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About the Fluid Simulation Plugin Package

The following folders are what you should have in your package:

1)
2)

3)

4)

5)

User Manual — contains this document

Auto Setup for Fluids Importer — contains the setup.exe and Fluids Importer RSX Setup.msi files
setup.exe will automatically install required system components for running the plugin.

Manual Setup for Fluids Importer — contains the FluidImporter.rsx plugin file.
Refer to this folder if you choose to configure your system manually by running vcredist x86.exe
and running the .NET 2.0 or .NET 3.51 setup programs from Microsoft.
Manual setup is discussed in this document.

Blender Domain Importer — contains the Domain_export.py python script which will be installed in the
blender .scripts directory. It is required for exporting the fluid Domain. The process is explained in
this document. In addition, a copy of the GPL License is contained in the GPL License folder. The

GPL License is required for the Domain_export.py script Only.

Sample Scenes and Objects - This directory contains the following:

a) TS Collada_Exported folder — contains the brewscene.dae Collada file, exported from trueSpace. This is
the file that is created when you export the trueSpace scene in Collada format.
This process is described in the Workflow tutorial in this document.

b) Blender Files — this folder contains the files brewscene.bin and brewscene.blend

brewscene.blend is the blender file that was created after importing the brewscene.dae file into
blender. After import, it was saved to blender format.

brewscene.bin is the fluid Domain file created in blender as a result of selecting the fluid domain
and exporting using the Export->Fluid Domain option in blender. Its use is described in the
Workflow tutorial in this document.



About the Fluid Simulation Plugin Package, continued

The following folders are what you should have in your package:

5) Sample Scenes and Objects, continued
¢) TS RsScn_RsObj — this folder contains the following:
Brewscene.RsScn — this is an example scene for fluids import. There are two very important nodes in

this scene (FluidInitOnLoadScript.RsObj, and Scene Fluid Controller.RsObj),
described below.

When you create your own scenes from scratch, make sure these two nodes are
included in your scene.

FluidInitOnLoadScript.RsObj — this node performs important scene initialization. This is required in
every scene for fluid simulation, at the Scene level.

Scene Fluid Controller.RsObj — this is the Panel Interface for controlling Fluid Simulation. This is
required in every scene for fluid simulation, at the Scene level.

6) Sample Mesh Data (Optional Download) — this folder contains the following:

fluidsurface final ####.bobj.gz files — these are sample data files generated from blender.
These can be used for becoming accustomed to the fluid sim import process, which is
covered in this document.

fluidsurface final ####.bobj.gz.RsObj files — these are sample files which have already been
converted using the fluid sim importer plugin.

These can be used for becoming accustomed to the playback process, which is covered
in this document.



Creating a Scene From Scratch

If you want to create a scene from scratch, you need, at a minimum, the two RsObj objects in the
TS _RsScn_ RsObj folder:

FluidInitOnLoadScript.RsObj — this node performs important scene initialization. This is required in
every scene for fluid simulation, at the Scene level.

Scene Fluid Controller.RsObj — this is the Panel Interface for controlling Fluid Simulation. This is
required in every scene for fluid simulation, at the Scene level.

Load these two files into a blank scene.
Then, Save the Scene.

Finally. Reload the scene.

The scene is now ready to go.

Why do I need to reload the scene?

The FluidInitOnLoadScript.RsObj object performs important initialization steps on scene load.



Getting Started: Auto or Manual Setup

Prior to using the plugin, your system may need to be configured to support Microsoft .NET Framework 3.51.

Automatic setup:
The setup.exe executable resides in the folder: Auto Setup for Fluids Importer RSX.

If you choose this option, double click setup.exe.

This will autodetect the presence of .NET Framework 3.51, and install it, if it does not exist on your system.

In addition, setup.exe will create a directory (by default, C:\TS_FluidsImporter RSX) and unpack the plugin file
(FluidImporter.rsx) into that folder.

From there, you can install the plugin into trueSpace. The plugin installation procedure begins on the following page,
in the section: Installing the Plugin.

Manual Setup:
You also have the option to manually check for the existence of .NET Framework 3.51, and install if necessary.
If you choose this option, go to your Control Panel, and select Add/Remove Programs.

If you have Microsoft NET Framework 3.51 or higher installed, skip directly to the next section, Installing the Plugin,
and follow the instructions.

If you do not have Microsoft .NET Framework 3.51 or higher installed, proceed to the last page of this document,
entitled .NET Framework Setup.



Installing the Plugin

The plugin must be installed into truespace prior to using the interface.
To do so, locate the truespace icon which is 4" from the lower right, in the Default configuration:

Click and hold this icon, and move the mouse upwards to get the flyout window for this icon set.
Select the Package Manager icon (it looks like a Power Outlet and a Power Plug)




Installing the Plugin, Continued

The package manager window appears.

Right click anywhere in the first empty row, and select: Install New
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The ‘Install New Plugin’ file dialog
appears.

Navigate to the location where the
plugin is located.

Select the filename, then select
Open.

The plugin is now added to the
Package manager.

plugin, you may need to run the
Microsoft Visual C++ 2008
redistributable package
(veredist_x86.exe), then repeat the
process. Go to the last page of this
document, entitled .NET Framework
Setup.

If You Chose The Manual Install
Option, and you still cannot see the
plugin installed, then you need to
run the Microsoft .NET Framework
Redistributable Package. Go to the
last page of this document,

entitled .NET Framework Setup.

Next step is to Load the plugin
(shown on next slide)

Installing the Plugin, Continued

Irnporter
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Installing the Plugin, Continued

Select the row where the fluid plugin
has been installed. Name . ription Ful Path

The row will be highlighted.

rder.dll
dil
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Installing the Plugin, Continued

Right Click anywhere in the manager
selected row.

In the popup dialog that appears,

select: Load Al : ; 28004 K 1\ rueS pa anag)
; : . ) npt.dil

racter Editor
ditor

Do L

O el L

Fluid Simn Importer P

Lninstall plugin

Load
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Installing the Plugin, Continued

The plugin is now loaded
and ready for use.
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Testing the Plugin Installation

First off, Load the Truespace scene file: brewscene.RsScn.
This scene contains two very important items:

1) Scene Fluid Controller node — this contains all the scripts required to use the fluid
simulation plugin.

2) FluidInitOnLoadScript node — this jscript node runs automatically on scene load. It performs
important scene initialization.
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Testing the Plugin Installation

To ensure the plugin has been installed correctly, click the Import Fluid Simulation Data button. —— Import Fluid Simulation Data

The Import Fluid Sim dialog will open. This confirms the plugin has been correctly installed. e

v

Fluid Sim Importer [z

Select Domain l
Seleck Files Far Impork | Cancel |

Diomain File: |

SkartFrame
EndFrame

RealTire Rendering Setting

Irnport Status: |

| ETg e t/End Frarmes
Load and Render all Fluids
Abort Render

Current Frame skatus: 0




Scene Fluid Controller: RealTime Renderer Panel View

Prepare Scene For Collada Export: Click this to select scene node for export to Collada. All object
types selected for export in the Collada export panel will be exported.

Import Fluid Simulation Data: Fluid simulation data is converted to trueSpace RsObj format via the
plugin. Click to import fluid simulation data. The plugin writes the output (RsObj files) to the same
directory as the source files (*.bobj.gz)

Select Fluid Directory: After Importing, the fluid files are ready for use. Click to select a fluid
directory.

