Particle Demo:
Creating Simple Rain with Splashes

1:
Create a Polygon Plane, scale by 20, move up 15 units

2:
Keep it Selected and Choose Particles/Emit from Object.

3:
Change the Emit Type in the Channel Box from Omni to Surface.

4:
Test the animation, if particles are rising then rotate plane in X by 180 degrees

5:
Select Particle and hit Control A for Attribute Editor.

6:
Under the Render Attributes: Set Particle Render Type to Streak.

7:
Click on the Current Render Type right below to see a new list of Attibutes.

8:
Increase tail size to 10.0

9:
Create a second Plane, scale by 20.

10:
Select the Particles and shift-select the second plane and then choose Particles/Make Colide.
11:
The particles will now bounce and go in the opposite direction.

12:
To kill the particles on contact – open the Particle Collision Events Editor

(Found under “Make Collide”).  Select – “original particle dies” under Event Action.
13:
For Splash Particles choose under Event Type – Emit and Num Particles 3.

14:
Click on the Create Event button.  This will create a second particle shape.  

15:
Select the second Particle in the Collision Event Editor .

16:
Deselect the Emit option but leave the Particle Dies Option – On.

17:
Click Create Event button Again.

18:
Select second particles and either add a new gravity field or link to the first.

19:
Select second particles and shift select floor plane – and choose Make Collide.

20:  
The original particles should now collide with the ground plane and create more particles that fall back to the ground and they die on contact.

