Wiper Blades Animation Tutorial

This tutorial is not a complete 'how to build' tutorial, but one of a series of tutorials that will describe small, but important, parts of the process for building a complete locomotive for MSTS.

The examples and screenshots are done with 3D Canvas Pro v4.24 available from http://www.amabilis.com for download after paying their registration fee.

I have created some very basic wiper objects from the cube primitive, resized and rotated and put into position on the front windows. The frame axis for each of the two wipers has been moved to where the wiper arm would be expected to pivot.
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The objects have been added to the hierarchy thus:
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The naming of the actual objects (the brown boxes) is not too important, but descriptive names can be useful later. The naming of the frames (the yellow boxes) is important as MSTS uses these to decide what to animate. 

Note that the frame called 'Ironwork' is not a frame name that MSTS recognises, so it is ignored. Objects in this frame and the other frames (including 'RearWipers') will just be displayed by MSTS without any attempt to animate them. By putting detail items into sub-frames under 'Main', it is possible for 3D Canvas Pro to create distance models with reducing amounts of detail in them, making the model more efficient when used in MSTS.

Get the Animation Toolbar displayed at the bottom of the screen by selecting it from the menu:
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Press the 'Animate' button and then press the 'Animation Properties and Timeline' button.
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There is room for an 80 degree sweep by the wipers, so if we do 4 steps of 20 degrees each way we need 8 Key Steps. Change the value from 10 to 8.
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Press 'OK'.

We are at Step 0 of the animation and the wipers are in our starting position already, so we do not have to do anything. Press the 'Step Forward' button to move to Step 1.
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 Nothing appears to happen. Select the wiper blade and display its Properties (right click on it).

Set the frame orientation Z to 20.0 degrees. Press OK
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Repeat for the other wiper.

Press the 'Step Forward' button again to go to 'Step 2'. Set the Frame Orientation Z for each of the wipers to 40.0 degrees.

Step forward to 'Step 3' and set the wipers to 60.0 degrees.

Step forward to 'Step 4' and set the wipers to 80.0 degrees.
Step forward to 'Step 5' and set the wipers to 60.0 degrees.
Step forward to 'Step 6' and set the wipers to 40.0 degrees.
Step forward to 'Step 7' and set the wipers to 20.0 degrees.
Step forward to 'Step 8' and set the wipers to 0.0 degrees.

Press the 'Play Animation' button on the bottom toolbar to see the results. If it looks OK, save the model and export it into MSTS.

Note the .S file will not be compiled by ffeditc.exe because it has animation in it. Just use the normal .S file instead.
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