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Welcome to

Unparalleled 3D titling capabilities puts Ulead COOL 3D at the vanguard of its kind.
With this latest version, new tools, plug-ins, and other enhancements let you delve further
into the unlimited depths of your creativity to produce still and animated 3D titles and

other fun projects that you can use to liven up Web pages, videos, and presentations.
Experiment and take advantage of all the power that Ulead COOL 3D has to offer, ang
discover why it remains the industry leader in 3D titling software.

What’s new

Ulead COOL 3D brings you a wide range of new features that give you increased flexipil-
ity when creating and outputting your 3D projects. New plug-in effects add extra spice fo
your animation, and new tools let you do just what you've always wanted to do - creatg
graphic objects and simple geometric 3D shapes that you can use in your projects.

e Path Editor With this new tool, you can create customized graphic
shapes that you'’ve always wanted to use in Ulead COOL 3D
projects, without having to use external vector graphics software.
This feature offers you a multitude of tools for creating and editing
shapes, and tracing images. It even lets you convert simple raster
graphics to vector graphics.

* 3D Geometric Shapeghe Geometric Toolbar makes it easy to
insert and edit simple three-dimensional geometric objects into your
projects. You can put spheres, cones, cylinders, cubes, and pyramids
into the picture, all of which you can customize.

* New plug-insThis new version expands your creative potential with
whole new plug-insTransitionplug-ins make one string of text move
to another in amusing and unexpected ways, and &8egelplug-in
lets you apply special bevel shapes to your objects for eye-catching
results. Théistort effect stretches your title to new perspective,
while theMotion Pathplug-in lets your text string move in unusual
ways along specially designed paths.

* Enhanced GIF animation output You now have additional options
when outputting your project as an animated GIF. Among others, you
can create a global palette, remove redundant pixels, and loop the
animation.

* Object Manager This convenient tool lets you easily determine how
the various objects in your project are grouped together, giving you
more control when editing.
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VIO support More options are available to you when creating
videos. Among other things, you can preview the final video file,
make advanced video settings, and output your project to the
QuickTime file format.

New file formats supportedUlead COOL 3D lets you take advan-
tage of the latest in 3D technology - with this version, you can output
your project to the RealText 3D format for convenient use on the
Web, and you can also import complex 3D images in the DirectX file
format (*.X).

Key frame control improvement Create animations with even
greater control by taking advantage of modifications in key frame
controls. These let you manipulate the first and last key frames (for
plug-in effects) and show/hide your 3D objects as well.

Enhanced preview performancéWith the new playback cache, you
can now preview your 3D animations with greater speed.

Getting help

The best way to familiarize yourself with Ulead COOL 3D is to experiment with all of the
options provided. To help you get started, this manual offers basic tutorials as well as a
glimpse into advanced techniques. If you should get stuck at any time, you can use one of

the following methods for more assistance:

K2

Click theHelp button, then move the cursor to the object in ques-
tion, and click again to find out more on that feature.

Go to theHelp: Help Topics menu command to get more detailed
information on a certain subject.

If you are a registered user, you are entitled to Ulead technical
support. This can be accessed throughblp: Ulead Technical
Support menu command, or go to our Web site by clicking the
Ulead Homepagébutton on the Standard Toolbar. Other helpful
information is available through the newsgroup at
comp.graphics.apps.ulead
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Installation

It's easy to install Ulead COOL 3D. In the installation process, the Installation Wizard
will guide you through the steps and the options.

To install Ulead COOL 3D:
1 Place the Ulead COOL 3D CD into the
CD-ROM drive.

2 When the Setup screen appears, follow
the instructions to install Ulead COOL
3D onto your computer.

Note: Ifthe Setup screen doesn’t appear after loading
the CD, then you can manually start it by double-
clicking the My Computer icon on your desktop, then
double-clicking the icon for the CD-ROM drive. When
the CD-ROM window opens, double-click the Setup
icon.

Running Ulead COOL 3D

There are two ways that you can run the program:

§ e Double-click the Ulead COOL 3D icon on your Windows desktop, or
Ifw click the icon on the Quick Launch toolbar.

» Select the Ulead COOL 3D icon from the Ulead COOL 3D program
group on the Windows Start menu.

Getting updates and free downloads

Keep apace with the latest in Ulead COOL 3D news, updates, and free downloads - th

program automatically detects and notifies you of any new events in the Ulead COOL
homepage. You can also:

% * Click theFree Downloadsbutton located on the Standard Toolbar to
check for updates at your leisure.

ks ° Click the Ulead Homepagebutton to read about other Ulead news and
products.

D




Workspace

The intuitive design of Ulead COOL 3D makes it easy to use the program. In this version,
there are more toolbars and buttons that allow you to really take advantage of all the
program’s increased capabilities and new features. The following section should help you
quickly familiarize yourself with all of the main functions.

Menu Bar Geometric Toolbar Animation Toolbar

Object Location

Toolbar Standard Toolbar
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Text Toolbar Edit Window Status Bar Object Manager

EasyPalette Attribute Toolbar EasyPalette
file directory
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Shtandard TooIbarIContagr}s aII_of oagl- - T S n

the most commonly used functions ~ = —

and commands. In addition to the R IC I el e B
typical file commands, it also has
object and bevel face selection
buttons, as well as the three basic
movement controls: Rotate, Move,
and Size.

