
Fun with Explosions 
 

by Dave Jerrard

I t seems to be a popular topic amongst animators, or pretty much anyone in the 
entertainment industries. We all like to blow things up and the bigger the boom, the 

better! Originally, physical scale models were used, but these had limitations in that they 
revealed their true size when they were destroyed. This drove some directors to utilize full size 
structures & blow those up, like the top levels of the building in Terminator 2. Now, LightWave 
3D allows us to blow up virtually anything, from bugs to planets, and in a variety of ways, 
without the need to construct vast sets on studio lots. This issue, we'll create a generic 
explosion that can be used in a variety of scenes, and finish off with the famous 'shock ring' 
effect that's become so popular lately.  
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effect that's become so popular lately.  

1: 
We'll start our explosion by creating a cluster of 

particles, which we'll use to create the illusion of 
flaming sparks. Start Modeler and click the Tools 
tab. We'll create a cluster of 1000 points for now, 
and to do that we'll use the LW_RandPoints plugin 
under the Custom popup button here. On the panel 
that opens, click the Sphere button, then enter a 
value of 1000 and click OK. You will now have a 
cluster of points but no polygons. Click the Custom 
button again and this time, select the 
LW_Points2Polys plugin. This will attach a single 
point polygon to each point, which will allow this object to appear when we render it. (Figure 1) Finally, 
open the surface panel and create a new surface called Sparks, then click Apply.  

2: 
Scale this cluster so it's approximately a meter across. If you haven't already, start Layout then go 

back to Modeler. Next, Use the Put command under the Objects tab and select the <<NEW>> option. 
Call this object Sparks-1000.lwo and click OK, then switch over to Layout. The object we just created 
will now appear in the center of the screen, ready to be animated.  

3: 
Before we start animating, let's surface the object. Open the Surface panel and select the Sparks 

surface (it should already be selected). Start off by giving this surface a bright yellow color and increasing 
the Luminosity to 100%. Since this is a particle object, we don't want it to be influenced by any lights, so 
lower the Diffuse to 0%. This also makes the particles render with a softer look.  

4: 
A test render right now will show a small 

cluster of yellow points. We'll give this flat looking 
cluster a sense of depth by adding some texture to 
the particles. Click the texture button for the Surface 
Color and select Fractal Noise. We'll use this to give 
each particle a different color, so let's give this a 
Texture Size of 1 mm. Larger values will create a 
more mottled look, with definite groups of points of 
various colors appearing, until only a single color is 
visible with very large sizes. We'll give this texture an 
intense red color, which when combined with the 
yellow base color, we'll have particles ranging from 
yellow to red, including all the various shades of 
orange in between.  

F inally, we'll add some Fractal Noise to the Luminosity. Give this texture a size of 5 mm so it's 
not the same as the color texture, or all we'll end up doing is making the red color appear darker. 

By keeping the sizes different, we prevent the two textures from being aligned with one another, which 

 
Figure 1. A small particle group 
that will be used to set up the 
explosion.  

 
Figure 2. The same cluster, with a 
yellow surface on the left and with 
the fractal textures applied on the 
right.  
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would basically render the color texture unseen. We'll leave the Texture Value at 50%. A new render 
will show a cluster of particles ranging in color from yellow to orange to red, with varying intensities as 
well. (Figure 2)  

5: 
Now that we have our sparks textured, let's create the explosion. We'll cover the simple method 

first, which is to simply scale the object up from a size of 0 over a range of frames. First, scale this object 
to a factor of 0, and create a keyframe at frame 0, then again at frame 1. Click the Spline Controls button 
and activate the Linear option for frame 1. Next, advance to frame 60 and scale the object to a factor of 
20 and create another keyframe here. That's it! Now, to see the results, you can create a preview, or just 
hit the Play button. You can fine-tune this explosion by adjusting the Object Scale at the second 
keyframe, and by moving the keyframe to another frame to adjust the speed and length of the explosion. 
Slower, longer motions give the impression of larger explosions, while short, fast ones look quite small. 
To render a frame, open the Camera Panel and activate Particle Blur. For better results, turn on 
Antialiasing and activate Motion Blur and Dithered Blur. Make sure the Camera is about 2 meters from 
the object, then render any frame to get an idea of what the explosion will really look like. (The best 
frames for this will generally occur before frame 10, depending on camera location)  

T his isn't bad for a start, but it still needs 
some work. For one, the explosion looks 

empty. We can fill it up in a few ways. The first thing 
we'll do is add some glow to these particles.  

