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Blender 4.5 Fire Simulations 7| = | 4/10: Geometry, Inflow, Outflow

https://youtu.be/xSN2Ez-dgl0
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Blender 4.5 Fire Simulations 7| & | 5/10: Domain Settings 1/2 (Gas, Fire, Collections)

https://youtu.be/Shp52CZ4bW0
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Blender 4.5 Fire Simulations 7| & | 6/10: Domain Settings 2/2 (Weights, Data, Render, Display)

https://youtu.be/YQpdnXawx30
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Blender 4.5 Fire Simulations 7| | 7/10: Emission, Attributes, Volume Info

https://youtu.be/GwM-rsXtH2k
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Blender 4.5 Fire Simulations 7|+ | 8/10: Effectors (Guides, Colliders)
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Blender 4.5 Fire Simulations 7| = | 9/10: Force Fields (Turbulence, Curve Guide)

https://youtu.be/AsrYsZcwpgU
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