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I'm assuming you already know how to set up a new Blender 
project. If you don't, download the Lawn Grass tutorial.

Let's set-up our elements

In this tutorial we're going to set up a basic 
water simulation.

We're going to use only cubes, to keep it 
simple. Let's start with the cube we get on 
open. Stretch using 'S' and then 'Shift+Z' 
to scale it on only the X and Y axis'. Then 
we flatten it a bit by pressing 'S' and then 
'Z'.

Position your camera to include the whole 
floor like below. We'll adjust it later.

For this sim, we need at least 4 cubes 
(incl. the floor cube we just scaled).

Apply any material you wish. I prefer 
wood, so here's my settings for the wood:

(Play around with these settings)
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The texture settings: (Play around with these)

Layered Textures.

Type of texture.

Color ramp used to soften Saw wave 
and define Alpha values.

Saw mostly resembles real wood for 
me.

Ring noise enabled, because trees 
don't have perfectly round rings.

Hard waves would've been too much.

Fine tune appearance.



  

Coordinates for mapping

Making sure it maps in 3D

To create finely spaced wood lines for 
a knot.

Make sure the texture is seen

To prevent fuchsia if I remove the 
ramp

The second texture's settings: (play around with them)
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With these settings you should get:
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Before we set our cube for fluid, we need 
to add more objects, so we can see how 
the fluid simulation works.

Add 3 cubes to your project. Changing 
their color will not change the color of the 
fluid, but it will make it easier for you to 
remember which is which (especially so if 
you named all your objects appropriately).

In my case, I added:
 - A blue cube for an inflow (constant flow 
of water, like a tap),
 - A yellow flat cube for an outflow 
(continuous removal of any water that 
comes into contact with it, like a drain) and 
lastly
 - A green cube for fluid (a one time drop 
of fluid into the simulation, like a glass of 
water).

You can configure them how you wish, but 
place them in a way that they will serve 
the function we'll be assigning them.
As an example, you can look at my 
arrangement:

Now we need to add one more cube. This 
will be the cube to become the mesh and 
definer of the water's limits. It's like a box 
that contains it and is the water at the 
same time. This cube is called the domain 
(the domain can be any shape, a cube is 
just easier). Remember, your outflow, fluid 
and inflow objects need to be inside this 
new cube, so that it would look like this in 
3D view:

Note: Remember to turn on Smooth 
shading. That will create much more 
realistic water, especially at lower 
resolutions.

This cube has to extend into and possibly 
even a bit beyond the floor cube. To 
prevent water from floating above a 
surface, we use volume. That means, for  
the floor part to work, it needs the floor's 
volume.

Now we can start setting up our 
simulation. Since this is basic, we won't go 
into other fluids like honey, oil, milk, etc.

For now, turn the domain cube off in the 
3D View. You do this by clicking on the eye 
in the Outliner pane:

Invisible now in 3D View:

 - To make it visible, just 
click on the grayed out eye 
again.
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Our Elements Need Some Physics!

Select any of your cubes that you want to 
be the inflow, - in my case that's the blue 
one - click on the Physics button on your 
Properties pane and enable Fluid:

Now choose the type of relationship it will 
have to fluid. For an inflow, it's simple 
since it will only be seen as water in the 
simulation:

Most important here is that you give it two 
instructions:
 - One is that you initialize from volume 
(more fluid) and
 - The other is that you define an inflow 
velocity. This one is set to go diagonally 
with X: 0.100, Y:-1.000 and Z:-1.000. With 
current inflow, it'd look like this in 3D view 
if you were to bake: 

The outflow has a similar set-up, so let's 
do it next.

Select your outflow cube (in the image 
above it's the mustard yellow one), enable 
fluid in the Physics button and set it similar 
to the inflow:
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Again, it's important to use volume, but it 
will depend on what you want to use it for. 
To keep a stream stable and moving, just 
make sure your outflow is as big as your 
inflow.

Let's get to our obstacle. Yes, that very 
thing that make a simulation more 
interesting, or believable.

Select your floor cube and go to it's fluid 
physics:

Make sure it's set to volume. We don't 
want it floating above the surface of the 
wood, unless that's what you're going for.

Different from the others is slip, impact 
and what kind of slip it will have:
 - Partial is what you see when water flows 
over a window.
 - No slip is not something I've seen in 
reality, but you can use it to make drops 
stick to petals.
 - Free slip means that the object has 
absolutely no grip on the water and it acts 
only as a barrier of sorts and that I'm also 
yet to see.

For now we'll leave impact on 1.000.

Next we have our fluid cube. This will be a 
single drop-off of water; the volume of the 
cube. Go to it's physics:

Since water is already affected by gravity, 
we don't need to give it velocity, but you 
can if you want it to be a squirt of water in 
whatever direction.

The final cube to set up is the domain. 
Your domain, as mentioned, becomes 
your water mesh. This means, we'll need 
to bake our water. Backing is what defines 
the movement of the water in this case; 
when baked, nothing else affects it's 
movement.

Make your domain cube visible in 3D View 
and go to it's fluid physics:



  

When baking, Blender sometimes requires 
a separate folder to store it in. Most of the 
time, it's best to store your bake in your 
project's directory, in a sub-directory, like 
the image export.

For this demo, we don't need hi-resolution 
water. We just want to learn how it works 
and responds. When working with hi-res 
water, remember to keep your Viewport 
resolution low, as it will take less memory 
to edit the rest of the scene.

If you have all the CPU power at your 
disposal, set your Viewport to full 
resolution.

The simulation time we'll leave alone for 
now.

Always make sure your computer can 
handle the resolution you ask it to and 
save regularly. Now, click bake and watch 
it process:
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Now just render your project out!
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