6: 
Click the Advanced Parameters tab on the 

Surface Panel and set the Glow Effect to 40%, then 
open the Effects Panel. Switch to the Image 
Processing tab and activate Enable Glow Effect, 
then raise the Glow Intensity to 1000% and increase 
the Glow Radius to 12 pixels. This effectively gives 
our particles a glow intensity of 400%.  

T he Glow Radius of 12 works well for 
video but needs to be adjusted 

proportionally for other resolutions based on their 
linear sizes, not area. High resolution (1280x960), 
which has double the dimensions of video 
(640x480) would require a radius twice as large... 
24 pixels, while low resolution, being only half the 
size of video, would only require a radius of 6 pixels. 
This is important to keep in mind when doing lower 
resolution test renders before switching to the final 
output resolution!  

A test render now will show a denser explosion, with the glow concentrated mainly at the center 
where it gives the illusion of burning gasses, while at the same time it thins out around the edges 

and begins to 'clump' around the brightest particles. (Figure 4) This effect is dependent on the camera 
position and zoom factor however. If the explosion looms too large in the frame, the glow will tend to 
break up into small clumps around individual particles. If the explosion is more distant, the glow can easily 

 
Figure 3. A single frame of a very 
simple explosion.  

 
Figure 4. The same frame with 
glow added makes for a much 
more fiery explosion.  
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end up obscuring the explosion entirely, although this isn't necessarily a bad thing.  

T he explosion looks good so far, but we need to adjust the intensity of the particles or they'll 
just hang around forever after they're finished exploding. We also need to fix a small problem 

that occurs whenever we get a lot of particles in a small area of the screen, like we have at the beginning 
of the explosion. In this situation, LightWave can take a prohibitively long time to render these same 
particles, which on later frames may only take mere seconds. To solve this, we'll create a Dissolve 
envelope.  

7: 
Open the Objects Panel and select the Appearance Options tab, then click the Envelope button for 

Object Dissolve. The first thing we'll do here is start the object off with a 100% dissolve at frame 0. We 
want the object to fade from view as it finishes its explosion, so hit the Enter key and create another 
keyframe at frame 60. Next, create a third keyframe at frame 2, since we don't want the object to be 
visible here yet. We do, however, want the object to be fully visible on frame 3, which is just as the 
particles begin to disperse. Create another key at frame 3 and change the Current Value to 0%, which 
will give the graph a sharp drop at the beginning, then a gradual slope back to 0% at frame 60. We'll 
delay that fade at the end for a bit and create another keyframe at 20. As we created these keyframes, 
you'll notice they were all created with the same value as the previous keyframe we were editing. All 
that's left is to step through each keyframe and set the Tension to 1.0 so we have a smooth 'S' shaped 
curve at the end of the envelope, as shown in figure 5.  

Note: The dissolve value does not have to be 0% 
for the visible portion of the explosion. To 

prevent distant or smaller explosions from rendering 
too bright, you can limit their intensities by keeping 
the objects partially dissolved at all times.  

W hile we're here, save this envelope as 
temp.env since we'll be using this 

envelope a bit later. Now would also be a good time 
to save the Sparks object.  

8: 
Now we just need to add a flash at the 

beginning of the explosion to give it more kick. To 
do this, we'll add a point light to the center of the explosion, not only to provide the flash, but also to 
simulate light from the explosion falling on nearby objects. Select Lights as the Edit Object, and reset the 
light's position and rotation values to 0, and keyframe it at frame 0. Open the Lights Panel and change the 
Light Type to Point Light and give it an orange color (255, 120, 10). Rename this light to Explosion 
Flash, then activate the Lens Flare button and click on the Flare Options. In this panel, deactivate 
everything except for Fade Off Screen, Fade Behind Objects, Central Glow and Red Outer Glow. 
Finally, we'll give this flare a bright 400% intensity.  