Select Fluid Node: Once a fluid directory has been selected, the first fluid mesh is visible in the 3D
space and Link Editor (LE). It is also added to the Combo Box for selection. Click the dropdown
arrow and select the fluid node for editing.

Editing: Once a fluid node is selected in the Combo Box, editing can be performed:
Toggle Reverse for Selected Fluid: Select to play the fluid simulation in reverse.

Delete Selected Fluid: Select to remove the fluid which is currently selected in the
Combo Box from the scene.

Delete All Fluids: Select to remove all fluids from the scene

Preview (Do Not Render To File): Select this checkbox to preview the scene animation without
writing to image files.

Renderer: Realtime / Renderer: VRay: Renderer: Realtime is the default setting for this toggle
button. With this option selected, The RealTime Rendering Setting button is available for
configuring the Real Time Renderer.

StartFrame / EndFrame: These parameters display the Start and End frames for the animation render.
They can be set manually.

RealTime Rendering Setting: Select to configure RealTime Render settings, such as dimensions.
Manual Start/End Frames / Auto Start/End Frames:

When Manual Start/End Frames is selected, the values entered in the StartFrame and
EndFrame textboxes will be used for the render.

Fluids Management=

Prepare Sceng For Collada Export

Import Fluid Simulation Data

Sefect Fluid Directory

Select Fluid Node

Toggle Reverse for Selected Fluid

ted Fluid

Delete All Fluids

Figuration
nider To File)
Renderer: Realtime
SkartFrame 2
EndFrarme z
RealTime Rendering Setting
Manual Start/End Frames
Load and Render All Fluids

Abort Render

Current Frame skatus: 0




Scene Fluid Controller: RealTime Renderer Panel View, continued

Manual Start/End Frames / Auto Start/End Frames:

Prepare Sceng For Collada Export

When Auto Start/End Frames is selected, trueSpace will calculate Start and End

Frames for the render. Import: Fluid Sirulation Data
Technical Note: trueSpace analyzes the Animation Editor (AE) for the first and last

keyframes in the scene and sets the Start and End frames in the StartFrame and Select Fluid Directory
EndFrame textboxes accordingly when the Load and Render All Fluids button is

pressed.
Select Fluid Node

Load and Render All Fluids: Renders the frames for the animation and writes each frame to a bitmap
file if the Preview (Do Not Render To File) checkbox is Not Selected.

T|:||;||;||E= R
Abort Render: Aborts the animation render. After pressing this button, the EndFrame textbox displays

the last frame which was rendered. S e B

Current Frame status: Indicates the current scene frame which is being processed and rendered.
: Al Fluids

SkartFrame
EndFrarme

RealTime Rendering Setting

Manual Start/End Frames

Load and Render all Fluids

Abort Render

Current Frame skatus: 0




Scene Fluid Controller: VRay Renderer Panel View

Prepare Scene For Collada Export: Click this to select scene node for export to Collada. All object
types selected for export in the Collada export panel will be exported.

Import Fluid Simulation Data: Fluid simulation data is converted to trueSpace RsObj format via the
plugin. Click to import fluid simulation data. The plugin writes the output (RsObj files) to the same
directory as the source files (*.bobj.gz)

Select Fluid Directory: After Importing, the fluid files are ready for use. Click to select a fluid
directory.

Select Fluid Node: Once a fluid directory has been selected, the first fluid mesh is visible in the 3D
space and Link Editor (LE). It is also added to the Combo Box for selection. Click the dropdown
arrow and select the fluid node for editing.

Editing: Once a fluid node is selected in the Combo Box, editing can be performed:
Toggle Reverse for Selected Fluid: Select to play the fluid simulation in reverse.

Delete Selected Fluid: Select to remove the fluid which is currently selected in the
Combo Box from the scene.

Delete All Fluids: Select to remove all fluids from the scene

Preview (Do Not Render To File): Select this checkbox to preview the scene animation without
writing to image files.

Renderer: Realtime / Renderer: VRay: Renderer: VRay is the optional setting for this toggle button.
With this option selected, The VRay Rendering options are available for configuring the VRay
Renderer:

VRay Width: Set the image Width

VRay Height: Set the image Height

Vray Filename: Specify the base filename for rendering.
Example: C:\Renders\VRTest

VRay FileType: Specify the image file type (BMP, HDR, JPG, PNG, TGA)

M Scene Fluid Controller

Prepare Scene for Collada Export

Import Fluid Simulation Data

Select Fluid Directory

Select Fluid MNode

Toggle Reverse For Selected Fluid

Delete Selected Fluid

Delete All Fluids

ender To File)

Renderer; Realtime

Maral Start/End Frames

Load and Render All Fluids

Abort Render

Current Frame stakus: 0




Scene Fluid Controller: VRay Renderer Panel View, continued

StartFrame / EndFrame: These parameters display the Start and End frames for the animation render.
They can be set manually.
Manual Start/End Frames / Auto Start/End Frames:
When Manual Start/End Frames is selected, the values entered in the StartFrame and
EndFrame textboxes will be used for the render. Sl s

Prepare Scene for Collada Expork

Import Fluid Simulation Daka

Manual Start/End Frames / Auto Start/End Frames:

When Auto Start/End Frames is selected, trueSpace will calculate Start and End Select Fluid Mode
Frames for the render.

Technical Note: trueSpace analyzes the Animation Editor (AE) for the first and last
keyframes in the scene and sets the Start and End frames in the StartFrame and
EndFrame textboxes accordingly when the Load and Render All Fluids button is
pressed.

Toggle Reverse For Selected Fluid
Delete Selected Fluid

Load and Render All Fluids: Renders the frames for the animation and writes each frame to a bitmap Delete Al Fluids
file if the Preview (Do Not Render To File) checkbox is Not Selected.

Abort Render: Aborts the animation render. After pressing this button, the EndFrame textbox displays
the last frame which was rendered.

Current Frame status: Indicates the current scene frame which is being processed and rendered.

[=]

EndFrame

Manual SkartfEnd Frames

Load and Render All Fluids

Abort Render

Current Frame status: 0




Import Fluid Sim Data: Detailed Description

Clicking the Import Fluid Simulation Data button
opens this dialog.

Select Domain:

Opens a file dialog for selecting the
fluid domain.

Select the Blender fluid simulator
domain file for the fluid simulation,
then press Open in the dialog. The
selected file will appear in the
Domain File: text box.

Perform this step prior to selecting files
for import, described next.

Select Files For Import:

OK button:

Cancel:

Opens a file dialog for selecting
fluid sim files to import.

Select a single file in the desired
directory, then press the Open
button.

During the import process, the
Import Status status bar will display
the progress of the import process.

Press the OK button to dismiss the
window.

Press the Cancel button to abort the
Import process and dismiss the
window. Do Not press this button
once import begins.

Irnpork Fluid Simulation Data

Fluid S5im Importer

Imnport Stakus: 1

Select Domain
Select Files For Impart

Ciarnain File:

Cancel

X
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Installing Blender - Prerequisites

If you are installing blender for the first time, you need to install Python.

Python version 2.5.4 can be downloaded at this link:

Choose the python-2.5.4 msi file for your CPU.
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http://www.python.org/download/releases/2.5.4/

Installing Blender

If you are installing blender for the first time, here is a very helpful tip which will make installing the
Domain_exporter.py Python script much easier in the next few steps.