Animation Toolbar Displays all

the controls you need to manipulate ‘
an animated project, including | o = = K[ e |5 x]
extensive key frame and timeline

controls, animation looping modes,

frame numbers, and frame rate. See

page 28.
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Location Toolbar Shows the _ =1 =1 = =1
position, size, rotation, light, and @ xp Zwp =HzP =
texture coordinates of the selected

3D object. Allows you to enter

values yourself, or displays the

changing values of the object as

you drag it in the Edit Window.

Geometric Toolbar Activated Sads Flackss [Togt A [Brvest sighi
when you insert a basic 3D geomet- &= o 5-4 =2t N Ele 8|
ric shape. Lets you customize its

dimensions and select individual
faces to edit. See page 27.

Object Toolbar Allows you to

place and edit text, graphics, and Tam | Pa e @
basic 3D shapes in your project.
This is where you really begin your
project.
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Text Toolbar Allows you to adjust
the alignment of the text within a
text object, as well as the spacing
between lines and characters.

Edit Window Lets you preview the
3D project as you work. You can
also drag objects directly within the
the window to customize basic
aspects, such as position, rotation,
and size, among others.

EasyPaletteContains a file
directory of all the aspects that you
can apply to your 3D object,
including plug-in effects. Click on
any item within each category to
access dozens of preset effects in
the thumbnail pane. These can be
quickly and easily applied to your
project. See page 11.

Attribute Toolbar Lets you
customize many aspects of your
projects, including plug-in effects.
Once you understand the available
options, you have the potential to
create projects like a pro!

Object Manager A floating panel
that lets you group, rename, and
delete objects for improved editing
control. See page 16.
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Getting started

Starting a project in Ulead COOL 3D is simple. The following section takes you through
the steps of beginning a first project.

Using the EasyPalette

The EasyPalette provides you with the fastest way to create astounding titles and graphics
with Ulead COOL 3D. With its vast number of presets, this is where you can add color
and life to your project with just a few clicks.
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EasyPalette file directory EasyPalette thumbnail pane

The EasyPalettile directory lists all of the effects that you can apply to your project.
When you click on a category or a specific plug-in name, the thumbnail presets for that
particular item appear in tileumbnail pane. To apply a preset, use one of these
methods:

» Drag and drop the preset into the Edit Window.
* Double-click the preset.
« Right-click a preset, and selespply from the menu that appears.

Using Studio presets

Studiois the first category of presets that appears in the EasyPalette file directory. By
using its collection of presets, you can easily complete a project with special animated
effects, shapes, and backgrounds in no time. The following section briefly describes its
preset categories and how to customize them to your needs.




To create a finished title in a few minutes:

1
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CompositionsCompleted animated - —
projects that you can apply to blank
projects, including special effects. See l--" " A

the next section for a tutorial.

Backgrounds A collection of patterned, ﬂl hc |
photographic, and solid color back- ——

grounds.

ShapesA group of three-dimensional =L
objects inspired by objects familiar to us

in daily life.

Objects A variety of graphic objects that
you can insert into your project. Some
include texture attributes and animation

effects.

Motion Animation presets designed
using the basic Position, Orientation,
and Size controls.

Camera Effects that simulate the
motion of a camera and its specific lens
type to zoom in and out of the entire
project.

Drag aCompositionpreset to the
workspace, or double-click it. The entire
composition appears in the Edit Win-
dow.

On the Standard Toolbar, select a text
that you want to change from tbject
List.

On the Object Toolbar, click tHedit
Text button. The Ulead COOL 3D Text
dialog box appears, displaying the text
object that you selected.

Change the text as desired, then click
OK. The new text appears in the
project, replacing the original text.

On the Animation Toolbar, clicRlay to
preview the animated project.
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Dimensions and display quality

When you set up a 3D project, the dimensions and quality of your project depend on hqw
you plan to use it. You might want to use it as part of a video, include it as a GIF anima
tion on your Web site, or save it as a still 3D image. Regardless of your plans, try usin%

smaller dimensions and lower display quality while editing. This allows your computer
render the project at a faster rate when you are experimenting with different effects an
settings. Then, when you have exactly what you want, increase the dimensions of the
project. Some commands accessible orrttege menu are listed below:

¢ DimensionsClick this command to D =
access the Dimensions dialog box. The iy sy’ T 008 pinth 6.
User definedoption lets you customize LT
the dimensions. If you have inserted wan [ [em 2]
your own image as the background, o [
click theUse Background Image Size
button to have the dimensions of the L fach grureimage S|
project match the background. If you " Ewind
plan to output your project for the video {0 o .20 Pz (HTSC 0RO 5]
or the Web, théStandardlist has a - s
range of commonly used dimensions. -I_Iﬂ"““m'

¢ Use HAL Rendering Select this to have - g

your computer directly access the
DirectX 6.1 Hardware Abstraction Layer
(HAL) to render your project. Selecting
this option enables better performance
with your animations. (Available only if
your display card supports this. Check
your display card’s specifications).

¢ Display Quality Choose from several Te——
display qualities, ranging from Draft to Low AL P |
Optimal. However, while you are editing EETTETE
your project, use a lower display quality Eﬁ“ﬂ‘:““ i ::H
to shorten rendering time. This is -
particularly recommended for larger- ::'m, " Dews
sized projects or projects that use Ui Carta Yiewa |
multiple plug-in effects.

e OQutput Quality Similar to Display
Quality, this menu lets you select the
quality of your project when you convert
it to its final format as a still image or
an animation sequence.
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¢ Object Quality Specify how smooth the
3D shapes and forms are. The higher th
precision, the slower the rendering time,
so wait until you're finalizing your
project before setting this.

