Introduction to the 3DS Time & Animation Controls

There are steps that you must take at the outset of any Max project, especially when using lab computers:

1) File / Manage / Set Project Folder.

2) [Time Configuration Button] And set an appropriate frame rate.
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Time Slider- Allows us to ‘scrub’ through frames.
Trackbar- Displays Keyframes. [RMB] for advanced options, including ‘snap to frames’ option.
IEIEEM Indicates that we are viewing frame # 0 of 100 available frames.

Opens Miniature Linear Curve Editor (aka ‘The Track View Layout, ‘Track Viewer’).
I'd recommend using the Graph Editors/ Trackview- Curve menu dropdown instead.

$Set Key Mode turns on the manual keyframing mode (shortcut: °).
Without this activated you can't insert keyframes.
‘Key icon’ lets you insert a keyframe (shortcut: k).

Auto Key Mode tums on the automatic keyframing mode (shortcut: n).
Key Filters lets you determine what kind of keyframes you'd like to add.
For example- key position, rotation, scale, etc.
Default Tangents assigns default tangents for all keys created.
Selection Set Drop-down list specifies a selection set to use for the given keys.




3) Customize / Preferences / Files Tab / Check Box to Enable 






[Convert Local File Paths to Relative].

These steps will ensure that you'll consistently be saving work in a secure, well documented location, and that none of your animation work will be destroyed at a later date owing to frame rate complications. A big part of the work you'll be doing in 3d will relate to data maintenance and planning, and if you mess this up, you'll be in for many, many sleepless nights as our deadlines approach.

Introducing the Time Slider
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Toolbar Button Name Description

GotoStart Sets the time to frame 1.

L]

Previous Frame/Key  Decreases the fime by one frame or selects the
previous key.

Play Animation, Cycls through the frames;this button becomes

Play Seected  Stop button when an animation i plying.

~ Next Frame/Key Advances the ime by one frame or selects the.
next ey.

Gotoknd Sets the time to thefnal frame.

L]

= Key Mode Toggle Toggles between key and frame modes; with Key
Mode on, the con turns light blue and the
Previous Frame and Next Frame buttons change
o Previous Key and Next Key.

CurentFrame field  Indicates the current frame;  frame number can
be typed inthis field for more exact control than
the Time Sider

Time Configuration  Opens the Time Configuration dalog box where

settings like frame rate, time display, and
‘animation length can be set.




You can also use the [<] and [>] keys to navigate between frames.

Advanced Slider Tips

Right-clicking on the Trackbar will enable some useful functions including:

I) Deleting very specific information from your keys.

II) Allowing the selection, movement and rescaling of multiple keys by enabling the  Configure / Show selection tool.

To clone keys select a key, hold shift and drag an individual key. 

To create a key you can also scroll to any given point (no key necessary), then hold shift, [lmb] and drag the time slider to access slightly more advanced powerful duplication options.

Holding [rmb] and dragging the time slider will also create/ duplicate keys in this fashion (note these methods won't create keys under set key mode unless you manually insert keys).

For Kicks

Views / Show Ghosting will display a ghosting path for your animation, similar to Flash's 'Onion Ring' effect.

Introducing The Motion Panel 
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User-Interface switch. These buttons designate what
all subsequent panels (ie- the ones below this one)
are going to address.

Which axis these keys are going to effect.

Specific keyframe information:

Keyframe number, navigate between keyframes
The time that this this specific keyframe lies on
Value of this keyframe

In & Qut Tangent Types for our keyframes (advanced)





Next we're going to review The Track View, quite possibly the most important animation interface within Max.

Please consult the 3DS Max 8 Bible, Chapter 34, pages 819 through 855. If you miss this material during class, you'll need to make sure that you cover this material independently- without a comprehensive understanding of this tool your time as a 3D animator will be unpleasant. Pay particular attention to interpolation & the use of tangent handles.