On this page of the installation process, the default Location for scripts and other user data is the
Windows Application Directory. If you choose this option, you will want to put the Domain_export.py script in a directory similar to
this:

C:\Documents and Settings\"user name"\Application Data\Blender Foundation\Blender\.blender\scripts

Where ‘user name’ is the username you are currently logged in as on your computer.

ﬁ Blender 2.48 Installer

—t Choose Install Location
The smlpler Opthl’l is the second one. ot b"ender Choose the Folder in which to install Elender 2,48,
If you install blender in the folder: C:\blender248a,

. . . Please specify where wou wish ko install Blender's user data Files.
for example, then the scripts directory will be here: S s

(%) Use the Application Data directary (Requires Windows 2000 or better)

C :\blCl’ldCI’2483\.b1€1’1d€1’\SCI'lptS () Use the installation directary (e, location chosen to install blender . exe).
(31 have defined a #HOMES: variable, please install files here,

Note the period before the word: blender.

It’s recommended to select the second option, simply
because it’s easier to find that directory.

< Back, ” Mext = l [ Zancel ]
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Configuring Blender
Using Windows Explorer, navigate to the directory where Blender is installed. Install the Domain_exporter.py script into the
Blender\.blender\scripts directory (note the period before the 2" blender).
Note: As described on the previous page, if you chose the first option on install, the scripts directory will be here:

C:\Documents and Settings\”user name”\Application Data\Blender Foundation\Blender\.blender\scripts

Note: You may need to perform the following steps to make the .blender directory visible.
Using a file dialog, select:
Tools->Folder Options->View
In the Folder Options dialog box, go to Hidden files and folders, and select:
Show hidden files and folders
The .blender folder should now be visible. Navigate to this folder, then into the scripts subfolder.

Install the Domain_exporter.py script in this folder. ® Blender furmm _
R ! ti
Blender 1S now ready for use. F dt  WView Favorites  Tools  Help Lol puons
e ’_ s e e Gereral | View | Fie Types | Offine Files|
T 7~ = -
Tasks
1| address | (23 D:\Program Files\Blendsr Foundation|Blender (%) Show comman tasks in folders
(O Use windows classic folders

File and Folder Tasks '~ .blender

Wi Rename this folder Browse folders

@ Mo this Folder

D Capy this Falder

@ Publish this folder o the
Wb

E (&) Dpen each folder in the same window
() Open each folder in ity awr window

[ Click items a3 follows
[l Share this Folder ' avformat-52.dl m (O Single-click to open an iem (point to select)

f_-j E-mail this folder's files Underline icon titles consistent with my browser

. Underling icon titles orly wher | paint at them
¥ Delete this Folder

blender exe (&) Double-click to open an item [single-click to select]

Other Places v Festore Defaults

blenderplayer.exe
Details

copyright.kxt
Text Document
6 KB

.blender
File Falder

Date Modified: Wednesday,

COctober 22, 2008, 10:42 PM GPL-license. bxt Lk

Text Document

15KE he. |

Iibfaac-0.di % | libfaad-0.di

|_’L—5 I_-;h—u! libprg.dil
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Configuring Blender: Why Do I Need the Domain_exporter.py script?

This script exports the Fluid Domain’s transform information: translation and scale in X, y, and z.

The raw fluid mesh data created by the fluid simulator does not contain this information.

Therefore, when you import the fluid mesh data into trueSpace, you must load the domain data first
(the file may be called domain.bin, for example; you specify the file name, but the suffix must be .bin).
Once loaded, this transform data is applied to all the fluid sim meshes in the selected fluid drectory
during import.

If a domain file is not selected in this manner, the fluid meshes will still be imported, but the scale and
translation of those meshes will be wrong.
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Blender Version Optimized for Fluid Simulation

There is a version of Blender available which is optimized for fluid simulation. Some testers have
reported significant speed increases. It can be found on Mike Pan’s website:

Mike Pan’s website
(includes excellent example of real world settings and an optimized blender build for fluid simulation):

A slight modification is required in order to import Collada 1.4 files from trueSpace:

In the Mike Pan version, Collada 1.4.0 import plugin is Version 0.3.159 which gives errors in some scenes.

From the Standard Blender version, copy the Collada script in the scripts folder, and paste it into the scripts
folder of the Mike Pan version.

Also, from the Standard Blender version, copy the folder: .\blender\scripts\bpymodules\colladaImEx
And paste it into the Mike Pan version.
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http://mikepan.homeip.net/blenderfluid
http://mikepan.homeip.net/blenderfluid

Navigating in Blender

Navigation in Blender is different than navigation in trueSpace.
Unless you can configure a trackball mouse to simulate a middle mouse button, you’ll need a 3 button mouse.

Rotate the view: Hold down MMB (Middle Mouse Button) and drag the mouse.
Zoom In/Out: Simultaneously Hold down Ctrl key and MMB, and drag the mouse.
Pan: Simultaneously Hold down Ctrl key and MMB, and drag the mouse.

© Blender,

Geme Render Holp | -[SR2-Model X | <[SCEScens X | vewwhblengerary 248 Ve

Changing views to:

Side, Front, Top, and Camera:
Left Click the word: View and
select the desired View.

Space Handler Scripts 3
Play Back Animation Alt &

Maximize Window Cirl UpArrow
View All Home
View 3elected MumPad .
Set Clipping Bordet ARE
Align Yiew

View Navigation

Glokal View

Local Yiew

Show All Layers

Orthographic NumPad 5
Perspective NumPad &

Cameras 3
Side MumFad 3
Front KumPad 1
Top MumPad 7
Camera MumPad 0
User

O Grease Pencil..

@ Background Image

3 view Froperties...
O Render Preview

W O Transform O rientalions.

- seiest Object | otject toce =] @7 (@ 1] {5IA0 = [siobal 2| PEHFHHH@ (2] @]
(B9~ et [c[z0[lla] [ 1 ]
ok s aals ]

lm‘ﬂ Modifere | shapes

J Bt SMooth I 2 IH [ ?
Sticky: Make

Add Multires ] |Add Modifier | To: cube
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Selecting and Transforming Objects in Blender

Objects are selected in Blender by Right
Clicking on them.

Objects can be transformed by first
selecting the transform mode: Translate,
Rotate, or Scale in the interface. Refer to
the notes below the picture.

When Translation is selected, the red,
green, and blue widgets have an arrowhead
at the end.

When Rotation is selected, the widgets
change to circles.

When Scale is selected, the widgets have a
cube at the end.

You can also translate a selected object by
holding down the LMB, dragging, and
releasing. After release, you can move the
mouse and the object will follow. To exit
this mode, click the LMB.

Scaling can also be achieved by pressing
the ‘S’ key (the selected object will then be
highlighted in white), then moving the
mouse. To exit this mode, click the LMB.

The goal is to perform all modelling,
scaling, rotation, and positioning in
trueSpace, but tweaks may be required in
blender as you perform test runs with the
fluid sim and wish to make minor
adjustments.

lender

imeline  Game Rener Help | = [SR.2-Madel x|

Space Handler Scripts
Play Back Animation

Maximize Wincow
View All

View selected

Set Clipping Border
Align View

View Navigation
Global View

Local Yiew

Show All Layers

Onthographic
Perzpective

Cameras
side
Front
Top
Calnera
User
O Grease Pencil...
@ Background Image.
O view Properties
O Render Preview..
) nsform Orientations..