* Cache ViewSelect this option and play

your animation once to store the frames il - L= :
of your animation in a cache. This Lower object precision (left) and higher

allows the animation to be played at ~ ©Piect precision (right)
approximately the specified frame rate
the next time you preview the project.

Adding and editing text

When you create your project, the first step is to insert an object. To add and edit a text
object, follow the next tutorials. (For information on adding and editing graphic objects,

see page 25.)

To insert a text object:

1 On the Object Toolbar, click tHasert T3
Text button. The Ulead COOL 3D Text =

dialog box appears. I —— |

2 Select a font from the list. When [Halle
searching for a font, a ToolTip appears .Lm-rm
|

to give you a preview of the font ==
currently highlighted. After selecting Ak

your font, set the size and style of your .
text, and then enter the actual text in the |y
text box. [Barklerinds

3 Click OK. The text appears in the Edit

Window of the main program.

4 If you want to insert another text object,
click thelnsert Text button again. To
edit the existing text, see the following
tutorial.

sl baad-1

Note: Create a text string of multiple lines by
creating a line break in a string of text. In the Ulead
COOL 3D Text dialog box, simply press Enter
where you want a line break to occur.
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To edit a text object:

1 Click theEdit Text button.The Ulead
COOL 3D Text dialog box appears with
the selected text object.

2 Edit the text in the text box, then click
OK once you've made your changes.
The edited text appears in the Edit
Window.

You can also adjust the character
spacing as well as the line spacing and
alignment with functions on the Text
Toolbar.

1Pk lad-1

Note: If you have added more than one text object,
be sure to first select the one you want to edit from
the Object List on the Standard Toolbar, or select it
from the Object Manager (see page 16.)

Hello
Earthlings

Selecting and grouping objects

Ulead COOL 3D allows you to insert more than one object into your project, whether it
be text or graphics. After you have created the individual objects, you can edit and

animate each one individually just by first clicking on it in the Edit Window to select it.
Or you can use the Object List on the Standard Toolbar to select the object that you want
to edit. An even more convenient way to keep track of objects is to use the Object Man
ager (see the following section).

Ibsstitlst-1 EEE Uit hast- 1

Welcome

X Ens;

Multiple text objects A text object and a graphic object
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Using the Object Manager

The more objects you create, the more of a challenge it can be to keep track of them. The
Object Manager makes it easier for you to organize and edit your objects. Here are some

of the basic functions:

Select objectsEach time you create a
text or graphic object, it appears as an
individual item in the directory. Click on
that item in the Object Manager to select
it. This allows you to edit only that
object.

Rename objectsDo this by selecting the
object in Object Manager, and then

clicking it again to edit the name. This
is convenient when you want to do the

EEE

= P, e
T3 i

3 phae]
D [Tapsci |
Gragrnc [t

following:
o Change the name of an object to be more

specific. Otherwise, it will receive a
generic name by default.

o Differentiate between two or more of the

same text or graphic objects in a project.
Otherwise, they will receive the same
name by default.

Group multiple objects To edit several ﬂ
bl

objects together as a group, select the

desired items by clicking them with the
mouse while holding either tHghift key
(for a row of items) or th€trl key (for

individual items), then click th&roup
Objects button. The selected items then
form aSubgroup To see which objects
are in theSubgroup click the + symbol.

Divide a group of objectsTo have a
group of objects form separate objects
again, select th&8ubgroupfrom the list,
and then click th&ngroup Objects
button.

Delete selected objects or groups
Simply select the desired object or group
of objects, and click thBelete

Object(s) button.

X
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Moving, sizing, and rotating an object

Ulead COOL 3D makes it easy to manipulate and animate 3D objects in three-dimen-
sional space. For basic motions that combine changes in position, rotation and size, ug
any of theMotion presets located in tt&tudiocategory of the EasyPalette. Eventually,
you will probably want to customize objects using your own settings usinddhe
Object, Rotate Object, andSize Objectbuttons on the Standard Toolbar. You can use
these to make an animation, or simply to enhance your title in a still composition.

To begin adjusting your object, first click one of these basic positioning controls, then
either drag the object directly in the Edit Window, or get more precise results by enterir
coordinate values in tisocation Toolbar.

ST [y e =Hvp =Hzp =

The basic object controls (left) and the Location Toolbar (right)

The variablesn theLocation Toolbar all involve values foiX, Y, andZ, which are the
three axes in three-dimensional space. XhedY axes refer to the position of the object
as it moves horizontally and vertically, while thexis refers to the object as it moves
towards you and away from you.

Y

Z

Two-dimensional space (left) and three-dimensional space (right)

Move %

Insert a text or graphic object, then click Meve Objectbutton. Notice that it is

e

g

inserted by default where the X, Y, and Z axes intersect. The values of X, Y, and Z at this

intersection are 0, which you can also see on the Location Toolbar. Try some of the
following steps to orient yourself:
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* Drag the object upwards in the Edit
Window, and notice that the value for Y
increases. Drag the object downwards,
and the Y value decreases.

¢ Drag the object left and right to see how
the X values change on the Location
Toolbar. As the object moves towards
the left, the value for X decreases. Whe
it moves to the right, the value in-
creases.

* Drag the object along the Z axis by
holding theright mouse button while
dragging. This makes the object come
towards you or move away from you. If
you have not already rotated the object,
then it will simply appear larger as you
move it toward you or smaller as you
push it away. (To rotate the object for a
better view, see the following section.)

