Subject: Re: how does ea talk about renegade?
Posted by Jerad2142 on Tue, 02 Dec 2008 19:13:00 GMT

View Forum Message <> Reply to Message

Then if you reload the emitter and check its line properties:

Its possibile that this can't be fixed | suppose, still its a really nice effect that | would like to see
working in renegade, but so are primitives.

File Attachnents

1) linepropertiesload. png, downl oaded 999 ti nes
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|Use the controls below to modify the line rendering
settings for this particle emitter. Mote that these settings
are only used when the emitter is rendered in line mode.

—Line Rendering Options

Mapping Mode:
Unifarm Width

=

[~ Merge Intersections
[~ EndCaps
[~ Disable Sorting

—Parameters

Subdivision Level: |1 il

Moise Amplitude:  |0.000 =

Merge Abort Factor: ID.DDD _I?

UNTiling; |0.000 =

UPerSec: Iﬂ.ﬂﬂﬂ _Ij
VPerSec: ID.DDD _Ij

o< |

Cancel | Apply
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