Shane Trautsch
Crestwood High School

Intro to Blender - Introductory Animation

Welcome Back!
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Blender can also be used for animation. In this tutorial, you will learn how to create simple
animations using Blender’s timeline function.

What will you learn:
- A better understanding of 3-D space
- How to use keyframes
- Designing and planning an animation
- How to render animations



The layout
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This bottom outlined part is called the timeline. It controls the animation by frame. The Start:
and Stop: buttons control the amount of frames in the animation. Just like in movies, 60
frames = one second of screen time. This animation (because its an introductory
animation) should be short.

Set the Stop: button to 240 frames (4 seconds) or 360 frames (5 seconds). You can go
back and change this later depending on how you make your video. The green bar on the
timeline shows the current screen.

: You can also tell the current frame on the box outlined in blue.




Checkpoint: Take a minute and review 3-D viewpoints and how to move objects. We will
be using this a lot now, and it's important to remember how to use this feature.
SAVE YOUR FILE.

Keyframes- What they are and how to use them

Keyframes tell Blender where things are supposed to be at in a scene. You can select
keyframes per frame. Blender will add each frame in between.

Click on a frame 20 frames before the last frame of your animation (so the green bar is
near the end) and press |.

It should look something like this:
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Go ahead, and click LocRotScale. This means that at the end keyframe, the
location, scale (size), and rotation of your text will look like it does now. This is important to
make sure you get the end result you want.
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Notice the yellow bar. This shows where you placed the Keyframe. One keyframe
alone will not do anything. This is where the 3-D moving occurs.

Go back to the first frame. Scale, rotate, and move your text.. Try moving it backwards and
making it small or moving it forwards and making the text bigger.
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Now press | and add another LocRotScale keyframe.

Congratulations! You have just made an animation! It is very simple, but it is an animation
nonetheless! Make sure to SAVE. For an extra challenge/cool points, try adding in more
keyframes. A good way to do this is to move the timeline 30 frames forward and move the
text somewhere else.

Things to keep in mind
-Try to keep the movement of the text consistent. Moving the text too far will make the
animation look choppy and unpolished.

-Always check the timeline. It's very easy to add keyframes in places you don’t want them
(if you do, simply press Ctrl-Z).

- Press Alt-A in order to play the animation (and to stop it).



Optional - Changing Colors

Another very cool feature of the timeline, is the ability to change the color of your
background and text. This is simple to do, but it does take a good understanding of using
the timeline and material bar in the outliner.
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The way to do this, is by first selecting the frame you wish the texts color to be at (basically
what this is saying, is that at the 220th frame the text will be blue) and pressing | WHILE
YOUR CURSOR IS OVER THE COLOR.

- If you make two color keyframes, Blender will transition the colors in between those
keyframes (change from one color to the other slowly).
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Rendering

Now that we have created our animation, it is time to render it. We can do this in a series of
simple steps. First, we have to go to the render panel (picture icon) in the Outliner.

From there, go to the Output Tab
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Notice it says JPEG- which is an image. We want to change this to AVI - JPEG (a movie)
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We also want to change where it saves the file. Click on the folder icon shown above.
Change the file to the desktop
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This means the movie will save to your desktop, making it easier to move later on.



Final Step

You are ready to create your animation. Double check everything and SAVE.
Then, go to the top and click Render Animation.

Congratulations!

When your movie finishes rendering, it will be located on your desktop. This is by no means
a full introduction to animation, but it is a starting point. There are TONS of tutorials out
there. A few good places to check out would be blenderguru.com and the VREP
community. | hope you enjoyed creating your very own logo animation! Thank you!