9
Al A

Cirl Up Ao

Home
TumPad
AE

3
[

MumPad £
MHumPad /

MNumPad 5
NumPad 5

r
MumPad 3
RumPad 1
NumPad 7
NumPad 0

= | 5CEScene

NEIEEE :]H:H:HH—H—H E[

Translate

T hultires

[Tonast]

N

(

Add Multires

L-’-‘\ﬂﬂ,Mumﬂsr

| To: Cupe

+ 'S‘ifzk\g

Rotate

Make

Scale
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Navigating to the Blender Scene Panel

This is the Editing Panel. Notice the icon which is highlighted, representing the current Panel in view.

The icon is a black square with a hollow red circle at each corner.

Click this icon to get back to this Panel. This can be your starting point in navigating the Blender interface.
As the tooltip suggests when you hover over this icon, you can also press F9 to get back to this panel.

Editing Panel icon

This icon takes us to the Scene panel. As the tooltip suggests, we can also get to the Scene panel by clicking F10.
We need to go to the Scene panel in order to set the number of frames for our simulation.

Click this icon to get to the Scene panel.
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Navigating to the Blender Scene Panel

Object Mode Elalo]s [cioba <] FHHHHHHIE] [2] @]

Editing Panel icon

This is the Scene panel. Here, we need to Set the number of frames for our simulation.

Beneath the ANIM button, we see Sta:1 and End: 250.

We can either click and drag the arrowheads on each of these to adjust them, or click them.

If we click on them, the number gets highlighted. Change the start and end entries to the desired value.
When done, either press F9 to return to the Editing panel, or, click the Editing panel icon.

Remember: our starting point in the blender interface is the Editing panel (we need a starting point to get familiar with the interface!)
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Navigating to the Blender Fluid Sim Panel

This is the Editing Panel. Notice the icon which is highlighted, representing the current Panel in view.

The icon is a black square with a hollow red circle at each corner.

Click this icon to get back to this Panel. This can be your starting point in navigating the Blender interface.
As the tooltip suggests when you hover over this icon, you can also press F9 to get back to this panel.

This icon takes us to the Object panel. As the tooltip suggests, we can also get to the Object panel by clicking F7.

Click this icon to get to the Object panel.
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Navigating to the Blender Fluid Sim Panel

As a note, this icon is identical to the Object Panel icon. But, if you
This is the Object Panel. We got here by hover over it, the tooltip tells us it is for the Object Buttons. We are
either clicking this icon, or pressing F7 not concerned with this icon; you just need to know it’s there, and
what it’s for, to avoid confusion.

¥ Fluid

Click this icon to navigate to the Physics buttons panel
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Navigating to the Blender Fluid Sim Panel

This is the Physics buttons Panel. We need to get to the Fluid panel.

{173 Cube

[~ v t_Object |12 Opject Mode w'[T?@‘lw ©1= [awba =] FHHHHHHIE] 2] @]
EEEa P'!':!"'! EIEIEY. J

“allizion h J Clath Collizion Acvanced Soft Body Caollizion Solver ¥ Fluid

Click here to get to the Fluid panel.

This is the fluid panel.

oject 1€ oopctviose < [@ -] (10 [= o ELTHFHT@ (] @]
l@ﬂ mr 5; ™
Collisian v ot Collision Adyvanced 0t Body Zollision Solver ¥ Fluid
[ : Fluid




Navigating to the Blender Fluid Sim Panel

=) A @) 2] (@)

¥ Fluid
Fluid

Here we have several ‘Property’ items. The currently selected object is assigned the selected Property when clicked.
Blender Fluid Documentation Page:

Domain — All objects must be contained in the domain. This is always a Cube. Even if you select some other mesh, the
bounding box of that mesh will be used as the domain. However, you can use Obstacles to alter the course and shaping
of the fluid simulation. There can only be One fluid domain object in the scene.

Fluid — The object acts as a single drop of fluid.
Obstacle — The object blocks the flow of the fluid; the fluid is forced to find its way around the obstacle.
Inflow — the object acts as a Source of fluid; as an example, a water faucet. Fluid continuously flows from this object.

Outflow — the object acts as a Drain of fluid; as an example, the drain in a kitchen sink. Use this to prevent completely
filling the domain with fluid.

Particle — Displays particles created during the simulation.
Control — Advanced Options.
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http://wiki.blender.org/index.php/Manual/Fluid_Simulation

The Blender Fluid Sim: Domain Panel

] = view select opject [%4 Object Mage 2] @ ] BEo]= [aea | BFHHHHHHE]
B~ ranes cEOROE] (]
Fields “Collisian | Advanced Soft Body “Caollision

Soft Bod
Domain Ohstacle

Maone

b

Inflowy | Cutflows | Padicle | Caontrol
AdBndPar | BAKE |
.BAKE Mem.. 1241 MB
esolution: [ Res:50 [ Prev-Res: 25" |
Time: [« Stat:000 »[« End 030 |

Disp.—-CGlual: [Preview = |Final =_]
Reverse: [ Enable |
Path: [Z]ampr, |

Click for Ad
(Advanced) settings

All fluid objects (Fluid, Obstacle, Inflow, Outflow, Particle, Control) must be with the boundaries of the Domain.
The Domain is a cubic shape (perfect cube, flattened or heightened cube).

Resolution: The most important aspect for fluid quality. Determines fluid quality, memory and disk usage, and computational time:
Res = 32 requires 4MB; 64 requires 30 MB; 128 requires > 230 MB.

Adjust as necessary. Note: Blender may freeze or crash if this value is set too high.

Set the resolution appropriate for the real-world physical size of the domain (set in the Ad [advanced] settings).

Prev-Res: Resolution of Preview meshes. Does not influence actual simulation.

Time: Start: Simulation start time, in seconds. The simulation computation starts at a ‘future’ simulation time.
If you set this to 4 (seconds), the initial fluid appears to have been flowing for 4 seconds.

Time: End: Simulation end time, in seconds. Total number of animation frames is related to this item:
if start time = 0, end time = 4, and frame rate = 25 frames/sec, set end frame in ANIM panel to 100. 34



The Blender Fluid Sim: Domain Panel, cont.

JBHHHHHE (2] [@)

¥ Fluid

Al Fluid

Left pulldown Right pulldown

Disp.-Qual:  First pulldown describes how baked simulation is displayed in the Blender GUL
Second pulldown describes how baked simulation is rendered.
Options are: Original geometry, preview mesh, or final mesh

Note: After Baking a simulation, the domain is displayed as the preliminary mesh; not the original Domain geometry (the cube).
To see the original Domain (highly recommended when you need to make adjustments), select Geometry in the left pulldown menu.

Reverse: Reverses order in which frames are simulated.
Path: Directory and file prefix to store baked surface meshes with.
Note: if you select a previously generated surface mesh, the prefix is automatically set, and the simulation can be performed several times

with different settings, allowing quick changes between the different sets of surface data.

BAKE: Perform the actual fluid simulation. Blender GUI will freeze, only displaying the current frame being simulated.
Press ESC to abort the simulation. 35



The Blender Fluid Sim: Domain Panel, Advanced

| BFHHHHHE [2] (@]

¥ Fluid

Fluid

Click to Access Advanced Panel

Advanced Panel

Gravity Vector: Specify direction of gravity in X, Y, and Z. Positive values cause gravity in the positive X, Y, and Z directions.
Positive Z ( +Z ) is upwards; Negative Z ( -Z ) is downwards.
Do not use Zero for all values. The fluid will not flow.

