Bubbles.

• Activate the Distortion effect.

• Decrease Intermittence value to maintain a continuous flow.

• Set Spread value to scatter bubbles.

• Add a new key to decrease the amount of bubbles.

• Resize bubbles to create leaking air effect.

Blizzard

• Replace Diffuse

• Max Extend Length by Velocity

• Emit Volume_Emit Position_Emit Direction

• Wind

• Load Sprite Atlas texture to Diffuse channel and use the Sprite Animation Sequence method.

• Extend snowflake with gravity.

• Set Max Extend Length by Velocity to determine length limit caused by speed.

• Adjust snow space, emitting position and direction.

• Adjust wind direction.



TEXTURE Specific Attributes Quick Tips

Dry Ice

Spout

Sand Storm

Raising Dust 01

Falling Leaves

Heavy Smoke

• Replace Map

• wind

• Lifetime Size

• LifeMin / Max

• Initial Speed

• Color Map

• Replace Map

• Alpha Remap

• Wind

• Lifetime Color 

• Replace Map

• Extend Length

• Distortion

• Initial Speed Randomness

• Spread

• Global Scale

• Sprite Animation

• Wind

• Initial Speed

• Emit Intermittence

• Sprite Animation

• Sampler Mesh

• Add Quota Key

• Initial Speed Randomness

• Collision End

• Force

• Replace Map

• Load smoke Sprite Atlas and use the Sprite Random method to control fade manner.

• Control smoke floating direction with Wind.

• Adjust smoke Width..

• Shorten smoke.

• Slowly Emit smoke.

• Use Color Map Lifetime texture to change the color of smoke.

• Load smoke Sprite Atlas.

• Load Alpha Remapper to gradually fade out smoke.

• Flow smoke with Gravity and Wind settings.

• Load Color Map Lifetime texture to change color of dry ice.

• Load Sprite Atlas texture to Diffuse channel and use the Sprite Random method.

• Extend length to create spraying water effect.

• Increase Distortion Intensity to warp background with refraction.

• Increase Initial Speed Randomness and Spread settings to spray water with an angle.

• Set Spread value to negative to spray water in all directions.

• Cut down water volume by decreasing Global Scale.

• Load Sprite Atlas texture to Diffuse channel and use the Sprite Random method.

• Adjust Wind direction.

• Lower initial speed to swip Dust across ground.

• Use the Intermittence feature.

• Load Sprite Atlas texture to Diffuse channel and use the Sprite Random method.

• Sample a torus to emit the dust with a ring shape.

• Add a key Quota equal to 0 to have the smoke stop emitting after a certain amount of particles has been emitted.

• Increase the Speed Randomness for the paticles.

• Load Sprite Atlas texture to Diffuse channel and use the Sprite Random method.

• Set Collision End to Stay.

• Determine falling manner and speed by setting Wind and Gravity.

• Load Sprite Atlas texture to Diffuse. channel and use the Sprite Random method to show different types of 
leaves.

Steam

• Sprite Animation

• Soft Distance

• Lifetime Color

• Rotation: Angular Velocity Max 

• Load Sprite Atlas texture to Diffuse channel and use the Sprite Random method.

• Adjust Soft Distance to smooth out intersecting surface seams.

• Adjust color.

• Adjust rotation. 



TEXTURE Specific Attributes Quick Tips

Nightclub Laser

Fairy Twinkle

Fire Rain

• Sprite Random

• Alpha Blend

• Collision End Stay

• Quota VS. Emit Rate

• Quota & Emit Rate

• Gravity

• Replace Diffuse Texture / Alpha Remapper / Color Map 
Lifetime

• Use Custom Resource:Use Color Map Lifetime

• Exposed Bloom / Strength

• Life Min / Life Max

• Align Mode 

• Replace Diffuse

• Sprite Max 15

• Align Mode

• Replace Alpha Remapper

• GI Settings:Glow / Self-Illumination Scale

• Color / Color Randomness

• Show Difiuse

• Lifetime Color

• Spread & Spread Ratio

• Bounce Strength

• Pick Parent

• Replace Map

• Emit Volume

• Direction

• Color map

• Direction

• Emit Position

• Initial Speed

• Spread

• Load Sprite Atlas texture to Diffuse channel and use the Sprite Random method.