* Hold theShift key down while dragging
the object along any one of the three
axes. Notice that the object will move
only along the axis that you drag it
along.

* For more exact control over the position

of the object, enter values directly in the
Location Toolbar.

Rotate *

Insert an object, then click thotate Objectbutton. The default rotation value is 0 for

X,Y, and Z. In this state, the object stands upright facing you. When you rotate an object,
you rotate it around one of the three axes. The values in the Location Toolbar represent
the angles of rotation. For example, a value of 360° equals one complete rotation, while a
value of 180° is half of a complete rotation. A value of 720° is equal to two complete
rotations. This concept becomes important when you start animating objects.
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¢ Drag to the left and right with the
mouse, and the object rotates accord-
ingly. Notice how values become
negative when you drag to the left and
positive when you drag to the right.

¢ Drag up and down with the mouse, and
the object rotates backwards away from
you and towards you.

* Hold the right mouse button down, then
drag up and down in the Edit Window.
The object spins counterclockwise and
clockwise.

Note: The axes around which objects rotate are
determined by the center point of the object. For text
objects, this often depends on the font used, and if
the character is lower or upper case.

Size ™

Insert a text object, then click tisgzeObject button. The default size value for X, Y, and
Zis 100. A larger X value increases the width of the object, while a larger Y value
increases the height. Z values affect the thickness of the object. Again, you can enter
values in the Location Toolbar, or you can either drag on the object itself in the Edit
Window.

* Drag upwards in the Edit Window to
decrease height and downwards to
increase it.

* Drag the cursor left to decrease width
and right to increase it.

* Hold the right mouse button down, then
drag towards the left or right to adjust
the thickness of the object. (To see this
effect best, rotate the object slightly.)
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Editing object style

There are many ways to customize the physical appearance of your object in Ulead COOL

3D. The controls are accessed in the EasyPalette file directory, un@bjdut Style
category. The easiest way to style an object is to use one of the pré&3gjsanStyle:
Gallery, all of which combine many attributes. Or you can control each attribute individu-
ally with extensive options on the Attribute Toolbar. This section shows you how to
customize color, light, texture, and bevel attributes.

Color

It's easy to apply color to your object. You can use one of the presets that include both
light and color settings, or customize the color yourself.

EI Obiject Style
i e Galleny

To apply color to an object:

1 In the EasyPalette file directory, select
the Object Style: Light & Colorcat-
egory.

2 On the Attribute Toolbar, seleSurface
from theAdjust list, then click on the
Color square to the right of it. A
standard Windows Color dialog box
appears. Select a color.

3 To the right of theColor square, adjust
the Brightness, Saturation, andHue of e
the color until you have the effect that -]
you want.

Light
With Ulead COOL 3D, you can adjust different types of light that affect the look of your
object. Here is a brief description of the types of light that you can control:

» Specular Commonly known as the highlights that are reflected from an
object when a light source shines on it. By adjusting the specular light of
an object, you basically determine the quality of the object’s surface.

e Light The light source itself. You can have up to four light sources and
set them to be directional or diffuse. (See the following page for a
tutorial.)

e Ambient The general light that surrounds the object. The light source
for ambient light comes from several sources in addition to the light
itself, for example, the light reflected from other objects.
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To apply Light to an object:

1 Inthe EasyPalette file directory, select - Object Style
the Object Style: Light & Colocat- L Gallery
egory. Bevel
2 On the Attribute Toolbar, seletight - Light & Color
from theAdjust list. The attributes for e Texture Surface

Light appear.
3 Click aLight Source button to activate el el e

it. Then click the radio button above it
to edit its properties. M
4 Click theColor square to open the Color !I

dialog box and change the color of the
currently selected light.

5 Select aMode for the light:

o Directional Shines a direct beam of light
with a constant strength on the object. The
light source position is based on the angle
of rotation around the X and Y axes.

o Point Shines diffused light with variable
strength on the object. The further the light
is from the text, the weaker the light
appears. The light source position is
based on its position along the X, Y, and Z-
axes.

6 Click thePosition Light Sourcebutton
to adjust the direction from which the
light shines. Then drag your mouse in
the Edit Window until you have reached
the desired effect, or specify values on
the Location Toolbar.

7 Repeat steps 3 through 6 for any
additional light sources that you want to
use.

mecylar
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Texture

By applying a texture map to your 3D object, you can give it the appearance of being
made from a specific material, such as wood or metal, or you can apply a pattern or
design to it. A texture map is a bitmap image that is wrapped around the surface of a 3D
object. Apply a preset, or use your own bitmap image and apply that to the surface.

To apply an image texture to an object: =~ Obiject Shyle

1 In the EasyPalette file directory, select | - Galern
the Object Style: Textureategory. The - - Bevel
Attribute Toolbar changes to display - Light & Color
Texture options. P b Testure

2 On the Attribute Toolbar, click theoad

q T
Texture Image File button. In the e L T | |
dialog box that appears, browse for an fa = gt e |
image file that you want to use for your g g 4=

texture (*.BMP or *.JPG), then click | .
Open. The image is applied to the il =
object. il |

3 Select aNrap Mode for your texture. R e hjj
This determines how the image is [Cylindrical | : -
applied to the object. For instance, if you
have an object with a cylindrical shape, [Heflection
you might want to choos@ylindrical.

For shiny or metallic textures, using
Reflectionoften produces best results.