Viscosity (Water, Honey, Oil, Manual) pulldown menu: describes the thickness of the fluid.
Refer to this web page for info: oo oo o

Real-world size: Size of the domain object in the real world in meters.
For a mug of coffee, use 0.1 meters (10 cm). For a swimming pool, use 10 m.

Gridlevel: number of adaptive grid levels to be used during the simulation.
Set to —1 for automatic selection.

Additional info: o bl e e o
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http://wiki.blender.org/index.php/Manual/Fluid_Simulation
http://wiki.blender.org/index.php/Manual/Fluid_Simulation
http://wiki.blender.org/index.php/Manual/Fluid_Simulation

The Blender Fluid Sim: Fluid Panel

6]a [sova 2] PEEFHEHH@

¥ Fluid

s FlU

Volume Init:
Volume : will initialize the inner volume of the object as fluid. This works for closed objects only.
Shell: will initialize only a thin layer for all faces of the mesh. Works for closed and non closed meshes.
Both: Combines volume and shell. The mesh must be closed.

Initial velocity:

Initial Speed of the fluid, in meters per second.
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The Blender Fluid Sim: Obstacle Panel

6]a [sova 2] PEEFHFFHHE (2] @]

¥ Fluid

T )

Obstacle:
Selecting this panel after selecting an object sets the object as an obstacle in the simulation.

Volume init:
Settings are the same as for Fluid, described above.
Note: if you have an obstacle with ‘holes’ in it, for example, a metal grate, set this to Shell,

to allow the fluid to fall through the holes.
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The Blender Fluid Sim: Inflow Panel

¥ Fluid

Fluid

Inflow: This setting puts fluid into the simulation from the location of the selected mesh, like a water tap.
Volume Init: Settings are the same as fluid object, described above.
Inflow velocity: Speed of the fluid created.

Local Inflow Coords: use local coordinates for the inflow. This is useful if the inflo object is moving or rotating.
The inflow stream will follow/copy that motion.

39



The Blender Fluid Sim: Outflow Panel

<[] (OIBo= [ciova <) FHFFHHHHE) 2] (@]

¥ Fluid

Fluid

Outflow: Any fluid that enters the region of this object will be deleted, as in a sink’s drain. This is useful in
conjunction with an Inflow object to prevent completely filling the Domain.

Volume Init: Settings are the same as fluid object, described above.
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The Blender Fluid Sim: Particle Panel

¥ Fluid

Fluid

Particle: Used to display particles created during the simulation.

Drops: Useful for surface splashes; droplets are strewn about, like fresh water, with low Surface Tension.
Floats: Fluid surface tension is higher, fluid is heavier, like cold seawater and soup.

Tracer: Droplets follow the surface of the water where ti existed.

Bake directory: The simulation run from which to load the particles. This should be the same as the fluid domain object.
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The Blender Fluid Sim: A Real World Example

This link has a very good real world working example, along with a customized, optimized blender bluid for fluids:

Important Notes from this example:

Fluid End Time value is set High: 5.00 (gets a nice, water type of flow)

World size is set to 10 (cubic Meters)

Resolution is turned up to 250

Slip value (Part Slip) is set to 0.5

Inflow amount is doubled

The Domain cube is resized to it just barely encapsulates the fluid simulation boundary.
This reduces computing time, as well as memory usage.
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http://mikepan.homeip.net/blenderfluid

Sample Workflow

This example will demonstrate a typical workflow for fluid simulation between truespace and blender.

The basic workflow is as follows:

Model all objects in trueSpace

From trueSpace Workspace side, export all objects in Collada format: Select all objects in the scene, then export.
Import all objects into blender. This should be a single Collada file

Setup and execute fluid simulation in blender

Play back animation in blender

Make adjustments to fluid simulation in blender, play back animation; Repeat as necessary

in trueSpace, load all fluids

in trueSpace, add textures

in truSpace, render animation to stills for video compilation
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Sample Workflow

Scene File: brewscene.RsScn

In this picture, we see a simple model.
It’s a simple mug, created by boolean subtracting one cylinder from another.
In addition, there is a tap (a cylinder, the fluid source), and the fluid Domain (the large cube surrounding

the tap and mug. The mug will serve as an obstacle.

Drefault Floating trueSpacel




Sample Workflow

Now we want to export the scene in Collada format.
In the Scene Fluid Controller panel in trueSpace,
select the button, ‘Select Scene For Collada Export’
In the trueSpace Workspace File menu, select the
Collada Export files( *.dae ) option, then press Save.
(make sure you know which directory it’s in)

Prepar ne For Collada Expor

Import Fluid Simulation Data

et Fluid Dired

cl l_:luil:l I"-Jf:u:IEe

cked Fluid

elected Fluid

Delete All Fluids

onfiguration

ok Render To File)

enderer: Realtime

EndFrame 20

RealTime Rendering Setting

Load and Render Al Fluids
ahaort Render

Current Frame stat

k




Sample Workflow

In the trueSpace Workspace File - Savein [ (G Deskiop x| & ckE- ' Crary
menu, select the Collada Export - %ﬂi el -
files( *.dae ) option, then press e i
Save. (make sure you know which - Eiﬁ?ﬁiﬂf&x‘@”‘sw EETTD "

. . . [5) AnimationSelection Project_Scene Files (L) halloweensounds

dlI‘eCtOI'y lt, S ln) i () animator Club Assets [5)1as0n Models, Scenes
h [ arenaRingDemna, 2 [ Jas0n Work,

@camera @jscript EXE

[CID%ShaderPack ICIILE_Tutarial

[Chflagshats [CLechak_Resume

() FluidTutorisl [C)LEMavigator £57.5.1

My Documents

My Computer < I .|

-~

[ ¥ DOOOOOOODODODDD

File: name: Ibrewscene Save

My Metwark Save az lype: Object files [* Rz0bj] Cancel
Places Dbject files . Rs0b]

System files [*.ctx)

Scene files [* RsScn]

Load and Render All Fluids

Abork Render




Sample Workflow

B! tusSpace? 6 B 4w Drefault Floating trueSpaceh File Help
brewscene Workspace Model 3D WAl | Lbray | Panel Setting

Notice that now we have the
Collada exporter window. Select Fluid Norle
Leave all settings at their ~ Collads svpotter

Exporker settings Toggle Reverse For Selecked Fluid

defaults and select: Export « rimatians Skeletans
Cameras Stretchy bones
~ | Geometry Lights Delete Selected Fluid
Split higrarchiss Zopy textures

Note: You can turn off Cameras, R
. . f Start frame 2,00 Stop frame 251,00
Skeletons, etc. if you wish. Frame rate 3.0

Delete All Fluids

Geametry
| Mode Polygon lists, triangulate holes ﬂ
- Ll Rl

The scene iS now eXported in | - Maormals « [Wertex colors

Textures

COllada format- j Tescture maps file bvpe

| Mormal maps fils bype

Preview (Do Mot Render To File)

Renderer: Realtime

- |
ﬂ StartFrame 2

EndFrame 2

RealTime Rendering Setting
Manual Start/End Frames
Load and Render All Fluids
Abort Render

Current Frame status: 2

Select Scene For Collada Export

* ¥ i
Location: -1.366 3.160 7.585

A L = Rotation 0,000  -0.000 0,000
Seale 1000 1000 1000
BESize 22731 26319 15.5%
Marne brewscene #er, 422

r‘i‘ 2 2L

B Animn view FCurve DopeSheet Stary




Sample Workflow

Now back to blender. ® Blender
We need to delete the default cube Ui o ne _Game Render 5F:2-Model | -[5CEScene
in blender, since we don’t need it.

