
 

Feversoft fryrender 

Liquid in Glass 

Case of study 

Erwan Loison. May 2008 



  

Feversoft fryrender :: Liquid in Glass tutorial 

3. Now add the line that will enclose the liquid body after 
the shapes are revolved. 

For better realism, you can model a little pinch near the 
contact point to simulate the typical capilarity effect that 
happens in real life. 

In this tutorial we will 
cover the proper crea-
tion of a glass with liquid 
in it using fryrender. 

Liquid in glass tutorial 

1. The first step is to model the shape of your glass. 
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The correct way to create a glass with liquid in it is often subject to discussion among our users, so the 
goal of this document is to provide ŀ ŘŜŦƛƴƛǘƛǾŜ ƎǳƛŘŜ ǘƻ ŎƻǊǊŜŎǘ ϥƭƛǉǳƛŘπƛƴƎƭŀǎǎϥ ƳƻŘŜƭƛƴƎΣ ŦǊƻƳ ǘƘŜ Ǉƻƛƴǘ ƻŦ 
view of the engine.  

 

2. Now, select the inner part of the shape you'd like the 
liquid to be in contact with, and detach it into a separate 
object that will be the liquid body. 

 This is THE ONLY WAY fryrender will resolve the media 
interface correctly. 

For the materials, we will use the glass and water material 
presets from the fryrender library on this tutorial, but you can 
use the liquid you prefer. To keep the realism, remember that 
the Index of refraction (nd) value is 1.5-1.6 for most glasses, 
and typically 1.33 for water. 

Water nd (1.33) 

Glass nd (1.51) 

Render made using this technique and the 
glass and water material presets from the 
fryrender library.   

The light setup is a basic studio-like environ-
ment.  Layer-Blending was used to balance 
the intensity of the key light and to decrease 
the power of the fill emitters. 

As an explicit reminder, below you will find the three most common pitfalls made when modeling liquid 
in glass on the right of this page.  Those methods will produce WRONG results. 



We hope you will find this tutorial useful.  Stay tuned for more on  
http://tutorials.fryrender.com  