4 Use theMapping tools to place the
image exactly where you want on the 3D
object.Position, Rotate, andResizethe
image by clicking the desired button,
then drag the mouse in the Edit Window
until the image is the way you want it,
or enter values on the Location Toolbar.

5 Click theClear Tint option if you want Clear Tint |
to remove any color that was already

applied to the 3D object, leaving you
with just the color in the texture map
itself.

b apping:
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Modifying individual faces of an object

The great thing about applying texture and color in Ulead COOL 3D is that you can ap
them to individual faces of your object. ClicBavel Facebutton on the Standard

Toolbar to select the side of the object to edit. Then, drag a color or texture from the
presets to the Edit Window. Try applying different colors and textures to the different
bevel faces of an object. The illustration below shows you this effect when applied to a
object with aFlat bevel style (see the following section for more on bevel styles).

Front Face Back Face

Front Bevel sjde Face Back Bevel

CIEIEIE]

Basic bhevel styles

A bevel refers to the edge of a 3D object. By adjusting its characteristics on the Attribu
Toolbar, a bevel can be part of what makes objects really interesting. Once you becom
familiar with bevel attributes, you can even animate them. This section gives you a
glimpse into the anatomy of a bevel as well as basic bevel styles.

An object with no bevel (left) and the same object with a flat bevel (right)

—4

y

-
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e Iﬂ% Bouder I:;_c,-r? -;m- P_recision Determines the finenes_s of the bevel_. A
- | EN- higher value creates a more precise bevel. This is
useful if you have a rounded bevel and want
smoother curves.

Round Chiseled Round-Chiseled
Chiseled-Round Chiseled-Chiseled Round-Round
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Adding a background

Once you've inserted and styled an object, you're ready to add a background to your

project. You can use a preset in the EasyPalette, or use your own image. For solid colgr
backgrounds, simply adjust the controls for Color, Brightness, Saturation, and Hue loc3g

on the Attribute Toolbar for th8tudio: Backgroundategory of the EasyPalette file

directory.
= ol il alF 3
To insert an image into the background: fé H g = |
. . i o BT |
1 On the Attribute Toolbar, click theoad f4 g = |

2

Background Image File button.

Select an image file (*.JPG or *.BMP)
in the dialog box that appears, and click
Open.

If you want, you can adjust the dimen-
sions of your project to match the size of
the image that you are using. To do this,
use thelmage: Dimensionsnenu
command, click théJse Background
Image Sizebutton in the dialog box that
pops up, and clicloK.

Adding and editing 3D graphics and shapes

Everyone wants to use customized graphics in Ulead COOL 3D to create outstanding

logos and images. With this latest version, importing and editing graphic objects has
become that much easier. There are four ways to do this:

Insert vector graphics with Path

Editor A vector graphic is different

from the bitmap graphics that are most

widely known (for example, those in

BMP, JPEG, GIF formats). Vector

graphics are composed of paths and

often stored in EMF and WMF formats.

The easiest way to create these graphics

is to use Path Editor, accessed by

clicking thelnsert Graphics button on

the Object Toolbar (see page 62 for )

details). You can also convert elements Bitmap of a logo (top), and the same logo
converted to 3D with Path Editor
(bottom).

Inc.]

ted
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of a bitmap image to become vector
graphics, as well as import pre-existing
vector graphics into Path Editor to use
in your project.

Create simple 3D geometric objects
Insert spheres, cubes, cones, cylinders,

p 9

and pyramids by using the Geometry

Toolbar (see the following section). This

is convenient for making still or ani-

mated props for other 3D text and

graphic objects in your project. 3D geometric objects

Import 3D objects in the DirectX file

format (*.X) . These are special files

that contain complex 3D shapes and

textures. Included with the program are

a number of these samples that can be

used in your project. If you are already 'L-

using this format in other 3D modeling ;

software, you can create your own "

shapes to use in a Ulead COOL 3D

project. Import these files by using the

File: Import X Modelmenu command.

In the dialog box that appears, you can

import them a<C3D data typgwithout

color, lighting, or texture attributes) and

then customize its attributes yourself. Or

you can import them d33D data type

(with its inherent color, lighting, and

eraie SSNES i) Objects in the X file format, as C3D
Insert symbol-type fonts(such as data type (top), and as D3D data type
Wingdings). Then, you can either use (bottom)

them as they are, or adjust the shape by

clicking theEdit Graphic button on the

Object Toolbar and working with Path

Editor (see page 62.). You can also

change the shape of text with tBdit

Graphic button. However, once you edit
it, the text will be converted to graphics,
meaning that you will no longer be able
to change the text content itself.

Examples of symbol-type fonts.
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Making basic 3D objects

Ulead COOL 3D lets you insert 3D geometric objects into your project with just a click pf
the mouse. The fun part is when you use them with text and graphics to create unique BD

animations and stills. You can use several 3D shapes together to create an alien objedt, or
just a few as props for an animated title. In this tutorial, learn how to edit a cylinder.

To insert and edit a geometric shape:

1 On the Object Toolbar, click tHasert Q
Geometric Object button.

If the current icon doesn’t display the
desired shape, click on the bottom right
corner to view a menu with other shapes
on it. Select the shape you want, then
click the button to insert it. The object
appears in the Edit Window.

2 On the Geometric Toolbar, enter values %
to adjust the dimensions of the object.
Then, select the desiréthcebuttons to
edit Color and Texture attributes
individually or as a group.