9: 
We'll use the Flare Dissolve to adjust the brightness of the flare, rather than the Flare Intensity, so 

click the Envelope button for the Flare Dissolve. This will avoid the 'shrinking ball of light' effect that we 
would normally get with an intensity envelope. We only want a short, intense burst of light at the onset of 

 
Figure 5. The dissolve envelope for 
the explosion.  
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the explosion, so we need to turn the light off at frame 0 by giving that frame a value of 100%. We'll 
make the flare brightest at frame 2, which is the frame before our particles become visible, so create a 
keyframe there and give it a value of 0%. Right now, if we rendered frame 1, we'd have a Flare Dissolve 
of 50% because we have an intensity ramp going from frame 0 to frame 2. Create another keyframe at 1 
and give this a value of 100%. Activate the Linear option for the last two frames so our light 'pops' on at 
frame 2. Finally, we need to have this flare fade out over a few frames, so create another keyframe 
around frame 15 with a value of 100%, which will fade the flare out over a half second. Give the last two 
keyframes a Tension of 1.0 to make the fade smooth, then click Use Envelope.  

Note: Since lens flares and the glow effect are both additive features, the combination of the two will 
result in a 'hotter' glow for the few frames that the flare is prominent in.  

A t frame 2, the flare still seems a bit weak in the center, even though it's at 400% intensity. We 
can create a more intense center by adding a second, less intense flare to the center.  

10: 
In the Lights Panel, click the Clone Light button and rename the new light Explosion Flare. Enter 

the Lens Flare Options for this light and reduce the Flare Intensity to 100% so this flare is smaller. Open 
the Flare Dissolve envelope, then drag the last keyframe out to around frame 40 so it fades away a bit 
slower. Finally, since we've just created an extremely brilliant flash, we can add lens reflections to this 
flare, but this is entirely optional. Now a render of frame 2 will show an intense white center to the flare 
that we just couldn't get with a single flare.  

11: 
Now we have two lights in the scene, but we only need one to actually cast light for now. For the 

Flare light, activate the No Diffuse and No Specular options so it will no longer affect anything else in the 
scene. Select the Flash light again and activate the Intensity Falloff. We'll leave the Maximum Range value 
alone for now since that will depend on the scene that we use this explosion in. Generally though, it should 
be about 10 times the radius of the explosion at its largest size.  

12: 
All that's left is to envelope the light's intensity to match the explosion, so click the Envelope 

button to access the intensity graph. We've already created an envelope to control the intensity of our 
particles, so load the temp.env that we saved earlier. This envelope needs a couple quick adjustments 
before we can use it since it's currently the exact opposite of what we want, turning the light off when we 
want it turned on, and vice versa. To quickly flip the graph over, click the Shift Keys button and enter a 
value of -100 in the Shift Values field. Follow this by clicking the Scale Keys button and entering -1 in the 
Scale Values field and the graph will now be flipped over.  

13: 
We now have a particle object and two lights in this scene, which will be a pain to move around 

later. Add a null object, then parent all three of these items to the null, then save this scene as Explosion-
1.lws. You might also want to rename the null to something like Explosion Handle to make its purpose 
readily obvious.  

14: 
Ok, we have a nice explosion but it's still a bit sparse. To make it look better, we really should 
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have at least a couple different particle sizes, and the only way to do this is to add a second particle 
cluster. Switch back to Modeler and delete the contents of the current layer. Click the Get button and 
select the Sparks-1000.lwo object again. The reason we did this was so we have the updated surface 
information for the Sparks surface. Clear the layer again and then select the LW_RandPoints plugin from 
the Tools menu. This time, activate the Square and the Falloff buttons, then enter a value of 10,000. 
Next, run the LW_Points2Polys plugin, and follow this by typing "q" to apply the Sparks surface to this 
object. Finally, scale this cluster so it's about a meter in diameter, then save it as Sparks-tiny.lwo.  

