Introduction to AE Filters – Time Effects

CC Force Motion Blur- Force Motion Blur has the ability to add motion blur to effects which lack motion blur capability by blending multiple intermediate frames. (text from http://toolfarm.com/plugins/index.php/Cycore_FX_HD)

CC Time Blend- Extends and overlays frames for a time delayed, 'drunken' appearance to footage. Frames will fade over time. Great for particles and effects like smoke or fire.

[image: image1.jpg]7 CC Time Blend





CC Time Blend FX- Time Blend FX is a copy/paste filter. You need two Time Blend FX applied to see the effect, one set to Paste and the other one set to Copy, and something between those two that will be repeated (or echoed). When using only one instance with Paste selected, this will create a similar effect to Time Blend (discussed above), but will not use the full strength of Time Blend FX. Basically what happens is that the one set to Copy, copies the data buffer and the one set to Paste, pastes what is in the data buffer in the next frame. You need to combine Time Blend FX with some other effect or animation. Something needs to processed, copied and then pasted back to be processed again. This can be another effects parameter. For example, apply Offset to the source layer and move it between the two Time Blend FX effect instances. Set Shift Center To offset 5 pixels for X and Y and press Preview. As you will see, the 5 pixel offset will be repeated and a trail is created without setting any key frames.  (text from http://toolfarm.com/plugins/index.php/Cycore_FX_HD)

Set up the following example and you should get a taste for what this filter can do. Remember that you need two instances of the effect for this to work.
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CC Wide Time - Wide Time is a temporal blur that is designed to enhance the motion appearance of any object that is against a stationary background. It uses data from previous and subsequent frames. (text from http://toolfarm.com/plugins/index.php/Cycore_FX_HD)

Echo- Similar to CC Time Blend, this effect creates copies (echoes) of a layer by adding duplicates from different places in time. Time determines where (in seconds) the echo comes from- negative values will take echoes from the past, positive values from the future. A value closer to zero will normally show up your effect. Starting Intensity controls the opacity of the starting frame, Decay controls the opacity of the echoes (note that decay is based on starting value- if starting opacity is reduced by 50%, decay is automatically reduced by 50% as well). Finally, the Echo Operator controls how the echoes blend together.
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Posterize Time- Used to conform a video layer to a specific frame rate. Very useful and essential to know about! ie- if you've shot film at a high frame rate and need to conform it to 24 fps, use this effect. Also effective for reducing the framerate of footage for a stylised effect.

Time Difference-  Difficult to use but very, very powerful. Lets us compare the pixels of two layers and see where they differ (like the Difference blend mode), and also lets us compare frames from different places in time on the same layer. Within this effects panel: Target nominates the layer to be compared with the current layer, time offset is the amount in seconds that the target layer is offset (negative or positive values). Note that you can target an invisible layer. Time Offset value is the amount in seconds that the Target layer is offset from the current time, and Contrast increases the intensity of the difference. The Alpha Channel options are explained below.

• Original: no change to the alpha.

• Target: uses the alpha channel of the layer chosen with the Target property.

• Blend: blends the alpha channels of both the target layer, and the layer the effect is applied to.

• Max: uses whichever alpha channel is more opaque between the target layer and the effect layer.

• Full On: forces the alpha channel to be completely opaque.

• Lightness of Result: this is where it starts getting interesting. Lightness of Result will create a new alpha channel that is based on the difference result only. This option creates an alpha based on the lightness of the result.

• Max of Result: this is similar to Lightness of Result, but the result is usually brighter.

• Alpha Difference: uses the difference between the alphas of the target layer and the effect layer.

• Alpha Difference Only: this returns the same alpha channel as Alpha Difference, except that the entire RGB result becomes white.
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Use Time Difference to generate mattes/masks for moving elements without spending days rotoscoping. Use Time Difference to compare compare colour adjusted frames and instantly see their differences.

Time Displacement- For this effect to work you'll need to create and apply a greyscale layer. It operates on a masking principle. White pixels on this 'guide' layer return a value of 100%, black pixels return a value of 0%. In the example below, I've created and added a greyscale masking .jpg and applied it to my film. The only parameter we really need to be concerned with here is Max Displacement Time (sec), which controls the maximum amount of time from which pixels will be shifted. At the default value of 1, white pixels in the controller will shift those areas of the footage ahead one second. Black areas in the controller will shift those areas back one second. Other values will adjust in between those values.