3 You can now apply plug-ins to it, or use
the basic animation buttons on the
Standard Toolbar to create an animated
sequence.

Note: Bevel attributes and plug-ins cannot be
applied to geometric shapes.

Other things you can do with geometric objects




Animation basi

After familiarizing yourself with three-dimensional space, you're ready to start making
fun animations. While there are many factors you have to take into consideration when
creating an animated project, it's definitely worth taking time to learn some basic ideas.
From there, it will be easy for you to learn to create stunning and complex animation
sequences. The Animation Toolbar is what you will work with the most when you start
animating your objects. Brief descriptions of its functions are listed below.

Add/Delete
Properties Menu  Timeline Control Key Frame  Reverse

| .Z\ / Smooth Motion
Path
Paozition ::_I — _'_'; :: N - /ﬁ/
20 _'I T | | % I : Frames |15 I fpz

Current Frame o Mode | Play | Show/Hid Frames per second

Loop Mode Stop Number of frames

« Properties Menu Lists all of the basic properties of the 3D object. If you
have applied a plug-in effect to the object, this will be listed as well. The
Timeline Control, just to the right of it, shows the timeline and key
frames that are related to only the property that you have selected from
the list.

e Timeline Control Allows you to choreograph your animation with key
frames. The top line represents the frame-by-frame position, while the
bottom line displays any key framd&ey frames are those frames in
which you specify an attribute or behavior of an object. For plug-in effect
timelines, an additionaControl Line (in red) appears between these two
lines (see page 37 for details).

e Add/Delete Key FramelLets you add or remove a key frame from the
Timeline Control. Each time you add a key frame, you can change the
attributes or behavior of an object. When you remove a key frame, all
attributes associated with that key frame are also removed.

« ReverseAllows you to reverse the sequence of key frames on the
Timeline Control, so that the animation starts with the last frame and
ends with the first.

* Smooth Motion PathPlays the animation smoothly, where the transition
from one frame to the next becomes less noticeable.

e Current Frame Denotes the frame number that is currently displayed.
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* Ping Mode Plays the animation forwards and backwards infinitely.

e Loop Mode Plays the animation repeatedly in its normal sequence,
skipping the last frame.

e Play/Stop Plays and stops the animation.

» Show/HideAllows you to display or hide the selected object. Use it to
hide the object for certain parts of the animation or simply for conve-
nience when editing multiple objects.

* Number of frames Sets the total number of frames in the animation
sequence.

« Frames per second (fpspets the speed at which the animation plays.

Working with key frames and timelines

When you start to create an animation, you begin witheline. The timeline represents
a number of frames in the animation. In Ulead COOL 3D, you usErtieine Control

to edit the attributes of timelines. Many properties of the 3D object (such as size, posit
color, and any plug-in effects) have individual timelines that you can edit independently,
These are listed in tHeroperties Menu.

Key frameslet you choreograph your animation sequence as you work with the timelin
By adding key frames and editing attributes in those key frames, you can, for instance,
your object to move from left to right, and then rotate. Any adjustments you make to yo
object at a given key frame determines the state of the object at that frame of the anim
tion (for example, the position, size, color, etc.). The following describes some basic
controls of the Timeline Control:

Move to Slider Move to

Previous Frame I Next Frame
Properties Menu—m - el '/

Ml
Jump to/ i‘ ; \Jump to

Previous Key Key frames Next Key
Frame Frame

« Properties MenuUse this to select the timeline for a specific object
property that you want to edit. By default, the basic attributes are listed
(i.e. Position, Rotation, Color, etc.). If you apply a plug-in effect to the
object, that will be added to the list. Once you select a property, the
timeline for that property will appear.

on,
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» Slider Drag this to move to any frame in the animation, or click the
Move to Next/Previous Frame buttons

» Jump to Next/Previous Key FrameClick these buttons to move from
one key frame to the next, or directly select a key frame by clicking it.

Below is a simplified diagram of the default timeline for an object’s color. It contains 10
frames and always has a key frame at frame 1 of the animation. At this key frame, the
object is set to be red. When you preview the animation, the object remains red in all
frames.

Frame 1 (Frame 10)

L
Red

In the next diagram, two key frames have been added to the color timeline. At key frame 1
the object is red, at key frame 5 it is blue, and at key frame 10 the object is green. When
previewing the animation, you see the object’s color start out at red, gradually transform
to blue and finally to green.

Frame 1 Frame 5 Frame 10
L & ]
Red Blue Green

Because each property has its own timeline, you can control multiple timelines in your
animation, as shown in the following illustration. Not only can you set the timing within
each timeline, but you can also control the timing of events between the many timelines by
coordinating their key frames, as if you were a director telling your various actors what to
do and when to do it. After you familiarize yourself with timelines and key frames, you

can also work with multiple objects that have multiple key frames.

Frame 1 Frame 10 Frame 20 Frame 30
Position Start at far left Move to far right Move to center
Color Red Red Green

& & &

Orientation No rotation No rotation Rotate 360°
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Creating a simple animation

The best way to understand key frames is to actually create an animation. The followi
section shows you how to create simple animated sequences with a single object and
single timeline, as well as some more complicated sequences involving multiple object

and timelines.

To create a simple animation (I):

1 Insert an object to the Edit Window. On
the Animation Toolbar, the default
frame number should be 10, and the
default fps should be 15. Change the
frame number to 15. Notice that the
current frame is 1, and that the timeline
already contains a key frame.

