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NOTE: These functions only work in full version of GM

Intro: The reason for particle systems is basically to have many particles on the room with very little lag .
Objects have more lag since there doing more things; keyboard input, calling DLLs, setting backgrounds,

ext. Particles are made for effects. In reel life the “visual effects” that happen are mainly just thousands

of little “particles” flying around. Like Smoke, dust, and explosions. Particle system lets you create these
effect with minimum lag.

How Particle System Works: first you a make type of particle, in an explosion it might look like a little
peace of fire. Then you set where you won't to create it. Then you create it! It might look rather
intimidating with all the different actions it has, but it’s very simple!

How to set up a particle system in D&D:
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1. Use the action Create Particle System. This will start the particle system up. This function MUST

be called in order to use the particle system! It also sets the depth in relations to object, tiles, and other

particles.
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Create Particle Type function. This will make a particle type, you
can have up too 15 different particle types in D&D (unlimited in GML). | don’t know why, but this

2. Create a particle type using the

function also sets the size of the particles. You should note that the size is relative. i.e. if you set the size
too 2 it might actually be 64 pixels on the screen!
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3. Give the particles different settings. GM8 currently has: L=l size, L_Bl color, alpha (opacity or
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life length, L. #Ispeed, friction, direction, and L%
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transparency,) ravity (There are many more in

code, in my example | used particle orientation even though it isn’t D&D, | needed it for a few things.)
When a particle type setting asks for max and min of something. It means it will randomly choose
between the 2 numbers (and all in-between.)
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4. The
based off this. GM Particle system has the built in math to gradient alpha or color from one alpha or

Particle Life action is how many steps this particle will be on the room. Color and alpha are

color to another. i.e. if the particle has a life of 5 it will take exactly 5 steps to make alpha change from 1
to 0. This is very useful when you’re trying to get particle to slowly fade out.
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5. An emitter is how the particle will be created. You first create the emitter using the
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Emitter function. You set the Index, and position that it will randomly make the particles.

6. Too actually put the particles on the room you use Stream LedFrom Emitter (this will constantly make
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particles, even if its on the create event,) or L=

Burst From Emitter (this will just burst the particles out
ONE time.) You pick the particle type that you wont to create, how many (negative values to create

them less then every step) , and were you wont to make them by calling the index of the create emitter.
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7. You can also make the particles; make other particles by using L= IParticle Secondary. You pick which

particle will make witch, how many, and if it should make them every step or just when it dies. The
particles will create the other particle at the same position that it’s at.
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8. To destroy the particle system, use the function L_=IDestroy Part system. To clear the particles use

* Clear Part System, Or to destroy an emitter use L_ZIDestroy Emitter. Note: if your using GML
particle system functions you will need to destroy them in GML. They don’t work for D&D.

Things to note:

Particles are global, meaning that if you create them for one object they will work for any other object
to, or even on the create event of the room (if you knew that the room has a create event.)

Particles and emitters are persistent; they will not destroy when you go to the next room. You must
destroy them if you don’t wont them interfering with other stuff.