15: 
Switch back to Layout and open the 

Objects Panel. Select the Sparks-1000 object and 
create a clone of it. Now, select the clone (it will be 
at the bottom of the list with a '2' beside it) and click 
the Replace Object button. Select the new Sparks-
tiny object, then click the Appearance Options tab 
and change the Particle/Line size to Small. We now 
have a second, more complex object that has the 
same properties as the original Sparks-1000 object, 
complete with all the original envelopes. (Figure 6) 
Save this scene as Explosion2.lws.  

A nother reason to use more than one 
particle object is that it gives us even more 

control over the look of the explosion. We not only 
can have particles of various sizes, but we can also adjust the timing of each particle cluster (to imply a 
series of detonations of varying intensity). We can also adjust the pivot points so clusters will explode 
outward in a specific direction (great for explosions erupting from a large surface), or even offset the 
individual clusters so the particles aren't seen to radiate from a single point. Experiment with various 
settings and particle combinations. In fact, even try adding a cluster of dark particles to simulate debris. 
Be sure to save the scenes that you like so you can use them later.  

T here's another way we can make these objects explode and have every particle travel in a 
random direction, rather than straight out from the center. This will give the explosion a chaotic, 

more violent appearance.  

16: 
Open the Objects Panel and turn on the Unseen By Camera option for all the Sparks objects 

except the original Sparks-1000 object we started with. Close the panel, then select the Sparks-1000 
and remove the keyframe we set at frame 60, then reset the Object Scale at frames 0 and 1 so the object 
is back to its original size again. You might also want to deactivate Lens Flares on the main Lights Panel 
for the next few steps to see exactly what's going on.  

17: 
Open the Objects Panel and click the Deformations tab. To make our particles explode this time, 

we'll use a displacement map and animate the Texture Amplitude. Click the Displacement Map button 
and select Fractal Bumps as the Texture Type and set the Texture Size to 10 millimeters. Next, click the 
Envelope button for the Texture Amplitude and set the Current Value to 0 at frame 0. Create another 
keyframe at frame 10, again, using a value of 0, and set the Spline Options for this frame to Linear. 

 
Figure 6. The addition of a cluster 
of smaller particles gives the 
explosion a greater sense of 
volume.  
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y y p
explosion to what we had earlier, but this time our particles will be crossing paths, creating a less 
organized explosion.  

Note: We set the second keyframe at frame ten here to create a secondary explosion, which gives the 
illusion of a much larger object being destroyed. 

 

T he main point to keep in mind is that the 
object must have some volume in order for 

the points to cross paths. If the object is scaled to 0 
when the displacement starts, the result will be 
particles streaming out from a single point again, just 
like our original explosion. Also, when using a 
displacement to scatter our particle, a good rule of 
thumb is to use a Texture Size of less than 10% of 
the object's size. Larger values will tend to move 
large groups of particles in the same direction, as 
shown in the third example in figure 7. The smaller 
the texture, the greater the scattering effect.  

T his method is excellent when used on an 
array of points that conforms to a specific 

shape, like a section of a hull that you want to have 
blasted away, or a logo. In figure 8, an array of 
approximately 14,000 particles is placed over an opening that was created in the hull of the Star 
Destroyer. A single fractal displacement map was applied, with a texture size of 3 meters (it's a big ship).  

A s the displacement increased, the particle array was also moved outward from the hull to help 
control the direction of the particles and prevent them from disappearing inside the ship as they 

expanded. Figures 9a to 9b show the results of this displacement, and reveal a splashing liquid-like effect 
as the array begins to deform in various directions. The Frequencies also contributes to the final look of 
the deformation. Lower values will create more angular deformations while higher frequencies give a 
smoother, undulating appearance. A value of 6 was used for the examples shown.  

 
Figure 7. Three samples showing the various 
particle paths. From left; scaling the object, using a 
small displacement, and using a much larger 
displacement.  