• See differences between Additive and Alpha Blend.

• Have gravel stay on ground by setting Collision End to Stay.

• Set Quota value smaller than Emit Rate to have the Emitter stop emitting.

• Adjust Emit volume.

• Adjust Gravity. 

• Replace texture in the Diffuse channel with an image file.

• Replace texture in the Alpha Remapper channel with a grayscale image file.

• Use Color Map Lifetime texture.

• Activate Color Map Lifetime check box.

• Adjust Exposure Bloom Strength to create light beams with halo effect.

• Shorten Life Min / Max values to create night club lights.

• Set the Align Mode to a different one for different effects.

• Load Sprite Atlas texture to Diffuse channel and use the Sprite Random method.

• Set Sprite Max to 15 to create different types of Laser lights.

• Change the Align Mode to Face Cam for dimensional feeling.

• Replace the texture in the Alpha Remapper channel with a grayscale image file to create flickering effect of the 
lasers.

• Set the GI to determine the strength of the laser to light up the scene.

• Set the colors in the three Lifetime Phases to gray.

• Use the Color Randomness settings to make the lasers colorful. 

• Load Sprite Atlas texture to Diffuse channel and use the Sprite Animation Sequence method for particle display 
flame animation.

• Adjust Emit Volume for falling fire raindrops.

• Use Color Map Lifetime texture to set red fire to blue.

• Change Emit Direction to upwards.

• Modify Emit Position for fire to fall from the sky.

• Slow down fires with Initial Speed.

• Use Spread setting to change the direction of falling fire. 

• Display Diffuse texture.

• Change color.

• Adjust the Spread and Spread Ratio.

• Adjust Bounce strength.

• Pick a moving parent for particle to follow along.

Collapsing Sand

God Rays

Smoke Ring

• Replace Map

• Sampler Mesh / Add Target

• Emit Rate / Quota

• Use Color Map On Mesh

• Load Sprite Atlas texture to Diffuse channel and use the Sprite Random method.

• Sample a torus as the emitter.

• Create more props with different shapes.

• Sample these props as new emitters.

• Increase Emit Rate and Quota as the number of emitters increases.

• Use Color Map on Mesh texture to emit smokes with different colors.



TEXTURE Specific Attributes Quick Tips

Welding Sparks

Fog Gound

• Replace Map

• Colormap Lifetime

• Emit Volume

• Global Scale

• Emit Volume

• Life Min / Max

• Force

• Exposed Bloom

• extend length

• Initial Speed

• Lifetime Color

• Emit Volume

• Spread

• Sprite Random

• Direction_Spread

• Colormap Lifetime

• Alignment Mode

• Bounce

• Sprite Animation

• Wind & Force

• Global Scale

• Wind Turbulence

• Replace Alpha Remapper texture to change particle fading style.

• Use Colormap Lifetime to set color changing phases for each particle.

• Increase Emit Volume.

• Alpha Remapper channel with a grayscale image for shimmering effect.

• Use Global Scale to enlarge light spots.

• Set Emit Volume to include a range for emitting fireflies.

• Use Life Min / Max to extend lifetime of each light spot.

• Set Gravity and Wind to control light spots' movement direction. 

• Load Sprite Atlas texture to Diffuse channel and use the Sprite Random method.

• Display differences when Exposure Bloom is ON and OFF.

• Set Length to make laser beams shorter.

• Decrease Initial Speed to make lasers move more slowly.

• Change the color of laser beams with 3 Lifetime phase colors.

• Fire lasers from single spot with zero Emit Volume.

• Increase Spread value to increase shooting angle.

• Replace Sprite Atlas and use the Sprite Random method.