On the Standard Toolbar, click the
Move Object button. In the Edit
Window, drag the object to the left side
of the window. On the Location Toolbar,
the coordinates change to show the
object’s position at the first key frame.

Drag the Timeline Control slider to the
last frame of the timeline, or type 15 as
the current frame number. Click the
Add Key Frame button to add a key
frame.

Drag the object to the right side of the
Edit Window. The coordinates on the
Location Toolbar change to reflect the
position of the object at frame 15 of the
animation.

Click thePlay button to view the
animation. The object should move from
the left to right in the Edit Window.

Save the project by clicking ti&ave
button on the Standard Toolbar. This
allows you to save it in the Ulead COOL
3D file format (*.c3d). You can open
this file later from within the program to
edit the project.

J =il | 1=
(Y

Eg
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To create a simple animation (ll):

1

Open the project that you created on the

previous page (part I).

In the Properties Menu, seldobsition

On the Timeline Control, move the

slider to frame 7 of the animation. Al — e

i
Add a key frame by clicking th&dd LY M e——— &
Key Frame button to the right of the
Timeline Control. ™

On the Standard Toolbar, click the
Move Object button, and drag the
object in the Edit Window so that it is
at the top and center of the window.

Click Play, and notice how the object L
now moves in a triangular path.

Now you have key frames at frames 1, T
7, and 15 of the animation. If you want w g5 =
to change the position of the object at
any of these key frames, click one of the
key frame controls. Then, drag the
object to another position. ClidRlay to
view the animation.

Increase the number of frames to 30.
Notice how the motion of the object
becomes smoother.

On the Standard Toolbar, click tBave
button to save the animation. Your
project will be saved in the Ulead
COOL 3D format (*.c3d).
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Animating light and color

The most obvious thing to do when you want to animate an object is to make it move. Tjo

animate the color and light of an object itself is less obvious, but can result in interestin
effects. In these tutorials, learn how to make light and color change on a stationary obj
Try animating texture as well.

To animate light on an object:

1 Insert an object, and at frame 1 of the
animation, define the Light settings (see
pages 20 and 21).

2 Add a key frame at the last frame of the
timeline, then apply a different Light
setting to the object. You can change the
color, brightness, hue, saturation, and
position of the light(s).

Note: The number of lights and the light mode
remain constant between key frames. If you change
these, they will be changed in all key frames. These
are called global attributes (see page 37).

3 Click Play to preview the animation.
Experiment with inserting more key
frames into the animation.

To animate the color of an object:

1 Insert an object, and apply a color at key
frame 1 (to apply a color, see page 20).

2 Add a key frame control at the last
frame of the animation, then apply a
different color to the object. Remember
that you can also apply different colors
to individual bevel faces.

3 Click thePlay button to preview the
animation.

9
eCt.
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Animating with multiple timelines

Inevitably, you will want to animate more than one aspect of your object. This means that
you must work with multiple timelines. When you are working with multiple timelines,
keep your eye on thHeroperties Menu this will tell you which timeline you are currently
editing. This example shows you how to make a basic animations with two timelines.

To animate position and color:

1

Insert an object in a blank project (with
a black background). At frame 1, set the
object color to be black.

On the Properties Menu, selé&ulor.
Then, on the Timeline Control, add a
key frame at the last frame of the
animation. Set the color to red.

Click Play on the Animation Toolbar to
preview the color animation.

Click theMove button on the Standard
Toolbar. The Properties Menu changes
to displayPosition The timeline that
appears pertains only to Position.

On the Position timeline, select the first
key frame, then on the Location Toolbar,
enter 200 for the Z coordinate.

Add a key frame at the end of the
Position timeline, and then enter -200
for the Z coordinate.

Preview the animation. The object
should emerge from the background
color and come straight towards you.

Note: If you want to change the color or position for
specific key frames, make sure you select the
relevant property in the Properties Menu first before
you edit the key frames and their attributes.

LTI,
Umrd ¥

]
Earvul
Chmeiy

bemaHide
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Animating with multiple objects

Working with more than one object can result in a stunning project. The next tutorials
show you how to coordinate two objects. In the first one, make a second object appear
after the first one completes its action. In the second one, learn how to make two objec
chase after one another.

To animate two objects (I):

1 Insert an object, then set the total
number of frames to 30.

2 At frame 1, on the Standard Toolbar, éﬁ
click the Move Object button, then on
the Location Toolbar, set the Y coordi-
nate to 50.

3 Click theRotate Objectbutton. The )
Properties Menu display@rientation.
On the Location Toolbar, make sure that
all coordinates are set to 0.

4 Move the Timeline Control slider to
frame 25 of the animation, or enter 25 COOL
as the current frame. Click thedd Key i
Frame button to add a key frame.

5 Set the X coordinate to -720, then click
Play to preview the animation. The
object should rotate 2 times. .. .h

6 Insert a new object. On the Standard
Toolbar, at frame 1, click thielove
button. Enter -100 for the Y coordinate
on the Location Toolbar. .. 'F

7 At frame 1, click th&Show/Hide button
on the Animation Toolbar to make the
text object disappear.

8 At frame 30, add a key frame. Click the

Show/Hide button to make the text

object appear COOL
9 Click Play. The second object should -y —

appear just after the first object has liq J

completed 2 rotations.
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To animate two objects (ll):

1 Insert an object into the project and set
the total number of frames to 30.

2 SelectPositionfrom the Properties
Menu. On the Timeline Control, add
key frames at frames 10 and 20.

3 Click key frame 1 of the animation to
select it.

4 On the Standard Toolbar, click the
Move Object button. On the Location &,
Toolbar, set the X and Z coordinates to
-350 and -200 respectively. The object
disappears off the screen.

