Documentation Notes And Changes





As you may know, sometimes last minute changes to the software occur after the manual is printed. These changes mainly improve user experience and we would love for you to take advantage of them . The following notes address these changes. We strongly encourage you to read this section thoroughly.








A Word on the Particle Systems





We decided to include Particle Systems and Particle Systems LE even though they do not appear in the manual. (Check the lengthy section on Particle Systems II for descriptions of all the particle controls.)  Particle Systems II is the "Rolls Royce" of these three particle generators and originally we didn't feel it was necessary to include the other two.  However, the original Particle Systems can use an alpha channel as a producer point. (Thank Brian Maffitt for pointing that out, yes we think you should purchase his training tapes!)  Also, beginners found it easier to learn how to create particle animations using Particle Systems LE, which is really just a scaled down version of Particle Systems II.  So, here they are!  Check the Final Effects Complete section on our website for a documentation update.  (www.metacreations.com)








Tutorial





p.18   Tutorial - If you selected the create submenus install option, Cylinder will be in Effects>Next Effects>Cylinder rather than Effects>Final Effects>Cylinder.





p.23  set the Specular to .77 and the Ambient to .25





Changes and Tech notes





p. 42  Tiler - the graphic shows the Smear interface instead of the Tiler (oops)





p. 52  Light Burst - Light Strength has been renamed Light Factor 





p. 62  Hair - The Extrude control is now renamed Spreading





p.67   Particle Systems II -  Turbulence is now the Extra control and an Air Resistance control has been added, which makes the Viscouse setting obsolete.   Air resistance helps create realistic fireworks.  Also, fractal interpolation is obsolete; it now interpolates!





p.80   Axis box - not available on 68K Macs





p. 99  Just a note: don't animate the random seed control.





p.110  Quick tip: The animation controls for this filter are in most cases better left static.


An exception could be to speed up rendering on parts that doesn't need motionblur, where levels could be turned down to 1.


Also, Motion Blur Levels describes the number of samples per frame to use for blurring. Higher levels takes more time to render but also produces higher quality.





p. 111-112  Time Blend and Time Blend FX: because of the sequential nature of these two filters, results may look different when field rendered!  Tip:  The point of Time Blend FX is that you can apply any other filter or geometric operation on itself over and over again. (as long as the layer size is maintained)





p. 113  Wide Time - the Samples control was removed. (it wasn't necessary)





