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Chapter 9- Animation Basics

Animating Materials, Lamps and World Settings

Now that you know the basics of animating objects, we can now look at some of the things we

can animate in materials, lamps and worlds. First, we select the object or lamp we want to

create an animation effect on, then go to the appropriate lamp or material buttons, with the

cursor in the buttons window, press “I” to insert key, and select our option.

Material Animation Options:

RGB- Color can be animated to change .

Alpha- Transparency of an object can be animated.

Halo Size- A halo can grow or shrink in an animation. Setting a

Halo to zero will make it fade out or in completely.

Offset- If a texture has been applied, it can appear to move on

the object in an X, Y and\or Z direction.

Size- The X,Y,Z size of a texture on the object can be animated.

All Mapping- Use this to set all possible adjustments in one step.

Lamp Animation Options:

RGB- Color can be animated to change .

Energy- The intensity of the lamp can be changed and even set to

zero to go on or off.

Spotlight Size- The angle of the spotlight beam can be sized during

animation. Go from wide to narrow beam or vice-versa.

Offset- If a texture has been applied to the lamp (yes, an image

or movie can be projected), it can appear to move on the

beam in an X, Y and\or Z direction.

Size- The X,Y,Z size of a texture on the lamp can be animated.

World Animation Options:
Zenith RGB- Color of the zenith (top) can be animated. Great for

simulating sunsets.

Horizon RGB- Color of the horizon (bottom) can be animated. Again,

great for simulating sunsets night scenes.

Mist- Fog effects can be animated for interesting effects.

Stars- Star effects can be animated.

Offset- If a texture has been applied to the world, it can appear to

move on an X, Y and\or Z direction. Great to show cloud

movement.

Size- The X,Y,Z size of a texture on the world can be animated.

RoboDude Says: Remember that animations can be seen in the Ipo
window by changing what types of Ipos are seen in the window!
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Animating Your Lighthouse

Open your “Landscape Scene” file and go to your scene buttons. It’s time to animate our

“dark and stormy night”. We will start by making the correct setting to do a movie. First,

review the “7 Easy Steps to Creating a Movie” found on page 63. Follow those steps and

name the output movie file as “Stormy Night.mpg”. Also set the End frame to 200. Our

movie will be 200 frames long, or 6.6 seconds at 30 fps.

The first thing we plan to animate is the camera. We will do a short, simple movement of the

camera coming closer to the shore. In the top view, select the Camera. Make sure the camera

is at a good location and does

not render any edges of your

planes. At frame 1, hit “I” to

insert a Loc (location) key.

Now use your arrow keys to

move to frame 200. Move the

camera closer to shore, hit “I”

to insert another location key.

The motion doesn’t need to be

much. we don’t want the boat

moving too fast! Go back to frame

1 and hit Alt-A while your cursor

is in the camera viewport. You

should see the camera animated.

Press Esc to stop playing the

animation. Save your file.

Now we’re going to animate the spotlight rotating in the

lighthouse. In the top view, select the spotlight. At frame

1, press “I” to insert a Rot (rotation) key. It doesn’t matter

at what angle the spotlight is starting at in the animation.
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Animating Your Lighthouse

Go to frame 30 (one second) and rotate the spotlight 45

degrees. To do this, type “R” to rotate, then type 45 on the

keyboard. Press “Enter” or LMB click. The lamp will have

rotated exactly 45 degrees. If you want the lamp to spin the

opposite direction, type - after the 45. Use your left arrow key

to go back to frame 1. You should see the lamp spin back to

it’s original position.

In order to keep the lamp spinning consistently the entire

animation, we could attempt to continue along the time line,

inserting keys every 45 degrees and 30 frames, but that would

get boring very fast. Instead, we will use an Extend mode in

the IPO Curve window.

Change the right side window to the IPO Curve window

and find the animation track that shows change over

time (should be the Rot Z curve). RMB click on the

curve to select it. In the Curve menu, select Extend
Mode and Extrapolation.

This will cause the curve to extend infinitely in both

direction, rotating constantly at that speed. Change this

window back to the 3D View window type and press

Alt-A to see the animation. The lamp should spin the

entire time.
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Animating Your Lighthouse

Now it’s time to animate the water. We want to create some rolling waves, not too fast or

slow. This is a little trial-and-error. I’ve tried to take some guess work out of the process. To

begin, select the Water Plane and go to your Materials buttons. Go to the Map Input tab

and find the Ofs (offset) keys for the texture. We

will animate the Ofs Z number. Because we used

a 3D texture and not an image to create the water

effect, it can be animated to give the illusion of

motion.

At frame 1, and with your cursor in the materials

button area, press “I” and insert an Ofs (Offset)

key. This will set the animated offset to zero at

frame 1.

Now advance to frame 50 and change the Z Ofs number

to 0.1. This will cause the water to “roll” up slightly. Again,

with your cursor in the buttons window area, press “I”

and insert an Ofs (Offset) key. This will cause the texture

offset to roll from frame 1 to 50. Since we can’t really hit

Alt-A to see the animated texture in the window, we have

to wait until we animate a movie to see the speed and

effect. If you place your cursor in the buttons window area

and hit “Alt-A” you will see the number changing in the

“Ofs Z” block.

Now we need to go to the IPO Curve

window to Extrapolate the curve over time.

In order to see the material animation

curves, we need to change the view of the

IPO type from Object to Material. Find the

aimated curve and select it (should be the

Ofs Z curve). Go to the Curve menu,

Extend Mode and select Extrapolation.

This should extent the curve, just like we did

for the lamp.

That’s it for animation for now. We have

animated the camera moving, the lamp

spinning and the waves rolling. Later, we will

add some rain using particles.  You can always

change to a preview size to animate faster and

check your wave effects. Check your movie

setting and press Animate in the Scene

buttons. Sit back and wait for your movie to

animate.

At frame 1

At frame 50

** Submit movie when when finished**


