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PRAYING LICENSE

Always read this part, some of my tutorials may have a different licenses
Do not sell this Tutorial
Do not make another tutorial from this tutorial (translation and ....)
Tell me if you make something base on this tutorial, I would love to see how you used it

Important:

1. If You Learn Something From This Tutorial:

Thank God for What You Have Learned (You Can Simply Say "Thank You God")
Also Pray For Me [Both Life And After Life] (Pray Something Good :D)

Pray For Your Success And Your Afterlife.

2. If This Is The Tutorial That You Were Looking For, For A Long Time:

Thank God For What You Have Learned (You Can Simply Say "Thanks A Lot God") And Also Pray Something Nice
For Me And My Family (Both Life And After Life) Pray For Your Success And Your Afterlife.

(I Don’t Mean That You Spend 5 Min Praying, Simple Prays Are Enough, But Say It Like You Mean It. But it’s Also
Nice If You Spend Some More Time Praying!

This One Is Not Necessary:

But If You Make Money By Using These Techniques, Consider Donate A Little Too.

Always Make Good Stuff with Your Knowledge.




MAKE THIN SMOKE BY: MORTEZA AHMADI

Hello everyone, this is and today, | have a very fun Tutorial for you.

This tutorial is pretty simple, the most important part is shading, but | will start it from the beginning.

1. Make a fluid container "YNamics Rendering PaintEffects Toon Musde Fluids

This will make a fluid container and an emitter @ . a, @ . . ﬁ\ @

2. Set all prameters like the image blow.

Container Properties

Since our fluid will goes upward, we will have the
maximum size in Y axis. So resolution.H must be more
than other two. (It’s easier to just set Base Resolution Resolution

to maximum res that you want) i
( Both Sides

Resolution of 120 is for our final output you can set it o
to lower resolutions for testing purposes. (30 60 30 oundary 2 O

will do just fine) Display

Shaded Display

Warning: if you have Auto resize Enabled, then your er Voxel 2
fluid will cross its max resolution xel Quality |Faster ¥
Bounding box

Remember: Size of Fluid container can make a huge Wireframe Displa
difference in final result.

3. Move emitter to the bottom of container

From emitter’s attribute:

Basic Emitter Attributes

4. Gotoframe 20 set a key for emitter’s “Rate” nitter Type [Omni

5. Goto frame 21 set the rate to 0 and make another
key.

Add as much key as you want.




Get back to fluid shape attributes:

Navier-Stokes

6. [Optional] enable “High detail Solve”

It’s not really necessary, for some special effects
it’s even better to leave that off.

Grid Interpolator

Start Frame

7. Set SimulationRateScale to “2”

Simulation Rate Scale  2.000

Forward Advection

8. Set dissipation to 0.3 or more.

This will make the fluid disappear before it reach
the top of container

Dissipation

¥ Velodity

9. SetSwirlto 6

Vielodty

Most of fluid’s detail comes from this Value

And that is it.

SHADING

Set transparency to 0.236

Most of fluid’s detail comes from this Value

10. Make a color ramp

Point1 | Point2 | Point3 Point 4 Point 5 Point 6
Position 0 0.07 0.190 0.409 0.530 1
HSV 000 001 000 211 0.68 5.08 | 338 0.92 0.88 | 20 0.51 0.16
Remember:

In Maya when you are working with HSV you are not limited to max value of 1

Here you can see the effect of setting V to higher value Than 1

Pretty Cool ha!!



11. Set Color input to Density e

. . Selected Position
12. Set input bias to 0.48

Selected Color

Interpolation

Color Input  Density

Input Bias | 0,479

13. Change the Curve to look like the front
image

I am usually using IPR when | am making these

Curves, because changing one of the point’s

position or value can make a huge difference in

render result. (When dealing with these low
density curves not all the detail are visible in viewport)

point 1 point 2 point 3 point 4 point & point 6 point 7 point 8 point 9 point 10

0 0.0397a 01060 0 01921 0 0.0861 0.4305 0.0596 0
0 0.0145 0.0226 0.0323 0.0339 0.0484 0.1032 0.1290 0.1565 0.4484
Linear L L L L Mone L L L Mone

in the following images
i changed the ponit8
position

see how diffrent fluid can
look like with changing one
point

i think they all looks good:)

If you render now, our fluid will look a little noisy which is amazing and I like it a lot but if for some reasons you
don’t want that do the next step

14. Set contrast tolerance to 0.010

You can also increase quality if you want (just know that sometimes increasing quality will make you
lose detail)

Ooh! And by the way you should render your scene with mental ray



QuickNote this tutorial is old, I just test it in Maya 2016 and you should either disable ColorManagment or set

it to raw to make it look like the images in this tutorial.

ALRIGHT EVERYONE THANK YOU FOR READING MY TUTORIAL, | USUALLY TRY TO MAKE MY
TUTORIALS EASY TO FOLLOW SO | HOPE YOU ENJOYED IT A LOT AND MORE IMPORTANTLY
FOUND IT USEFUL.

THANKS TO ALL THOSE NICE PEOPLE WHO LEAVE COMMENT, EMAIL ME ABOUT MY TUTORIALS

AND SCRIPTS AND ALL THOSE DEAR FRIENDS WHO BUYS MY PRODUCTS, IF YOU SEE A NEW
TUTORIAL OR PRODUCT IN WEBSITE YOU SHOULD KNOW THAT YOU ARE THE TRUE REASON THAT
| MADE THAT.

| AM MORTEZA AHMADI AND | SEE NEXT TIME ;)