• Adjust Emit direction and Spread values.

• Adjust color.

• Set the Align Mode to Velocity to have the Y axis of the particle aligned to the velocity.

• Adjust the Gravity, Bounce Strength and the Collision Count. 

• Use the Sprite Animation method.

• Adjust Wind Direction and Wind Force.

• Adjust Global Scale to influence size, force and velocity of particles.

• Adjust mist at the bottom to be disturbed and dispersed by wind.

Burning Ash

Fireflies

Laser Fight

Dust in Light

• Global Scale

• Life Min / Max

• Initial Speed

• Force

• Global Scale

• Increase the Global Scale slightly to make dust more visible.
• Set the Life Min / Max to flicker dust.
• Adjust Initial Speed to control pace of dust.
• Adjust Wind and Gravity to determine movement manner of dust.
• Increase Global Scale to turn dust into snow storm.

Floating Dust

• Start Mid End Width Height 

• Start Mid End Color

• Exposed Bloom Strength 

• Quota / Emit Rate / Wind Force / Wind Turbulence 

• Replace texture in the Diffuse channel with an image file.
• Set Width and Height of Start, Middle and End phases to make dust particles more visible.
• Adjust Colors for the three phases.
• Increase Exposure Bloom to make dust shine.
• Decrease volume and adjust Wind to enhance floating sensation.



TEXTURE Specific Attributes Quick Tips

Rain over Window
• Distortion Sprite (Random)

• Mesh Sampler

• Texture for Emit

• Sprite Random

• Pick Path

• Alpha Blend / Additive

• Sprite Animation

• Emit Intermittence

• Colormap Lifetime

• Wind

• Sprite Animation

• Sampler Mesh

• Add Quota Key

• Initial Speed Random

• Load Sprite Atlas texture to Diffuse channel and use the Sprite Random method.

• Have Mist emit from sampled mesh.

• Set Quota value smaller than Emit Rate to have the Emitter stop emitting.

• Increase initial speed randomness.

• Load Sprite Atlas texture to Diffuse channel and use the Sprite Random method.

• Pick a path for emitter to move on.

• See the differences between Alpha Blend and Additive.

• Load Sprite Atlas texture to Diffuse channel and use the Sprite Random method.

• Increase the Intermittence value.

• Use the grayscale colormap lifetime texture to create fade-in / fade-out effects.

• Adjust Wind direction

• Display the Distortion Sprite Atlas

• Create a plane to have it emit particles

• Use Emission texture to have water drops fall at different paces

Smoke Burst

Raising Dust 02

Jet Smoke

Fire Ball

• No Path

• Show Path

• Colormap Lifetime Ratio

• Distortion Intensity

• Pick Path / Position

• Attach the Particle Gizmo to a selected path.

• Use Color Map Lifetime texture.

• Use Color Map Lifetime Ratio to change to 3 kinds of gradient effects.

• Replace texture in the Diffuse channel with an image file and lower Distortion Intensity to make image clearer.

• Have the particle gizmo move along path with Position keys.

Fog Space

Tetris

• Sprite Animation

• Lifetime: Opacity

• Global Scale, Wind (X/Y/Z), Wind Turbulence

• Emit Position

• Sprite Random

• Bounce Strength

• GI

• Use the Sprite Animation method.

• Adjust Opacity.

• Enlarge fog, set the Wind Direction to -Z and increase the Wind Turbulence value to create fog-falling effect.

• Adjust Emit Position. 

• Use the Sprite Random method.

• Adjust Bounce strength and Collision Count.

• Activate GI and adjust Light Bounce strength. 



MESH Specific Attributes Quick Tips

Popcorn

Meteor

Falling Blossoms

Jackpot Coins

• On Screen Position

• Offset

• Display Line Index

• Display Line Count

• Display Mode: 3D Scene

• Show All Text

• Line Space

• Add Offset Key

• Change Text

• Alignment Mode

• Change Font

• Text Size Key

• Text Lifetime

• Sample four popcorn props in the scene as particle resources to create variety.