 
Figure 8. An array of points 
conforming to the shape the hull of 
a ship, ready to be exploded 
outwards by a displacement map.  
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second particle array consisting of solid black particles was also added to provide both the illusion 
of debris as well as to help prevent the glow effect from becoming too bright, particularly over the 
lighter areas of the ship's hull. The dark particles also add more texture to the glow and create a 

smoky, billowing effect. 

L et's get back to our explosion again. A popular explosive effect that has been popping up on 
big screens lately has been the expanding 'shock ring', made famous in Star Trek 6, though the 

effect originally appeared in Japanese animation in the early 80s. It's a cool effect, which means 
someone's going to want it, so let's create one here.  

 
Figures 9a, 9b, 9c. Three frames showing the effect of increasing the Texture 
Amplitude on the particle array quick ly over time. Also note that an array of black  
particles was used as well to simulate debris.  

 
Figure 10. The rough beginnings of 
a shock ring. Note the selected 
inner polygons which will be 
deleted.  

 
Figure 11. The finished shock ring, 
after freezing the MetaNurb object.  
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someone's going to want it, so let's create one here.  

18: 
The first thing we need is a ring, so hop back 

into Modeler and open a new layer. Before we even start on this, we need to put some thought into how 
this should look. We know that as the ring expands, it should have an intense leading edge, which 
gradually dissipates in a fiery trail. To create this fiery effect, we'll need to model the ring in such a way 
that its shape will affect how its texturing will behave. We know that we can set a falloff for textures on 
any axis, but by building our ring to cut through this falloff at a certain angle, we can affect the direction of 
this falloff. We also want the ring to have some thickness so we can see it from the edge, so we'll rough 
out our ring by selecting the Pen tool and creating a simple triangle in the face view using the following 
values:  

T his creates a rough profile for our ring, so let's continue by lathing it. Make sure you're in 
Polygon Edit mode, then open the Lathe tool and select the Y-axis. The default values will do for 

now, so click the Reset button, click OK, and then hit Enter to perform the lathe. We don't need to 
worry which way the polygons are facing since we'll be making this surface double sided later.  

19: 
We'll finish the construction of the ring by deleting the innermost polygons, which we won't need, 

as shown in figure 10. Once these are gone, we'll smooth the ring out by hitting the Tab key to convert 
the ring to MetaNurbs. Type "o" to open the Data Options Panel and set the Patch Division to 8. This 
tells Modeler to divide each patch into an array of 8 polygons by 8 polygons, which will give us a very 
smooth ring. Next, click the Freeze button under the Tools tab to convert the MetaNurbs to polygons. 
Finally, open the Surfaces Panel and give this a surface name of ShockRing, then save the object with the 
same name.  

20: 
Switch back to Layout and clear the scene, then load the ring we just created. Open the Surfaces 

Panel and activate the Additive, Smoothing and Double Sided check boxes, then raise the Luminosity to 
100% and lower the Diffuse Level to 0%. Next, change the Surface Color to black and open the Color 
Texture Panel. Now, select the Fractal Noise texture and give it a Texture Size of 10 cm and make the 
color a yellow-orange.  

Point #   X Axis   Y Axis 
   1      54 cm     2 cm 
   2      80 cm     0 cm 
   3      54 cm    -2 cm 
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color a yellow-orange.  

R ight now, we'll just have a standard 
fractal pattern that covers the entire ring, 

but we want this texture to fade out towards the 
inner edge of the ring. When we created this ring, we 
gave it a thickness of 4 cm, and since the inner edge 
of this ring is also its thickest point, if we applied a 
falloff on the Y-axis, then the texture would seem to 
fade towards the center. A quick way to 'fit' our 
Texture Falloff to the object is to simply divide 100 
by half the ring thickness (we want the falloff to be 
applied to the top and bottom halves). We can also 
just type in "100/0.02" for the Y-axis Texture Falloff 
field, which LightWave will replace with 5000. A 
test render of the ring now will show what looks like 
a ring of fire that's being blown in toward the center. (Figure 12)  

T hat's not too bad, but since we used Fractal Noise, we have a few random gaps around the 
leading edge of the ring. We really want that edge to be more solid and we can do that by 

applying a marble vein along that edge instead of using Fractal Noise.  