The cube should already be
selected.

So just press the DEL key on the
keyboard.

When prompted, select the option:
Erase selected Object(s)

And press the Enter key.

The cube will disappear from the

scene.

[# |~ view Select Object @ ]la [ o= Jaora | FHHEHEHHHE [2)]

] [Bad Modifier

; |Center| Center Me |
Select | Deselect " o
_Senter s

F‘
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Sample Workflow

© Blender
& ¢ v @D Add Timelne Game Render Help | =[SR:2-Model x| |& Veid | Faif | On:3-1 | Lacl | Mem:0.93M (0.09M) | Time: | Cube
N let’s 1 1t thi Mew ctrl X
ow 1€t S 1mpo 1S scenec 5 .
pen.

Open Recent 3

ﬁle into Blender. Recover Last Session
Stal’t Blender. Save

Save As.

Compress File

Now, import the file:

Save Rendered Image... F3
From the Flle Menu, Screenshot Subwindow Ctrl F3

Screenshat All Ctrl Shitt F3
Save Game As Runtime

SeIGCt: Save Default Se“ings
Import->COLLADA 1 4(dae) Load Factary Seftings

sppend of Link Shift F1
Append ot Link (mage Browser) Ctrl F1

| it WRML 1.0..
Export r  DXF..

External Data P

Quit Blender ctr ¥ 3D Stugio (dds)..
8 AC3D (ac)..
& Autodesk DEF (oxf)
& Binary Obj (bobj)...
B COLLADA 131 (dag)
LATA 1

@ DEC Object File Fimport scene fram COLLADA 1.4 format (das]
& Directx (=) —_—
B Lightwave {hwo)
& Lightwave Mation (mot)
& Load MDD to Mesh RVKs
& MD2 (md2)
& MilkshapedD (ms3d)
& MilkShapaaD ASCH ()

ube & Motion Capture [cad)...

]ﬂw View Select @b]ﬁﬂt 12 Object Mode 35.‘ BONOTE e (i '.-.- @

= & OpenFlight (1.
¥ Panels 5 @ |ta [ _:- ~ 1 | @ Paths (svg, ps, eps, .ai, Gimp)

- @ Pro Engineer (slp)...

@ Raw Faces (rau).. AN weires T
| B stanford PLY (".ply) 0l iy [itcl Mocifer | 7o Cuke
Material & wavefront {.obj)

L Texture e
. [
ertex Color Mew

Mew Delete e Delete
Copy G || Gelect | Deselect | Center [ Center New |
=TT ——

Aasign

m
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Sample Workflow

This is the next screen you will see in Blender.

Navigate to the directory where you exported your scene.

In this example, that directory is C:\FluidTutorial.

Navigate by clicking the button to the right of the words: ‘Import File’

© Blender
[ 9~ Filb Add Timeline Game Render Help | =|SR.2-Madel %] [E[ScEseene
Collata 1.4.0 nlugin for Blender

“ersion: 0.3.160 i

& waluahlz ta you or your company, please consider 3 daration at
leri &wmmpﬁogﬁ{. SRt i plugn, Thanks a ats




Sample Workflow

This is the next screen you will see in Blender 2.48a.

We see that we are in the wrong directory; to navigate to the directory
where you exported your objects, click the .. (which is highlighted)
Note: Notice how the vertical scroll bar is on the LEFT of the panel; not
The right, as are standard Windows applications.

O Blender

LOX

[srz-odsl___[x] [ c[scEseem x|




Sample Workflow

© Blender

This is the correct directory: C:\FluidTutorial.
Select the scene file; in this case, brewscene.dae.
You will see the file name appear in the textbox
beneath the directory path.

No select: Import.dae

qg Import dae m Load U
cEof@al [ 1 |
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Sample Workflow

Now we are back at this page.
Select: Import and Close

C Blender

You should see:

Import Successful

F your company, please consider a donation at
am 1o support 1his plugin, Thanks a lot!

e
port e[ €3PidTuoriahCubeDomaingee ] .|

= 0] [=lcouiapa 1asas)




Yes this looks Odd.

Yes we can fix it.

Currently Blender is showing a Solid
view of the scene.

Click and drag this button

(scroll to next page to see whatyou
Need to have selected)

Sample Workflow

© Blender
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Sample Workflow

© Blender

i ] dd : nder Help [ -[5R.z-Model [ X | [ -[5CEdrewscene  [X] -

This is what you want
(scroll to next page to see the result)

[0]a [aiovar | FEHHHHHE [2] [@)




Sample Workflow

The scene is now in wireframe mode.
Use the Middle Mouse button to
rotate the view, to a perspective
Viewpoint so we can see all the
objects in the scene.




Sample Workflow

2 Blender

This is a pretty good perspective (i ]~ Fie
Viewpoint.

Now let’s setup our fluid simulation.




Sample Workflow

© Blender

Right click the cube. This will
be our domain.

{1} Fluici Comain
|# | = wview Select Object |4 Object Mode - |
=EE10S (I

] [@ ] [OAT0 [ [ciona -] FEFFHHFFFHE]

ﬂ. i --mo.diﬁera ﬁ M
| &l Modlifier [ To: Fluic Darnzine

Add Multires J

BElELS Verte

W 3
Select i Deselect i
_A3sign | E 4

Sef Smoot] Get Soid |
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Sample Workflow

O Blender

- |SR:2-Model

Select the Object icon, or press F7
to get to the Object panel.

.E@']ﬂ [Glohal ;lH:H:HFH:FHg @

: : | Modifiers.
Addd Multires j &dd Modifier | To: FluidDamain

- _
E{ ew [ Delete | oo Te e ie) v

| Gelect | Deselect | | Center Cursor |

Assign

F Set Smoot] Set Salid | 7
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Sample Workflow

Select this icon to get to the Physics
buttons.

(BB [= [oovs ) PLFTHH-H@ [

iow 3 bi‘g | Npject Mode - I-QT_“@ _JH
= paneis (o [ZoI0[@] @[] [
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Select this icon to get to the
Fluid buttons

Sample Workflow

© Blender

(i ]+ File Add Timelne Game Render Help | - [SR:z-Model [%] [ -[5cCEbrewscene | Ve:204 | Fa194 |1

cctviose ) [ J[@ -] (ORI o M [avas ] FHTHIHHSN [ [a]
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Sample Workflow

© Blender

~ File Add Timeline Game Render Help [ - [SR:2-Model [% | [ -[SCEbrewscene  [% ]

The cube (our Fluid Domain) is
selected; so select the Domain
button.

Andvanced

— —

Select obiect type for simulation
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Set the path to:
C:\FluidTutorial\
Note: the trailing backslash is

required. Otherwise your
fluid sim filenames will be
called:

FluidTutorialfluidsurfacefinal. ..

and truespace Import will
not work.