• Use Initial Speed to adjust the emitting strength.

• Increase Gravity.

• Adjust Bounce Strength and Collision Count to determine reflectivity of emitted particles.

• Set Collision End to Stay or Disappear to have popped corns stay on the table, or not, after the collision ends. 

• Sample four types of meteors as the particle resources.

• Adjust Emit volume.

• Set Free Rotation value to rotate in different directions.

• Adjust Gravity to re-direct moving meteors.

• Replace emitting meshes by sampling prepared petal prop.

• Spin flower faster with the Free Rotation Speed setting.

• Gradually accelerate spin and roll speed with Spin Speed Along Velocity.

• Sample a coin as the particle resource.

• Resize particles with the Global Scale.

• Activate the Cast Shadow check box.

• Increase Bounce Strength and Collision Count. 

TEXTURE Specific Attributes Quick Tips

Cloud

• Replace DiffuseTexture

• Blend Mode: Additive / Use 8*4 Sprite Atlas / Sprite Mode: 
Animation Sequence

• Use Mesh Sampler

• Replace Texture for Emisson

• Replace Diffuse texture with Sprite Atlas and use the Animation Sequence method to simulate motion of real 
clouds.

• Sample a plane as the emitter space.
• Use Texture for Emission texture to gather clouds.



TEXT Specific Attributes Quick Tips

Teleprompter

Scrolling Text

Text Label

Title Text

• Replace Mesh

• Initial Speed

• Gravity

• Bounce Strength / Collision Count

• Collision End (Stay / Disappear)

• Change Mesh

• Emit Volime

• Free Rotation

• Gravity

• Replace Mesh

• Free Rotation Speed

• Spin Speed Along Velocity

• Change Mesh

• Global Scale

• Cast Shadow

• Bounce Strength

• Collision Count

• Use On Screen mode to cling text to view

• Use Offset to relocate text

• Use Line Index to display a certain line of text.

• Set Display Line Count to display specific text lines 

• Set Display Mode to 3D Scene to show text in 3D

• Activate the Show All-Text check box

• Adjust the Line Space

• Set Offset Keys to scroll text 

• Type in custom texts.

• Display the Align Modes.

• Rotate the Gizmo to proper angle to show text.

• Change Font Index Texture.

• Set keys to create enlarging animation.

• Adjust lifetime for smooth fadeout.



RIBBON Specific Attributes Quick Tips

Tornado

School of Fish

Cigarette Smoke

Magic Orbits

• Change Diffuse

• Ribbon Movement Type: Circular Polarization

• Ribbon Settings - Ribbon Width, Ribbon Length

• Radius Increment (Emission)

• Ribbon Movement Type

• Sprite Random

• Ribbon Turbulence

• Ribbon Length

• Emit Volume / Direction

• Disable Random Direction from Center

• Life Min / Max

• Spin Speed / Circular Radius

• Initial Speed

• Replace Texture

• Ribbon Turbulence

• Radius Increment

• Ribbon Length

• Initial Speed

• radius increment

• Spin Speed

• Ribbon Width

• Circular Radius / radius increment

• Spread

• Change the Diffuse texure.

• Adjust Ribbon movement type to Circular Polarization.

• Adjust the Ribbon Width and Length.

• Adjust the Radius Increments.

• Set Ribbon Movement Type to Linear Polarization.

• Use the Sprite Random method.

• Adjust Ribbon Turbulence to disturb smoke.

• Increase length of the Ribbon. 

• Adjust Emit Volume and change Emit Direction.

• Deactivate Random Direction from Center checkbox.

• Increase Life min / max to increase the moving distance.

• Modify the Spin Speed and Circular Radius to expand swirling range.

• Decrease Initial Speed to have particles moving more slowly to increase density.

• Replace Normal, Metallic and Roughness textures to enhance fish texture.

• Use Ribbon Turbulence to simulate wiggling of fish tails.

