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PRAYING LICENSE 

Always read this part, some of my tutorials may have a different licenses  

Do not sell this Tutorial 

Do not make another tutorial from this tutorial (translation and ….) 

Tell me if you make something base on this tutorial, I would love to see how you used it 

Important: 

 

1. If You Learn Something From This Tutorial: 

Thank God for What You Have Learned (You Can Simply Say "Thank You God")  

Also Pray For Me [Both Life And After Life] (Pray Something Good :D )  

Pray For Your Success And Your Afterlife. 

2. If This Is The Tutorial That You Were Looking For, For A Long Time: 

Thank God For What You Have Learned (You Can Simply Say "Thanks A Lot God") And Also Pray Something Nice 
For Me And My Family (Both Life And After Life) Pray For Your Success And Your Afterlife. 

(I Don’t Mean That You Spend 5 Min Praying, Simple Prays Are Enough, But Say It Like You Mean It. But it’s Also 

Nice If You Spend Some More Time Praying! 

 

This One Is Not Necessary: 

But If You Make Money By Using These Techniques, Consider Donate A Little Too. 

 

Always Make Good Stuff with Your Knowledge. 



Hey there everyone its Morteza Ahmadi and today we are going to have Some Fun with nParticles and Viewport 2.. 

In this Tutorial we will try to achieve a similar quality as Krakatoa’s Additive render mode in Maya’s Viewport 2 

There is no Doubt that Krakatoa is much better than this viewport technique but still not everyone have the budget for 
Krakatoa and Viewport is also real-time which means you can see every change right at that moment, so yeah there are a 
lot of advantages to rendering Particles in Viewport. 

 

PART 1: MAKE IT LOOK SIMILAR TO ADDITIVE MODE 

1. Make a particle Simulation. 

You can use my Fluid to Particle Tutorial to make something 

cool. 

 

This is how my particles look like. 

 

 

 

 

 

 

 

2. In Shading Attributes set “ParticleRenderType” 

to “Streak” 

It’s much better but if you look at your particles you will see that they are too sharp and awful quality. 

 

 

3. From viewport Menus go to Shading Menu and 

Enable “Smooth Wireframe” 

Now it will look much better and you are almost 
done 

In Maya 2016 you should enable “Anti-Aliasing” 

 

 

 

 

 

 

 

 



4. Set Particles Opacity to a number blow 0.1 

In my case I set it to 0.025. If you have less particle you may want to increase opacity. 

 

 

PART 2: ADDING COLOR TO OUR IMAGE 

Remember to always save your work, if you have a lot of particles Maya may crash a lot. 

5. Now Add 3 or 4 color using color ramp 

 

 

 

 

 

6. Select a color input 

Age: young Particle = Left Side of ram. Old particle= Right side of ramp 



Speed: Color by velocity!. Fast speed = RightSIde of ramp 

7. Move the ”inputMax” slider until you get the effect that you were looking for 

 

 

 



POST PROCESSING AND COMPOSITING STUFF. 

I will use this color ramp for my particles 

 

 

 

 

The particles may look good in the viewport but that doesn’t mean you don’t need any PostProcessing. 

You have to choice: 1.Use playBlast 2.Render using HardwareRender2 

I will choose playblast but hardware2 is better as you can set whatever resolution that you 

want. 

1. Right Click on the time slide and select that box in front of playblast  

2. Set your format to “iff” 

Set your encoding to what you want “png” “tga” something with alpha is 

better 

Set scale to 1 

Give the Movie File a Directory and a name  

Click Play Blast 

 

3. Now go and set your opacity Curve to 

Something like this 

 

 

 

Your particle should look something like this 

image. 

This is the part of particle that we want it to 
shine 

 

You can also use opacity Curve to select any 

other part of particles for adding special 

effects. 

 

 

 

 

 

 

 



4. Now Play blast with a different name 

 

5. Run aftereffect or Nuke. 

Import your image files 

 

6. Select ignore and then Ok 

If you are using AE CS3 and you used PNG as file 

format, then this window may not come up for you. 

To disable the alpha you should add a curve Effect 

and move both points of its alpha channel to Top 

 

 

 

 

 

 

 

7. For your second image Enable invertAlpha  

Again In case of AE cs3 and png files, you may need 

to add a curve effect and invert the alpha by moving 

right point down and left point UP 

 

 

 

 

 

 

 

8. select your first image nad drag it to “Create 

new Composition” 

 

 

 

9. Select the other image and drag it 

into layer view and drag it to top 

 

 

10. Set the scond image blend “mode” to “Add” 



What it does is quite obvious in the viewport 

11. Add a Curve or any other color corection effect to both images and try to adjust them as you like.   

I recommend to make the second image a bit brighter as we want most of the glow effects to come from this part 

12. Add an adjustment layer Layer>New>Adjustment Layer 

I want the glow effect to cover my whole image, if you want to you can apply it only to second image (top layer) 

13.  

14. Add a Glow Effect 

Effect>Stylize>Glow 

15. Change parameters like the front image 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Alright! Thank you for reading  

Hope you enjoyed this tutorial and find it useful. 

I am Morteza Ahmadi and I see you next time ;) 

 


