The Camera Object

« C4D allows you to create six
types of cameras: Use

o Camera (default)
» To create camera
= Create Menu > Camera OR
> Add Camera Object
« To view scene from camera

= In Viewport -2
Cameras > Use Camera >
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Edit User Data

‘1° Camera Object [MINE]

Basic Coord. m Physical Details
Stereoscopic Composition
Object Properties
Projection Perspective e
Focal Length 36 ic (36 mmj -
sensor Size (Film Gate) 36 35 Photo (36.0 mm) =

35mm Equiv.
d of

ocal Length: 36 mm

Film Offset X
Film Offset ¥

s Distance 2000 cm o

r

Focus Object

Mhite Balan Daylight 6500 K) -
Affect Lights Only

Export to AFX v




Camera Attributes - Animation

Mode Edit User Data

: DireCtion Of VieW 9 20 Camera Object [MINE]
defined by the Z axis ———

Stereoscopic Composition

o MOVG Object Properties
O Rotate Projection — .

Focal Length 36 Classic [26 mm) -
H NOT Scaled! Sensor Size [Film Gate) 36 35 mm Photo (36.0 mm) -

¢ ObjeCt AttribUteS Field -:-T:|.|-';-_'. H.:.||:.:.|-,+T_-1|; ERE:
o Focal Length 9 same Field of View [Vertical) 41,112
as mOVing camera Film Offset
ClOSGI‘ or further away Film Offset ¥ 9%
Of Object Focus Distance 2000 cm a

: For animation Cameras ay -:I:I;ti-:nrr:- i
I Balance (K] 5501 Daylight (5500 K)

H In Viewport D ! Lights Only

to AF



#8 - Camera Animation

Download camera_animation.zip and extract

1. Check the scene and add your picture to the
object’s face still in grey

2. Add a camera with the attributes shown below:




finish

. Animate your

Camera object
so it goes slow.
Remember, the
more frames
within
keyframes, the
slower the
animation.

. Let the Camera

“stand” at least
3 seconds in
front of the logo
and your
picture

. Once you have

the Camera
animation, fine-
tune using f-
curves so the
Camera follows
a smooth path




ALWAYS Preview your animation before rendering!

To Preview (NOT render)
your animation:

1. In Viewport 2
View Menu >Use as
Render View

ALT + B

Check All Frames
Image Size to 640
AVI (if available)
Click OK

Check Preview file
before rendering

& Make Preview pd

NN




Render Settings for Animation
trtput

Renderer | Standard = Output

Output

Save
Multi-Pass
Anti-Aliasing
Options
Stereoscopic
Team Render

Effect... Multi-Pass...

+ Preset: 640 x 480
Width 40 Pixels
Height 430
Lock Ratio
Resolution [F- Pixels/Inch [DPY
Image Resolution: 640 x 430 Pixel
Render Region
Film Aspect 1.333 Standard (4:3)
Pixel Aspect 1 Square

Frame Rate

Frame Range Manual
From

To

Frame Step

Fields

T e Panrer et
g —_—
LDV C
Renderer | Standard =

COutput

Save
Multi-Pass
Anti-Aliasing
Options
Stereoscopic
Team Render

Save

* Regular Image
Save
File... T\ L s e s’ i I
Format CuickTime Movig Options...
Depth & Bit/Channel
MName MNameQ000.TIF
Image Color Profile sRGE IEC61966-2.1

Alpha Channel

8 Bit Dithering "
Include Sound "

» Compaositing Project File

Preset: Screen
640x480

Frame Range: All
Frames OR Manual
From/To

File Path (picture
formats

Format: AVI Movie —
(.avi)