• Use Radius Increment to adjust the size of moving path of fish.

• Adjust Ribbon Length to change length of each fish.

• Change the emitting ribbons Initial Speed to scatter the ribbons.

• Adjust Radius Increment to deminish orbit size of the ribbon.

• Slow Spin Speed.

• Adjust Width of the ribbons.

• Increase orbit size with the Circular Radius setting and decrease Radius Increment (Emission) value to net the 
ribbons.

• Use Spread setting for different effects.

Circling Insects

Ghost

• Circular Polarization

• Spread / Initial Speed

• Circular Radius

• Spin Speed

• Circular Barrel Shape / Radius Increment

• Spin Angle

• Ribbon Length

• Initial Speed

• Replace Diffuse

• Spread

• Brightness / Exposed Bloom

• Ribbon Turbulence

• Use Color Map Lifetime / Color Map Lifetime Ratio

• Color Randomness

• Replace texture in the Diffuse channel with an image file.

• Set Spread to negative value to change particle flying movement from spiral to circle around street lamp.

• Increase Circular Radius (Amplitude) to enlarge circulating range.

• Increase Spin Speed to accelerate orbitting speed.

• Activate Circular Barrel Shape to have particles emit from center.

• Use Spin Angle to slant entire orbit.

• Finally, set Ribbon Length to increase the length of the ribbon.

• Increase Initial Speed to move insects further apart from the center.

• Replace texture in the Diffuse channel with an image file.

• Set Spread to negative value to change particle flying movement from spiral to circle around scene.

• Adjust Brightness to make ghost brighter.

• Adjust Ribbon Turbulence to make ghost tails tremble.

• Use Color Map Lifetime texture.

• Modify Color Map Lifetime Ratio.

• Use Color Randomness for further color variations.



DISTORTION Specific Attributes Quick Tips

Water Wave

Ripple Single

• Quota / Emit Rate / Emit Volume

• Middle Intensity

• Align Mode Horizontal

• Replace Texture

• Move

• Quota/Emit Rate

• Increase Quota and Emit Volume to cover entire water surface.

• Adjust Middle Intensity to distort background more.

• Set the Align Mode to Horizontal to make flat ripples.

• Replace the Normal map with a ripple normal texture.

• Move the emitter around to show the ripples in the desired location.

• Control the Quota and Emit Rate.

• For the Emit Volume settings, Emit Position, Distortion Strength and Frequency, please refer to the video of 
Ripples Multiple.

Ripples Multiple

Skull Mirage

Heat

Water Wake

Water Disturbance

• Emit Volume

• Quota/Emit Rate

• Middle Intensity

• Align Mode Face Cam

• Emit Volume

• Initial Speed

• Align Mode: Face Cam

• Tint Colot / Tint Opacity / Tint Size / Midpoint / Intensity / 
End Width Height

• Wind

• Replace Texture

• Attach

• Width Height

• Replace Texture

• Initial Speed

• Width / Height

• Tint Opacity / Replace Texture / Tint Color / Middle Intensity

• Generate particles from a spot in a certain area with Emit Volume.

• Increase the Quota and Emit Rates to generate more particles.

• Adjust Middle Intensity to warp the background more.

• Set the Align Mode to Face Cam to have heating particles always face camera.

• Increase Emit Volume to cover the bottom part of the camera view.

• Increase Initial Speed to make heat move upward.

• Load ghost head Normal texture to the Diffuse channel of the Distortion Emitter.

• Set the Align Mode to Face Cam.

• Adjust Tint Color, Opacity and Size.

• Set Wind to float the ghost head away.

• Change the Normal Map for the waves behind the boat.

• Attach the Emitter to the boat.

• Increase waves gradually along Lifetime phases.

• Replace the Normal Map with directional wave Normal Texture.

• Adjust speed to have it flow slowly.

• Enlarge the wave.

• Change the Tint of the wave and adjust the Color and Opacity for the tint to create a wave with colors.
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