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02 	  Create a light 
(Objects>Scene>Light) and alongside 
Visible Light select ‘Volumetric’. Under 
Lens Effects, for Glow select ‘Star 1’. Add 
another light but move this one so that 
it is outside the spheres and provides 
light in front of them. Slightly to the left 
is a good position.

01	  In Cinema 4D, go to 
Objects>Primitive>Sphere. In the Object 
Properties, give it a radius of 106m, and 
33 segments. Repeat this process but 
with a radius of 104, so that one sphere 
is hidden inside the other.

05	  Animate the Strength 
property of the explosion. Start by 
adding a keyframe with the original 
value on Frame 30, then on Frame 90 
add a keyframe for it at 100%. Do the 
same for the second explosion for the 
second sphere.

04	  Import the materials located 
on this issue’s disc. Apply ‘outerballtex’ 
to the larger ball and ‘innerballtex’ to the 
smaller one. It should look something 
like the screen grab above.

03	  Add an explosion 
(Objects>Deformation>Explosion) as a 
child of the first sphere. Make Strength 
2% and Randomness 0%. Do this again 
for the second sphere, but make 
Strength 1%.
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06	  Put both spheres in a group 
by selecting them both, Right/Ctrl-
clicking and going to ‘Group Objects’. In 
the Object Properties, animate the H 
rotation from 0 to 360 with keyframes 
on Frames 1 and 90.
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12	  Now go to Composition>New Composition and make 
it 1024x576, Frame Rate: 30fps, Duration: 8 seconds.

13	  Put the ball clip on the timeline first. Now place the explosion scene below it 
– you want to aim to place it so it goes straight from the end of the first clip into the 
next scene without a gap. You will probably end up cutting out about a quarter.

10	  Render this in a similar fashion to last month’s 
tutorial. Make Output Width 1024 and Height 576, Frame Range 
from 0 to 64, Save format as RPF (Alpha Channel checked), 
Anti-aliasing at ‘Best’, and check Effects boxes ‘Object Glow’ 
and ‘Lens Effects’. If you have a high-spec computer, maybe 
also add some ‘Scene motion blur’. Now click Render>Render to 
Picture Viewer.

11	  Load After Effects and go to File>Import>File. Find the first file of your 
rendered sequence and make sure the ‘RLA/RPF Sequence’ box is ticked. Repeat this 
process to load up last month’s sequence. Make sure the ‘Straight Unmatted’ box is 
checked on the second screen.

08	  Now on the same camera 
animate the Z position with these values 
(note the minus values): Frame 0=-400, 
Frame 30=-600, Frame 65=300. Now 
create a tube (Objects>Primitive>Tube) 
with these settings: Orientation=+Z, 
Inner Radius=92, Outer Radius=97, and 
Rotation Segments=190.

07	  Add a camera (Objects>Scene>Camera) at these 
properties: X=0, Y=0, Z=-400. All rotation values must be at 0. 
Animate the Focal Length so that on Frame 33 it has a value of 
18, Frame 43 a value of 1, and Frame 63 a value of 7.

09	  Make sure the tube is hidden 
in the centre of the sphere. Add an 
explosion and animate the Strength 
from 0 to 12 between Frames 37 and 42. 
Also animate the Height property of the 
tube from 89 to 388 between Frames 37 
and 42. Add the ‘outerballtex’ material to 
the tube.
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14	  On the explosion scene layer, go to Effect>Blur>CC Radial Blur and set Type 
to ‘Centered Zoom’. At 2:00 seconds, make a keyframe for the amount to 240, then, at 
2:10, make a keyframe making it 0.

15	  Import the two background textures from the ‘AFX’ 
folder on the disc. Put them back on the timeline – the lighter 
one on the bottom and the darker one on top – then fade in the 
opacity at around 2:00 seconds so the dark fades into the light.

16	  Now for the clever bit! Make sure the time indicator 
is on Frame 0, Right/Ctrl-click the second layer (last month’s) 
on the timeline and go to Keyframe Assistant>RPF Camera 
Import. You now have an After Effects camera that moves the 
same as your Cinema 4D camera did.

18	  You should 
now be ready to 
render. Go to 
Composition>Make 
Movie. Choose the 
output file name and 
render settings. 
Congratulations! You 
now have a finished 
piece of motion 
graphics suitable for 
use as a small ident or 
as part a bigger piece.

17	  Import ENDLOGO.ai from the disc. Put it in the scene as a 3D layer. Switch 
to ‘2 Views’ in the Composition window and highlight the camera to see its path. 
Position the logo so it is at the end of the camera path. Use the Active Camera view  
to get it exact.

	 Technique	 	 83 
	 Explosive motion graphics: Part two	

ART172.tut_ae   83 18/1/10   7:29:29 am


