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RealFire

Quick start

Rez the example object (small campfire). Touch to start or stop fire, touch and hold mouse button (> 1
sec.) to show menu.

Two scripts: fire and smoke

Every prim can only have one particle emitter, so the fire and smoke scripts cannot be in the same
prim. You could, for example, put the fire script in the root prim and the smoke script in a child prim. It
is assumed that you have some sort of object (linkset) with at least two prims.

Multiple fires using one script

By default, the fire script will only act on the prim that contains it, but it can set fire to other prims as
well. To activate this feature, set singleFire to NO in the notecard. Give the fire prim a name (other
than “Object”) and create more fire prims by simply giving them the same name.

Warning: multiple fires in close proximity will generate a lot of particles! Both fire and smoke have a
particle count of 100, so if you intend to use a lot of them it may be a wise decision to use an animated
texture instead.

Limitation: linkset only.
Smoke control (smoke without fire)

The smoke-only feature was dropped in 2.0 and reintroduced in 2.2.1 by popular demand. Drop
“smoke” and “smoke_control” in the same prim and touch for on/off. No other scripts are needed.

Link control (secondary switch)

For those awkward moments when you wished you could have an additional switch, but without the
fire. Now you can. Drop in any prim within the same linkset. Touch for on/off, long touch for menu.

There can be more than one secondary switch.
Remote control (external switch)

Remote switch that works across an entire sim. Drop the remote control script in an external object
and the remote receiver script into the prim where the fire is located. Touch for on/off, long touch for
menu.



If you have more than one fire, you may see multiple menus stacked on top of each other. To bind a
remote to one specific fire, enter the same text in the description of both prims.

There can be more than one external switch, but be aware that every receiver has an open listener.
Network control (control panel for multiple fires)

Drop the network control script in an empty prim and the network receiver script in every prim that
contains a fire script. It can control up to 9 fires, turn them on or off all at the same time, or pull up the
menu for individual fires. Touch for menu.

There are two versions: linkset and region. When using the region version, every receiver has an open
listener.

Known issue in linkset version: turning on one fire will trigger every smoke prim in the linkset.
Howevert, you can bind a smoke prim to one specific fire by entering the same text in the description of
both prims.

How to add sound

If you don’t want to use the provided fire sound, you can drop an uploaded PCM WAV file (16-bit, 44.1
kHz, mono, <= 10 sec.) into the prim that contains the fire script. It can have any name and will be
looped by the script.

How to change the fire texture

Several textures have been included as a replacement for the default particle texture. Each of them will
give the fire a slightly different look. Replacing the texture is as easy as dropping it in the prim
inventory and removing the old texture (if any).

Burning down

The fire burns continuously by default. You can make it burn down by setting the notecard option
burnDown to YES. The burnTime and dieTime options control how long the fire will burn and how
long it takes to die. Light, smoke and sound will start to diminish when the fire reaches the default size
(or can remain unchanged, see notecard options). If you set loop to YES, the fire will restart and repeat
the whole process.

Communication with other scripts
The fire script can both send and receive link messages.

Sending: create a custom menu button by entering a short text after “extButton = ” in the notecard,
replacing “Close” in the menu. When the button is touched, it will send the number 10960 and the
button text in a link message. The message can be caught by another script within the same linkset. The
other script can call the main menu by sending the number 10959 and the word “menu”.

Receiving: other scripts can control the fire and menu by sending the number 10959 and a command.
See “Configuration notecard” for all possible commands. Useful for plugins, of which two examples
are included: nightfire and proximity.

On/off messages: whenever the fire is started or stopped, it will send the number 10961 and either 1
(TRUE) or 0 (FALSE) in a link message. The message can be caught by another script within the same
linkset.



Configuration notecard

The fire script uses a notecard (default name “config”) with some lesser-used, but powerful options.
The notecard is optional. If not present, default values will be used as indicated below.

For faster loading, remove whatever lines you don’t need.

verbose = YES
switchAccess = PUBLIC
menuAccess = PUBLIC
burnDown = NO

loop = NO

burnTime = 300
dieTime = 300
changelLight = YES
changeSmoke = YES
changeVolume = YES
singleFire = YES

# Menu defaults

size = 25

topColor = < 100, 0, 0 >
bottomColor = < 100, 100, 0 >
volume = 100

smoke = YES

sound = YES

# Light properties
intensity = 100
radius = 50

falloff = 40

# Link messages: in

msgNumber = 10959
msgSwitch = switch
msgOn = on

msgOff = off

msgMenu = menu
# Link messages: out
extButton

extNumber 10960
switchNumber = 10961

Access control
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show more/less info during startup

access level for switch (PUBLIC, GROUP, OWNER,
access level for menu (PUBLIC, GROUP, OWNER, G
YES = burn down, NO = burn continuously

YES = restart after burning down

time to burn before starting to die, in second
time it takes to die, in seconds

YES = change light with fire, NO = remain at c
YES = change smoke with fire, NO = remain at 1
YES = change volume with fire, NO = remain at
YES = single fire, NO = multiple fires

fire size percentage

top color percentage (red, green, blue)
bottom color percentage (red, green, blue)
sound volume percentage

smoke or no smoke

sound or no sound

light intensity percentage
light radius percentage
light falloff percentage

number part of incoming link messages

string part of incoming link message: switch (
string part of incoming link message: switch o
string part of incoming link message: switch o
string part of incoming link message: show men

"Close" replaced by button text (sends link me
number part of outgoing link message
number part of outgoing on/off messages



Both fire and menu have 4 access levels: public, group, owner and group+owner. For example, you
could have a public fire switch with limited access to the menu so no one can mess with your settings.

Access levels

PUBLIC = anyone

GROUP = avatars with same active group as object
OWNER = object owner

GROUP+OWNER = group members and owner

New in 3.0
RealFire has been dedicated to the public domain.
Furthermore, the following changes have been made:

O in the main script, the “silent” option has been integrated into the “verbose” option
O all other scripts are silent and will not be affected by the “verbose” option

New in 3.0.1

O Bugfix: alternate fire textures failed to load when added to object inventory
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