Realflow Waterwheel Tutorial

Description:

| decided to create this tutorial, because many people asked me on
youtube how i made the wheel running with the fluids motion.

There is no scripting needed and the tutorial should also work with

Realflow 4 & 5.

Go to www.geminus3d.com/tutorials and download the obj s of the
waterwheel | used or create one on your own. You can also download
the complete scene on our homepage, if you want to analyze the scene.

Let's get started:

Here s a screenshot, how i modelled the connection between the brackets and the waterwheel:
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2. With the keys 8, 9 and 0 you can set the viewport to wireframe, flat schaded or smooth shaded.




3. Add a gravity daemon from the daemon menu and leave all setting by defaulit.
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04. Add a Square Emitter and move it (w-key) to the beginning of the feed, scale it (e-key) in the
x-axis to 2.0 and rotate it (r-key) in the y-axis to 45°.

P L o Tl 0 B e o RS f nghe 3 e o - P A ParED fup
RealFlowix86_64) 2012 - [5://waterwheel_tutorial/waterwheel tutoral.fiw®] (STANDARD EDITIOR S usarD frstar PARTICLES (P 0000001 P8 3751 Fizh 96003 S et rksatar) PARTY]

pegckat |efl Wobd F 84 Pell P00 P00 brachear kef ' dd :1'3.1 l-:--!_'lij,l i
ekl tight W44 784 P00 Py0.0 Pz i brackdt_right % 44F:B4 Py If]
fead W36 F68 Pa0.0 Py:0)0 Peii0 fewdl W35 FIEA P00 Py i B
scena VET FIE P00 Py@ o Pzl 0 -'_.ﬁnc-'._-'l-'.lTl'lﬁF'rﬂ-'F_-'F R0 J |
watanwhes! V.E1E F 1638 P00 P00 PeOd walsrwhne! V ATEF 158 P g Pw00 PERO (ll |
Tty P00 Py BOGEM Pz 10 4183 Grasity01 By 00 RS ?f:“-' dies f 5

I 14

Fle Edit View Layout Tools Export Import Commands Playback Help

P & . - 1 £ Wit il = — |5 . - . = I = . —_— 'z
i b L__ ) g F T L~ - " P 1] ~ AvIRip- = :.-c + :
P | Lalh L =l 0 ml_# 3

- -

—_— —_— —_— — —_— — p—— —_— - L=

1..-—; | | ;-.!... ="...'=-'-'1' 1......_— o 15 "%:1 tf = ..1.:l

E-E: Ry el RS Sy @ o -ﬁi | .} ﬁ' @
]

L

8 &

pErsp
bracket left Vodd Fod Fy00 Py 0.0 Pz.0.0

e
| _ g.|
|

bracket nght V44 Fiod Fy:00 Py 0 Pzl ™=

feed Vi36 FiEE Px:0.0 Py:0.0 Pz0.0 Triangle >

scene VB Fag Py0.0 Py 0.0 P00 . (B = .
watenwhes| ViE1E F 1536 P00 Py 0 P00 Splire ™ 'r.,, i

Gravityd1 P00 Fy'6 50604 Pz 10 443 e ), | | |

CI,"I""rdEr Wl
Squarel] [mettar) PARTICLES (0P {LRXO - Py--8 BIFEY Prb S88ET |
prackel_Iofl V24 T84 Pe 0 Py.00 Pz:DD F— - = 3 1 14
Bitmap Wrackel npht V44 E84 P00 T,- 0.0 PO ". : ; | i
fesd V36 F68 P00 Py 00-Prd0 |
=t VET FE3 P00 Py00 Bx0.0 :
watappdiesd W ETE F 536 Pe 00 Py 0.0 PrOog N ] I8

Object 1
Srmity(l1 P10 Py:6 50604 Pz 10 4943 e e ¥ w0l B 00 F . P 1] -

Fill Dbject

Fibers e

Binary Loader

BB = 8% 2N

MEinary Loader

L Contsiner

S TCDeeeN_FQ STOROTER

05. Select the 2 brackets and set the dynamics to "passive rigid body". This will make the brackets
collide with the wheel.
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06. Select the waterwheel and set the dynamics to "Active rigid body". Leave all settings by default.
If you change the mass, the wheel will rotate faster or slower, also depending on your object's
friction.
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07. Select all the geometry. In the Particle Fluid Interaction Tab change the collision distance to 0.03
and the Particle friction to 0.01
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08. From the daemons menu add a drag force and leave the parameters by default.
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09. From the daemons menu add a kVolume and scale it up until it fits your scene. All the particles outside the
box will automatically be killed by this daemon.

File Edit View Lay'nut Tools: Export Import Commands Playback Help
o= .__r.-_j.-i ‘:" Lo .-h =
S NS
== = g T
% ';l.'r .".".'!' ':-'—I-L--'.'," '| l"“—;" -'::-"‘".: ﬁ ﬁ“ ?ﬁﬁ -'.-" | N :: b, - i

0 &

FEER
HuLId IZI“Iuna Er] F'#HTI LLH nli,-{ [IHLILII ||:|1 Py.-8 62751 F'z+ ﬂﬁ @ k Isolated

Soua 1 imasie] PARTICLES DF a0 LT Py & 655751 P b 3500
bracxed falt Va4 T B4 P00 Py 00 P00

brgcked nght ' 44 FH Pe00 Py 0.0 P2Oo

feed W36 F B Pl 0 Py0.0 Pz00

eeeee B FiBE Fab0 Py:0:.0 Pz00

vatenwhes| WIS F-1536 Pe 0Py 30 Pz 0.0

ety Pl O Ry B O0G0M Pz 10 4543

Orag: Farcslll Px 10002 Pyd 53240 P 105168

k_volemell] PaD OD2ER8 Py 1 0681 P20 2451

I o

Squarell (mastar) FARTICLES 0F 000000 Py
ira e1|l'l"-~14 34 Pal@0 Py 00 Pz EIIZ
| jb'-"MFEHF 0.0 Fy.0.0 Pzl

.I'-.-' [ B Fa 00 Byl 0 Py I1E
¥ IFEEFH;I[H:l,-[IrI P00

-.'.-H‘.I’:-I'Ahuul WEIEF 1630 Pri0D Py OO0 Bz00
Gramtel] Fw000 Py 6 S0R0S P2 10 4563
Difag_ Fareeldl P -D000002 Py 4 6349 Pz 1051652
K wlaniell PeliEzsss Py: 1.06881 F o0

sine

1 Pz:6.96352

Squandi] imaster] PARTICLES UF s O OOMEL Py <6 52557 Pz 56

I:|r.11+:l:-1_ll1r| Wedd 764 P00 Py 0.0 Pron
bracket right voda F B4 P00 Py:0.0 P00
re-:l 'ﬁ b3 Pad0 Py 00Fz GE‘

&1 FBE Px00F y:00 Fz:0e
-a‘lmhs.gl"."lr1_'£|:' w10 Pyl Pz00
e I!.'D1F' CIF' B.90E0Y Pz 104343
Drag Foresll] F -.Il'l._l'l_.ﬂ Pyed EE249 P2 10 5152
kil LI‘|'I1F":| 2508 By DEEE PO IE

10. Hit the simulate-button and watch the wheel rotating with "waterpower”.

Advanced:

You can make the liquid look more realistic when you increase the resolution in the emitter's Particle tab.
You can also change the fluid s behaviour with the viscosity and surface tension settings. Just click the
F1-button on a parameter and you will get an explanation.

With the waterwheel s mass and object friction you can affect the wheel s rotation-strength.

If you still have questions you can sent me an e-mail to sven@geminus3d.com