21: 
Change the Texture Type to Marble and make sure that the Texture Axis is set to Y, then enter 

the following values:  

 

 
Figure 12. A simple fractal color 
texture with a falloff on the Y axis. 
Note how the outer edge seems to 
have gaps in the texture.  

  Texture Opacity: 100% 
          Texture:  Marble 
World Coordinates:  On 
 
Texture Size     Texture Center  
  X: 5 cm          X: 0 m 
  Y: 5 cm          Y: -3 cm 
  Z: 5 cm          Z: 0 m 
 
     Texture Axis:   Y axis  
    Texture Color: 255, 75, 20  
      Frequencies:   6 (or higher)  
       Turbulence:   0.2  
     Vein Spacing:   0.06   
   Vein Sharpness:   5 
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W e set the Vein Spacing to 6 cm so that 
we'll only have a single vein running 

through the object (which is 4 cm thick). Since the 
center of the marble texture is located between two 
veins, we need to offset the center by half of our 
Vein Spacing amount in order to position a vein 
along the center of our ring. Also, instead of using a 
Falloff value, we used the Vein Sharpness and the 
Turbulence to keep the vein from getting too thick 
and running off the inner edge. Play around with 
these two values to see how they affect the 
appearance of the ring.  

22: 
Since we can control the width of the vein by 

adjusting the sharpness, we can further enhance the ring by adding a second, narrower vein over the 
current one by adding a second texture layer. Click the Add New Texture button and select the Marble 
texture again. This time we'll create a brilliant yellow vein to give our leading edge a hotter look.  

N ote that the Texture Size is smaller than the first layer. This gives the yellow texture a slightly 
smaller, fiery look, which then fades into the larger orange texture that's below it, creating a 

sense of depth. More texture layers may be added, if so desired, with a couple rules to keep in mind. 
Sharper veins should always be added on top of wider veins, and they should also have a smaller texture 
size.  

23: 
Now that we have a fiery texture, let's bring it to life. Advance to frame 60 and stretch the ring to 

a factor of 5 on both the X and the Z-axes, but keep the Y factor at 1. Since we have World 
Coordinates on, if we scaled the object on the Y-axis, it would start to show the marble veins that run 
above & below it as it increased in size. Create a Keyframe here, then render a few frames (or create a 
small animation) and watch the texture closely.  

Y

 
Figure 13. The same ring, this time 
using the marble texture. Note the 
solid leading edge the marble 
texture creates.  

  Texture Opacity: 100% 
          Texture:  Marble 
World Coordinates:  On 
 
Texture Size     Texture Center 
  X: 2 cm          X:  0 m 
  Y: 2 cm          Y: -3 cm 
  Z: 2 cm          Z:  0 m 
 
     Texture Axis:   Y axis 
    Texture Color: 255, 250, 50 
      Frequencies:   6 (or higher) 
       Turbulence:   0.07 
     Vein Spacing:   0.06 
   Vein Sharpness:   7 
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ou will notice that as the ring expands, the texture not only changes, but also appears to trail behind 
the leading edge, much like an expanding ring of fire. Also, the texture size is unaffected by the 
scaling of the ring, so our 'flames' have a constant size, which is dictated by the Texture Sizes we 

applied. What is happening is as the ring expands, the polygons are pushed outward, moving through the 
marble veins, so at each frame, we see a slightly different 'slice' of the texture on the surface. The trailing 
effect is created by the way the wide sloped polygons on the top and bottom of the ring move through the 
texture, showing a much longer slice of the texture than the leading edge. (Figure 14) 

24: 
Now that we have our ring created, save the object, then load the original explosion scene again. 

