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Using Blender 2.7 for Animation - Advanced 3 - Smoke Simulation QUICK EFFECT
(updated for 2.65+)
· Make a cylinder or other object for a log or whatever will smoke.  It must look like something, so if you mean to make a log, make the cylinder tall.
· With the cylinder selected, at the bottom of the 3D View click “Object”, Quick Effects, Quick Smoke.  This will make it into a Smoke Flow object.
· File, Save As, 3dad3quicksmoke
· Select the cylinder (Smoke Flow object) you created, then click Physics [image: ]button, then change Flow Type from “Smoke” to “Fire + Smoke”
· Select the wireframe cube “Smoke Domain” that was created
· Click the Physics Tab if you are not still in it.
· Increase Divisions to a higher number, to about 64 (avoid going past 120 unless you have more than 2 GB of RAM)
· Resize the smoke domain to surround the whole area you want the smoke to be able to go.
· Click to expand Smoke Cache
· click “Bake” (if gray skip this since may have baked already)
· [image: ]Check “Smoke Adaptive Domain” to shrink domain to where the smoke is to save memory and hard drive space on the computer.
· Change to wireframe shading so that other objects don’t cover smoke when previewing the animation in the 3D View (see picture on right).
· Pause at a time when there is smoke then render to test it (Render, Render Image) to see the fire in full quality!
[TIP: make sure that you select the Smoke Domain object when you want to change the options or bake—if you click the Domain button, Blender will change whatever you have selected to a domain and your simulation will not work because there would be two domains!]
· Then when it finishes rendering and shows an image with smoke, below it click “Image”, “Save As Image” and save it as 3dad3 smoke image. It must show smoke.
OPTIONAL: If you want the shadows of the smoke to be accurate, select each object in your scene, click material button (then new material if no other options are there), then click to expand the “Shadow” category then check “Receive Transparent” (repeat for each object that is not smoke).				(Pax)
	BONUS: Create a realistic smoke volume using Cycles (requires Blender 2.71 or later). Change renderer from Blender Render to Blender Cycles. Select the Smoke Domain. Click the material [image: ] button. Click “Use Nodes.” Change Diffuse to Volume Scatter. Change 3D View to a node editor. Add, Shader, Volume Absorption. Add, Shader, “Add Shader.” Place the “Add Shader” between Scatter and Material Output. Make sure both Scatter and absorption are connected to “Add Shader” and that “Add Shader” output is connected to Material Output’s Volume, but NOT Surface. Add, Input, Attribute. For Name, type density. Connect “fac” to density for both Scatter and Absorption. For fire (optional): Select the addribute. Shift D to duplicate, then move it out of the way and click to drop it. Change from density to Flame. “Add” “Shader” “Add Shader”—place it between the existing Add Shader and Material Output. “Add” “Shader” “Emission”. Connect flame Fac to Emission Strength. Connect Emission to the second Add Shader. Change emission color to orange. To make better smoke, you can input flame Fac into a color ramp, then connect it to Emission color (the color ramp should probably go from red to orange to white. To increase quality, click Render button, then in the Sampling section change “Sampling Presets” to “Final.” (see also https://www.youtube.com/watch?v=xH0O4bMalhg
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