


Mortal Monkey's 12 easy steps to making your first object with moving parts in Anim8or





(Converted from a post at TTLG.com dated: 19/12/02 into .doc format by Sluggs, with permission from the Author, on 01/08/04)





1) This is the hardest part: Read the tutorials that come with Anim8or to familiarize yourself with its use.





2) Fire up Anim8or and make a cube about two grid squares (if you haven't zoomed). place it near the centre.





3) Click options>materials to bring up the material list. Make a new material that is a shade of red. Select the cube and apply the material.





4) Create an Octahedron roughly the same size (or smaller) than the cube, and place it slightly above the cube.





5) Make another smaller Octahedron and place it so it barely touches the other octahedron.





6) Select both of the Octahedrons and choose Build>Join Solids. They should now be one object, so let's call it the Double-Octahedron.





7) Make another material, this one a shade of blue, and apply it to the Double-Octahedron.





8) Highlight the cube and double-click it. In the name field in the box that appears, type aa. Now do the same with the Double-Octahedron, but name them to @s00bb.





9) Go into Object/Point Edit mode and select the Add Points tool. � Hold down the shift button on your keyboard, and draw a line through the centre of both the cube and the Double-Octahedron with your mouse while keeping shift pressed. This will be the axis for the Double-Octahedron. Remember to release the mouse button before the shift key.





10) Go back to Object/Edit mode and press ctrl+w. Make sure the line you just made is highlighted, then double-click it. Change its name to @x00aa2500.





11) Select everything and click Build>Group. Now choose Edit>Scale>Scale Custom... and type in 0.1. Reposition the group to the centre if necessary.





12) Final step: Export the model (object>Export) to a .3ds and convert it to Thief format. Place the .bin in your obj folder and try it out in Dromed (you know how, right?).





If it works, then congratulations, you've just made yourself a weird rotating thingymebob you'll most likely never use in your FMs. If not, check your object names and try again.�


Now you can try some different things: replace @x00aa2500 with @z00aa2500 and see what happens.��Note: Remember this when making models with moving parts:





1) There should only be one object as the unmoving part (base/root) of the model, and one object per moving part. You can always add new shapes to the existing base object or moving part object by using the Join Solids command.





2) The base/root object is preferrably named with the two letters aa, but if you change it to something else, remember to also rename the axis to @x00[two first letters of the base/root object]2500.





3) If you make more moving parts, you must give them a new actual name and joint number. The 00 part of the name we gave to the Double-Octahedron is its joint number and the bb part is its actual name (just like aa is the actual name of the base).





4) You can also attach moving parts to other moving parts.





Lastly, an example on naming:�


Base: aa�Part1: @s00bb�Axis1 (rotating, attached to base): @x00aa2500�Part2: @s01cc�Axis2 (translating, attatched to Part1): @z01bb2500