Be aware that frame blending will send the render times for this effect sky-rocketing, and remember that only values of true-neutral grey will return no modification to your time value. You'll need to increase your frame Resolution (fps) if you're going to push to get extreme results from this effect.
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Timewarp- This text has been taken directly from Chad Perkins' excellent book on AE, The After Effects Illusionist (2009). This information is currently freely available via Google books.

The Timewarp effect is one of the most powerful effects in After Effects. We can use it to slow down and speed up time, and we also have control over the speed/quality of how that is done. As we’ll see, the Timewarp effect can also add motion blur to footage that is already rendered. It also has features similar to the time controls in the Stretch column of the Timeline panel, except that the Timewarp effect allows us to also animate speed changes. 

Many of the settings in this effect (such as motion blur, time stretching, and frame blending) can also be seen in different forms in the Timeline panel, although the Timeline and the Timewarp effect act independently of each other.

First we need to discuss the Method drop down because this is one of the greatest aspects of this effect. When footage is slowed down, it creates a serious dilemma. Let’s say you have a piece of footage that is 30 fps. If you slow it down to 50% of its original speed, then it will be twice as long. Because it is twice as long, After Effects will have to do something for all those extra frames.

Think of this like typing in a Word document. If I type 12345 and then I decide to stretch those five numbers across the width of the document, I’ll have to do something to fill in the gaps. I can duplicate the numbers:

111111111111222222222222233333333333333334444444444444555555555555

I can also place spaces between them:

1 


2


 3


 4


 5.

The point is that something has to fill the gaps between them.

Frames in time work the same way. The Method drop down is key because it determines how After Effects will stretch the footage. Whole Frames renders the fastest but also the lowest on the quality totem pole. Whole Frames just duplicates frames to fill the gaps. If you slow down your footage a great deal, the footage will seem to stutter during playback. 

The Frame Mix option is essentially a cross dissolve transition from frame to frame. The “real” frame will fade out over time until the next “real” frame completes the process of fading in. If you have something with linear motion, such as a race car going from one side of the screen to the other, this could do the trick. It takes longer to render than Whole Frames, but also looks better (usually).

The other Method deserves its own paragraph. The Pixel Motion method is nothing short of digital magic. Pixel Motion attempts to create vectors or paths that connect pixels in one frame to pixels in the next frame. In effect, it attempts to recreate brand new frames. This is very helpful when you need details and a cross fade, like that in Frame Mix, won’t help. Say, for example, you have some footage of a fight scene. Pixel Motion can help you get the most detail out of the slow mo shot. And in most instances, it works remarkably well. Also, you’ll notice that once Pixel Motion is selected, several other properties of the Timewarp effect become selectable.

The Speed property controls the speed of the clip. I’m not sure I understand why there isn’t a % sign here, because that’s exactly what this value indicates. If Speed is set to 100%, then the clip will play back at regular speed. If the Speed value is higher, the clip will play faster, and if it is less than 100%, it will slow the clip down. The ability to animate this property adds a lot of power to this effect. For example, if you had footage of an athlete doing a long jump, you could play the footage at regular speed until the athlete started his or her jump. At that point, you could animate the Speed value to slow the motion to accentuate the jump.

The Motion Blur property is another one of the very impressive items on the resumé of the Timewarp effect. We know that After Effects can add motion blur to layers that you animate. This simulates the blur that is created by quickly moving objects when filmed with a real camera.

But what happens when you get some footage that is already rendered, such as a render from a 3D application or a clip of stock video footage, and the motion in the video doesn’t match the motion blur of the rest of the composition? 

By selecting Enable Motion Blur in the Timewarp effect, After Effects will look at the footage, and by using the same system of vectors it used to create the intermediate Pixel Motion frames, it will analyze the motion in the video and add motion blur. You can even adjust the Shutter Angle property to control how much blur is added!

For someone who works often with 3D artists, I can tell you that this is a lifesaver when you need it. Because of how much computer brain sweat goes into analyzing already rendered footage to apply motion blur to it, this property will slow down your render time considerably. But for those times when you have a video wasn’t rendered with enough blur for your liking, this parameter is worth the wait.

Also note: According to the After Effects Help, the Timewarp effect won’t work on fields in interlaced footage. If you want to use the Timewarp effect on interlaced footage, Adobe suggests doubling the frame rate of the composition in the Composition Settings dialog box, and then when it’s time to render, changing it back to the correct frame rate in the Render Queue.

