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Select a composition, recommend 1920 x 1080 and 3 sec at least. (16 bpc)
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Choose the preset you want to use.
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If After Effects message you “no sequence data” , just click ok.
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The effect will applied into the composition.
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y have layer call Camera / Emitter, it will not create one more

Camera / Emitter. So you can mix different effects together in few clicks.
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Every layers of “JetE" are containing Wind Control,
all parameters are linking with Particular.
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All Firework presets contain Firework Control,
all parameters are linking with Particular.
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Particles of Firework B, C, D, E are created by Aux System. You only can change the particle size from

Particular -> Aux System -> Size, instead of Firework Control.