Also: if this directory does not
yet exist, blender will create it,
even though you may see an error
msg from blender indicating the
directory could not be created.

Sample Workflow

© Blender

(0]= [aooa | FHHHHHH@E (2] [@]

_vm @En EII

ot - Boft Body | EE]Es
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Sample Workflow

© Blender

The path is now set to: Iﬂv File &dd Timeline Game Render Help _[5R:2-Model % | [ - [5CEbrewscene
C:\FluidTutorial
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Sample Workflow

Right click the mug to select it DiBlender :
(the Obstacle) i Render Help | - [SR:2-Model |% | [ -|sCEbrewscene X |

Now select Fluid again,
Then select Obstacle

4 | = wiew Select Object [ Object Mode
B .@ 0-E[ ﬁl ?
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© Blender

Also, select Shell in the Obstacle
Window.

This will allow the flurdto
Fall Into the mug.

Sample Workflow

- [5R:2-Model x|

- | SCE:hrewscenea

Fluic!

mmm Obstacle

l”ﬂ“l!l Farticl [Control
“alume init: iolu
Boundarg.r type #
Anirnated Mesh: Export
PartSlip Amnunt’ = )
impeot Fastor: [ 000 ]
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Sample Workflow

© Blender

|f |~ File Add Timelne Game Render Help [ - [SR:2-Model [x] [ -[scEbrewscene  [X | umnublenderorg 248 Ve:204 | Falgd |1

Next, select the spout by right
clicking it (ok, it’s just a
cylinder in free space :D )

Select Fluid, then select Inflow
in the opened panel.

Set the Initial Velocity to:
Z:-3.0

[ 12 Object Mode

Clath ] [_Sort Body
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Sample Workflow

- |sR2-Model .|X ]:';|L]SCE:brewscene .|x

Let’s switch back to the Scene
Panel, to make sure we have the
desired Start and End frames.

Change the End frame valuejf
you wish; 23 may be a good
end up with 25
files instead of 250

Then press F7 to return to the
Object panel.

12 Tap

Pl
MTSC
Default
| Prewiew

|(75%[50% [25%
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Sample Workflow

© Blender

|f |~ File Add Timelne Game Render Help [ - [SR:2-Model [x || -[scEbrewscens  [X |

Back in the Object panel,
Select the Domain (the cube)
By right clicking on it.

[ 12 Object Mode

Clath Ji [_coft Body

Il velocity
Local Coord

69



Sample Workflow

© Blender

Iﬂiv File &dd Timeline Game Render Help _[5R:2-Model % i

- | SCE:hrewscene

Click Bake.

The Fluid Sim Bake
Will begin.
It may take awhile.

When it’s done, you can play
back the animation for review by
pressing Alt-A.
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Sample Workflow

This is how the scene looks DuDlender
. . | : * File Add Timeline Game Render Help | = |5R:2-Model X
After the simulation Bake ' — '

Has completed.

= | SCE:brewscene

Where did the Domain object go?
It’s there. It’s actually still
Highlighted. The Domain has
Assumed the appearance of the
Fluid mesh.

If you look closely, you’ll see here
That the display quality is set to
Preview:

To see the Domain’s geome
Again, change the left hand side
Disp-Qual back to Geometry

Ciath if
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Sample Workflow

© Blender

i 5= File Add Timeline Game Render Fu‘elg

. = | 5R:2-hodel
To see the Domain’s geometry

Again, change the left hand side
Disp-Qual back to Geometry;

This is the result

Note:
If you want to make adjustmen
To resolution, End time, etc.
Make Sure You set the

Left Hand Side Disp-Qual
Back to PREVIEW.

Otherwise it will look like
Nothing is happening!

1) Fluid Domaity

|Jili :
Domain MG
[ Dutflo [Fa
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Sample Workflow

© Blender

Before we head back over to
trueSpace, we need to export the
Domain properties.

These will be applied in trueSpace,
so the fluids will have the correct
scale and translation.

So. In Blender, right click the

Domain to select it. It is colored
pink when selected.

1 ) Fluid Domair

@ (@ J-] [O&To]= [aiosa =) FHTHETHHE (2] (@]

_ . Cloth Colizion .. Gt Body - Fluid
_ [ Coth | [ Soft body |

Dornain
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Select File->Export

Then select Domain Exporter
As shown

Sample Workflow

2 Blender [C:\FluidTutorial\brewscene. blend] = &[]
[ ¢ v @) Add Timelne Game Render Help [ =[SR:2-Model X | [ =[5cEbrewscene Ve:z04 | Fail94 |
Mew
Open...
Open Recent »
Recover Last Session

Save
Save As.
Compress File

Save Rendered Image...
Screenshot Subwindow Ctrl F3

Screenshot Al ctrishitFs oML T Cil F2
Save Game &s Runtime. . DHF... Shift F2
STL...

Save Default Settings Ctrl U
Load Factory Settings

B 0 Studio (3ds)...

W :cio (ac).
Append ar Link Shift F1 I s todesk DXF (de)
Append or Link (Image Browser) Ctrl F1 . Autodesk FEX (fx)
Import E & COLLADA 1.31 (dag) ..

& COLLADA 14(038) ...
External Data B % DEC Object File Format (om...

i o B Directy (...

Giuit Blender

@ Lightiave (wo).. Export Damain Object To File
& Lightwave Motion {moy:-

B M3IG (m3g, jova)..
& MDZ (.md2)
& OpenFlight (...
@ Openlnventor (iv)..
1 [ e o) (g ovee 3 oo
— .Raw Faces [raw)...
_.E. Save Current Theme...
o) [l softimage X1 (xsi)..
B Stanford PLY (7 ply)..
W vRhLET ().
. Weartex Keyframe Animation (mdd)...
. Wavefront (obj)..
W :::0 Extensible 3D (x3d)...
!xﬂg Expott (fg)
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Sample Workflow

. & Blender [c:AFluidTutorial\brewScene. blend]
Type a name into the textbox — —

As shown; it Must have the ]

EXtenSion: bln &l brewscene.bi.n

Note the directory in which
it will be written.

Then select:

Export Domain

The Domain data is now
Saved.

4O 8 EE Export Domain . ﬁ?]_ | Load Ul
cEoMo@ [« [ ]

d collision } Collision Aduanced v i i Solyer ¥ Fluid
B d Rl R e e s

T




Sample Workflow

Now we’re back to trueSpace. Flusid Sim Importer

We need to import the g
fluid simulation. This will : s e

convert the data files from the A | ) e

blender format to the ———

Damnain File: |
trueSpace RsObj format. \ Q¢ |

Silect Fluid Direchory:

So, in the Scene Fluid Controller Select Fluid tode
panel, click the button labeled, —

‘Import Fluid Simulation Data’. |

A dialog opens. The first thing Delete il Fids
we want to do is select our _
Domain file. vevisw (Do Nok Rerder To Fil)
In the dialog, select the Renderer

‘Select Domain’ button.

In the dialog that opens,
navigate to the FluidsTutorial
directory, select the file:
brewscene.bin, then press OK.

Scene Fluid Co

—an] =2

The Domain File name will appear in

the dialog beneath: Domain File:



Next, we want to import the fluid
simulation files in the FluidTutorial
directory.

So, in the Scene Fluid Controller
panel, click the button labeled,
“‘Select Files for Import’.

A dialog opens.

