CSN 450 ‑ Computer Graphics ‑ Animation 
Due, Friday, April 26
1. Create a scene which defines two objects (with different underlying shapes) and refines their appearances with a surface treatment that will facilitate the viewing of motion.  (You may use your objects from the last assignment.)
2. Your scene should create a sequence of images that does both of the following 
· Moves one of the objects

· Moves the camera with respect to the objects

Upload your completed file (pov or blend) on Moodle.

If you are using POV-Ray, you may find it helpful to read the information on animation in "Help on the POV Ray Scene Language".   The section on rendering is also helpful.  

In the following example from POV help, the object moves from left to right as the value of the clock variable changes:

#include "colors.inc"

  camera {

    location <0, 3, -6>

    look_at <0, 0, 0>

  }

  light_source { <20, 20, -20> color White }

  plane {

    y, 0

    pigment { checker color White color Black }

  }

  sphere {

    <0, 0, 0> , 1

    pigment {

      gradient x

      color_map {

        [0.0 Blue  ]

        [0.5 Blue  ]

        [0.5 White ]

        [1.0 White ]

      }

      scale .25

    }    

    translate <3*clock, 1, 0>  // moves from 0,1,0 to 3, 1, 0
}

Create an ini file to use with your animation.  Call it simple.ini and have it contain the following:

Initial_Frame = 1

Final_Frame = 20

Save it and refer to it with your Edit Settings/Render.  This will generate a sequence of frames that you will later combine into one file.

You will notice that the object “scoots” rather than rolls.  To create the illusion of a roll:

    rotate <0, 0, -clock*360>        // one full rotation in Z, left to right

    translate <-pi, 1, 0>            // position initially at left of screen

    translate <2*pi*clock, 0, 0>     // final position at right of screen
To move the camera back as the ball rolls:
  camera {

    location <0, 3, -6>

    look_at <0, 0, 0>
    translate <0, 3*clock, -6*clock>
  }
To rotate the camera around the ball:  (easiest to observe while ball is not rolling)
  camera {

    location <0, 3, -6>

    look_at <0, 0, 0>
    rotate <0, -90*clock, 0>
  }
To render only a subset of your sequence (but with the same clock setting):
Subset_Start_Frame=15

Subset_End_Frame=20

Simulating a bounce:  (from M.Lohmueller)

  //---------------------------------

#macro  Bounce_101( X )

 #if(X<1/2) (sin(pi*( X + 1/2)))

 #else      (sin(pi*(1-X + 1/2)))

 #end

#end //----------------------------

#declare Time = clock + 0.00;

  sphere {

    <0, 0, 0> , 0.5

    pigment {

      gradient x

      color_map {

        [0.0 Blue  ]

        [0.5 Blue  ]

        [0.5 White ]

        [1.0 White ]

      }

      scale .25

    }

    translate <1, Bounce_101(Time)*(3),0>  // y factor of 3 sets bounce height
  }