Load the ring again and open the Surface Panel again. Remember that when we added the Marble 
textures, we applied World Coordinates to allow the ring surface to move through the texture. However, 
if we were to move or rotate this ring, the texture will not move or rotate with it, which will completely 
ruin the effect. To fix this problem, open the Texture Panel for the first marble texture and click the Add 
Reference Object button. Next, go through all the other textures for the ring and set the Texture 
Reference Objects to the same Ref Obj. Close the panel and parent the ring to this Ref Obj, then parent 
the Ref Obj to the Handle Null.  

 
Figure 14. A cross section of how the ring surface intersects the 
marble texture (bottom) and how the texture appears on the ring 
surface (top). As the ring expands outward (moving left to right), the 
surface moves through the marble texture, creating an ever changing 
trailing effect.  

 
Figure 15a. The shock ring 
combined with the particle 
explosion. Note how the ring 
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the Ref Obj to the Handle Null.  

W hat we've just done is created a 
reference null so that when we move the 

explosion assembly, the ring's textures will follow. 
Additionally, by parenting the ring to the Ref Obj, 
we can adjust the size of the ring's texture by scaling 
the null. We can also rotate the ring by rotating the 
Ref Obj, without affecting the rest of the explosion 
assembly, so now we can have the ring expand, 
anywhere, and at any angle, without worrying about 
the texture 'slipping' off.  

25: 
Now we just need to set up the keyframes 

to make our ring expand to match the explosion. At 
frame 0, stretch the Ring to a factor of 0 on both the 
X and the Z axes, being sure to keep the scale factor 
for the Y-axis at 1. Create a second keyframe with these same values at frame 10 or so, and activate the 
Linear option for it. Next, create a final keyframe at frame 60 and set the X and Z scales to somewhere 
around 10. Finally, render a frame to see the ring combined with the particle explosion.  

26: 
Before we're finished here, there is one more detail that needs attention. If a section of the ring 

passes over the main explosion, it will block out the glow effect that we have applied to the particles. 
(Figure 15a) To allow the glow to show through the ring, open the Surface Panel again and click the 
Advanced Options tab. Click the Alpha Channel button and select Constant Value, then enter 0 into the 
Alpha Value field beside it. This will now allow the glow to show through the ring. (Figure 15b)  

27: 
Now that our explosion is all set up, save the scene as well as all the objects to be sure we don't 

lose any textures, and we're done! By now, you will have noticed that we have been setting keyframes at 
frame 1 as well as frame 0. This was done to make loading the explosion into other scenes easier. When 
you set up a scene that you'll be applying the explosion to, load the explosion scene we just created into a 
second instance of Layout. Then use the Shift All Keyframes option on the Scene Panel to match the 
timing of the main scene, then save a temporary scene file.  

F or instance, if your main scene has a ship that explodes on frame 120, then load the explosion 
scene we just created here into a second Layout, then Shift All Keys by 120 frames. Save this 

scene as a temporary scene file, then go back to the ship scene and use the Load From Scene option. 
Select that temporary file and you will only need to position the Handle Null. The explosion itself will 
already have the correct timing on all the elements, saving you from having to adjust a dozen or so motion 
envelopes.  

B y having a duplicated keyframe on frame 1, when the Shift All Keys is applied, every motion 
graph will have a linear motion between frame 0 and the first frame of the explosion. Since these 

are identical, no change will take place between these two frames. Without this duplicated keyframe, 
unwanted motion can occur between frame 0 and the first shifted keyframe.  

obscures the glow effect on the 
particles behind it.  

 
Figure 15b. By setting the ring's 
Alpha Channel to a value of 0, the 
glow effect shines through 
unobscurred.  
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his is just one of many possible methods for creating explosions. Later, we'll add other effects to 
simulate gravity and voluminous effects to the explosion. For now, have fun with this one, and pay 
attention to how that ring works. It has a lot of possibilities that aren't all that obvious at first glance.  

Q uestions? Email me and I'll do what I can to answer them! 
If you enjoyed this tutorial, subscribe to NewTekniques magazine. 

I have a tutorial published in every issue. 
The number to subscribe is 1-800-346-0085.  

Copyright  © 1999, Dave Jerrard      All Rights Reserved.
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