Navigate to the FluidTutorial
directory, select any file, then select
Open.

The Import Status bar will indicate
the progress as the files are
converted.

When done, press OK to close the
dialog.

Fluid Sim Importer

Sample Workflow

Diomain File: |

Select Domain | oK |
Select Files For Import | Cancel |

ira 'l,FIuidTutoriaI'l,bré;\Ee_ne Jbin

R I s ==

Q Fluidsurface_final_0000,bobj. gz
gﬂuidsurface_ﬂnal_ﬂﬂﬂ 1.bobj.gz
g Fluidsurface_final_0002.bobj. gz
g Fluidsurface_final_0003.bobj. gz
g Fluidsurface_final_0004,bobj. gz
Q Fluidsurface_final_000S.bobj. gz
g Fluidsurface_final_0006.bobj. gz
Q Fluidsurface_final_0007.bobj. gz
g fluidsurface_final_000&,bobj. gz
g Fluidsurface_final_0009,bobj. gz
gFIuidsurFace_FinaI_DDID.bobj. gz
gﬂuidsurface_ﬂnal_ﬂﬂl 1.bobj.gz
gFIuidsurFace_FinaI_DD12.b0bj. gz

@ fluidsurface_final_0013.bobj.gz Q Fluidsurface_fi
Q fluidsurface_final_0014.bobj.gz g Fluidsurface_fi
g fluidsurface_final_0015.bobj.gz g Fluidsurface_fi
g fluidsurface_final_0016.bobj.gz g Fluidsurface_fi
@ fluidsurface_final_0017.bobj.gz g Fluidsurface_fi
E fluidsurface_final_0018.bobj.gz Q Fluidsurface_fi
g fluidsurface_final_0019.bobj.gz g Fluidsurface_fi
g fluidsurface_final_0020,bobj.gz Q Fluidsurface_fi
gﬂuidsurface_ﬁnal_ﬂﬂm .bobj.gz gfluidsurface_ﬂ
Q fluidsurface_final_0022,bobj.gz g Fluidsurface_fi
g fluidsurface_final_0023 bobj.gz g Fluidsurface_fi
g fluidsurface_final_0024.bobj.gz g Fluidsurface_fi
g fluidsurface_final_0025,bobj.gz g Fluidsurface_fi

| | &)
File name: I .LI Open !
Files of type: Ibobi.gz _V_I Cancel |

[ Open as read-anly

t Fluid Mode

& All Fluids

1.000 1.000




Our files are now converted.
Now, we want to add them to our

scene.

In the Scene Fluid Controller panel,
Press the ‘Select Fluid Directory’
button.

Then navigate to the C:\FluidTutorial
Directory, select any file, then press
Open.

The first fluid object in the simulation
will be loaded into the workspace so
you can see it, position it, and texture
it.

Select the dropdown arrow for the
‘Select Fluid Node’ combo box.

You will see the directory you
selected has been added.

You can select this entry if you wish
to delete it from the scene, or reverse
the animation frame playback.

The backslash in the path structure
has been replaced with an upright
pipe: ‘| ¢ because backslashes in node
names cause trueSpace to bounce us
to the System level in the scene
graph.

Sample Workflow

! Diefault Floating trues
Model

Impork Fluid Sirmulation Data

£ Fluid Dit

Select Fluid Mode

EndFrame

RealTime Rendeting Setting

lamal Start/Fnd Frames
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Sample Workflow

efault Flaating trues

Model

TeXtuI‘eS can be added tO the ﬂuid Prepare Scene For Collada Export:
node in the same manner as any other B —
mport Fluid Simulation Data
trueSpace object. You can drag and
Fluid D
drop textures from a library, for
example.

If we want, we can select our fluid
node from the combo box and enable
the ‘Toggle Reverse for Selected
Fluid’ if we wish; for now, we won’t
do that.

If we switch the Animation Editor
view to the Story tab, we see that our
fluid node has an Animation Track,

Load and Render All Fluids

Abork Render

79



Sample Workflow

ault Flaating by

tadel

Impott Fluid Simulation Data

elect Fluid Direckary

t Fluid Mode

Here I’ve drilled down in the
Animation Editor to show the actual
AnimClip which we can manipulate. i
The clip length is automatically set to
the number of fluid simulation files it s
generated by Blender. & > et Confiauratic

: er To File)
We can adjust the time at which this
particular fluid appears in the scene
by sliding its track along the timeline.
In this image the fluid will appear,

Stal'tll’lg at fl‘ame 2. Load and Render All Fluids

Abort Render
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Sample Workflow

Floating trueSpaceB File  Help

In this situation, the AnimClip for 576 CipmakeB10 ace . Modd
The Fluid has been adjusted on the
timeline so the fluid will not be
visible in the scene until Frame 15. Import Fuid Simulation Dat
Select Fiid Di
Set the checkbox for
‘Preview (Do Not Render To File) SRR e
To watch the animation in real time,
without rendering the frames to
bitmap files.

Press the black button to toggle
Manual or Automatic StartFrame
And EndFrame for animation
playback. If Manual is selected, you
can specify the start and end frames
of the animation playback. If
Automatic is selected, trueSpace

Load and Render All Fluids

automatically calculates the start

Abort Render

and end frames for you. _
For this tutorial, make sure you see: T 1 5 1 s

Auto Start/End Frames
on the black button.

e o i
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Sample Workflow

Fault Floating trues
Model

Prepare Scene For Collada Export

Press the ‘Load and Render All Fluids’
button to begin the rendering process. R T e
If Preview is selected, no files are Select Fiid Directary

created; the data is only loaded into the
Workspace. Select Fluid ode

During the playback, it is normal to see
the Workspace go blank. Each fluid file
in the simulation is being loaded and
displayed in sequence.

Press the Abort Render button to stop
the playback. The EndFrame will be set
to the next animation frame after the
currently rendering frame.

Mariual Start/End Frames

Load and Render All Fluids

When you are content with the scene,
Deselect the checkbox:

Preview (Do Not Render To File
to render the scene to bitmap files.

Abort Render

Then, you can load the bitmap files

into a video editor and compile them into
a video file.
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Reference Web Links

Blender Fluid Simulation Wiki Page:

Mike Pan’s website
(includes excellent example of real world settings and an optimized blender build for fluid simulation:

Animated Guide to Fluid Simulation
(includes short videos demonstrating how changes to parameters affect quality of realism)
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http://wiki.blender.org/index.php/Manual/Fluid_Simulation
http://wiki.blender.org/index.php/Manual/Fluid_Simulation
http://mikepan.homeip.net/blenderfluid
http://www.pkblender.it/FluidSim/domain.htm

NET Framework Setup

Acquiring and Installing the Microsoft Visual C++ 2008 Redistributable Package (x86):

Either click, or Copy and paste this link to your browser address bar.

Click download. Then run the executable.

When done, return to the Installing the Plugin section of this document.

Acquiring and Installing the Microsoft .NET Framework Version 3.51 Redistributable Package (x86):

Copy and paste this link to your browser address bar.

Click the button: ‘Install it now’ and follow the instructions.
When done, return to the Installing the Plugin section of this document.
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http://www.microsoft.com/downloads/details.aspx?familyid=9B2DA534-3E03-4391-8A4D-074B9F2BC1BF&displaylang=en
http://msdn.microsoft.com/en-us/netframework/aa569263.aspx
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