
Source Particles (Nodes) Would like to spawn secondary particles 
(Links) per source particles (Nodes) Index or 
ID. 

My Goal

Example Visual of what I am trying to accomplish, probably with beam arc to link the  red and green 
particles

Here is an example I 
made in Houdini for 
illustration purposes.
The green spheres 
count is sorted using 
array table.
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Tested the custom user.IntArray .

Blueprint Setup for custom User Parameters



My goal is as follows: 

1. To emit Particles B (Links  based on Particles A (Nodes) inheriting the location as well.
2. If that cannot be done, then I am thinking of spawning the total Particles B count and then

update their positions to Particles A by ID either by groups or clustering/bucket.

When I try setting the Spawn Burst Instantaneous Count, I only have the Dynamic Scratch module option.

Continued next page,

I feel that I am very close to achieve my target as illustrated above. 
My only problem using this setup that the secondary particles are 
distributed randomly.



Dynamic Scratch module, the result is Zero spawned secondary particles

I have also tried to use the Spawn  Particles from other emitter module! However, it runs on Spawn rate per 
particle and couldn't figure out how to spawn per particle.
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