5 At frame 10, set the X coordinate to O.
Do not adjust the Z coordinate. At
frame 20, set the X and Z coordinates
to 100 and 3000. The Y coordinate
should remain at 0.

6 Click Play to preview the animation.
The object should move to the right
and away from you.

7 Insert a second object into the project,
then selecPosition from the Properties
Menu. Add key frames at frames 10,
20, and 30.

8 Click theMove Object button. On the
Location Toolbar, at frames 1 and 10,
set the X and Z coordinates to -350 and
-200 respectively. At frame 20, set the
X coordinate to 0, and do not adjust the
Z coordinate. At frame 30, set the X
and Z coordinates to 100 and 3000.

9 Click Play to preview the animation.
The second object should chase after
the first one, following the same
motion path.




Plug-in effects

Plug-in effects are what make your still or animated title extra special. In Ulead COOL
3D, you can give objects a unique edge with Bevel plug-ins, switch to different sentimepts
with Transition effects, make objects move in special patterns with Object plug-ins, anc
give them a unique flair with Global effects. The various categories are located in the

EasyPalette file directory. Click a category or plug-in name to view and apply the presdts
that come with it for instant results. If you have a specific effect you want to achieve, tr
applying different presets, and see how the attributes change on the Attribute Toolbar.

This gives you a better idea of how the variables affect the object. To view the Attribute
Toolbar, click théAttribute Toolbar button on the Standard Toolbs F]

Key frames and plug-ins

All plug-in effects (except for Bevel Effects) have a specialCedtrol Line that
appears on the Timeline Control. This is a special feature that lets you move the first ahd
last frames of the timeline, so that you can determine exactly when the plug-in effect is
applied within the animation sequence. To adjust the length of the Control Line, click agd
drag on either end until you have reached the desired length.

Control Line

L“'-’—ﬂ

Understanding Global and Key attributes

When you are working with the Attribute Toolbar to make an animated project, it's a gopd
idea to take note of the ToolTips that pop up when you move the cursor over each vari
able. These contain a brief description of the variable in question, followef3)yoa

(K). These stand fdBlobal andKey attributes.

A Global attribute is valid for the entire duration of the animation. For instance, if you
set a Global attribute to have the value “x” at frame 1, the value “x” will be applied
throughout the animation. For instance, if you change this value at frame 5, then this n
value will be changed accordingly in all frames of the animation.

14

EW

A Key attribute can vary with individual key frames. For example, Color is a Key
attribute because at frame 1 you can have an object be red, then at frame 5 you can sgt the
same object to be green, and at frame 10 you can make the object change to red agaif.
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Bevel Effects

You can create interesting still and animated titles with these plug-ins. These allow you to
add a frame, a special hollow or engraved board, or a shape preset to your object. Once
applied, you can further customize them by adjusting the standard bevel attributes.

Board

This effect is perfect for stunning rotating signs and banners. Not only can you put
different objects on the front and back of the board, you can adjust basic bevel attributes
for the text and board independently. This tutorial shows you how you can create an
animated effect with the bevel. (Settings: 30 frames, 15 fps)

To animate the Board effect: e e
1 Insert a text or graphic object into the [Ecand =

Edit Window. In the EasyPalette file ruﬁmﬁ FEE FE Eslg_ Tw
directory, selecBevel Effects: Board o ||l C = || LI ﬁ
The Board presets appear.

e Tou - -

2 On the Attribute Toolbar, seleBbard
from theBevel Modelist. The Attribute L-Lmr__' Pl
Toolbar displays the Board options, and =" =) [ T Beebord T FebackTed
the Edit Window displays the object on
the default rectangular board. To use a
different board shape, drag a Board
preset to the Edit Window.

3 On the Timeline Control, add a key
frame at frame 30.

4 At frame 1, on the Attribute Toolbar,
click the Text button to make basic bevel
settings to the text. Enter O f&ixtru-
sion, Weight, Border, andDepth. The
text object should disappear on the
board.

5 At frame 30, enter 1000 fé&xtrusion,
5 for Weight, 20 forBorder, and 20 for
Depth.

6 Click Play to preview the animation.

The text should appear to grow from the
board.
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Custom Bevel

Create unique and wild three-dimensional forms by applying one of the dozens of presg¢

bevel shapes to any of the objects in your project. When working with this plug-in,
experiment freely with applying various Custom Bevel presets to various objects.

To apply a custom bevel effect: %

1 Insert an object into the Edit Window. In =
the EasyPalette file directory, select 3| i'uﬂ § f‘> f:._|i= :EI |m :Eli: =]
Bevel Effects: Custom Bevdlhe :
presets for Custom Bevel appear. E":m -] ﬂ'}Ew =

2 On the Attribute Toolbar, seleGustom
Bevelfrom theBevel Modelist.

3 Apply a Custom Bevel preset to the
object. Each preset represents a single
bevel design that is applied to both the
front and back faces of the object.

4 Scroll down to the next set of attributes.
Choose a different bevel design for the
Front or Back face. The object changes
accordingly.

5 To further customize the custom bevel,
scroll back to the first level of attributes
and adjust values for basic bevel
attributes.

Things you can do with Custom Bevel shapes
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Frame

This bevel effect not only offers you interesting visual options for your project, but gives
you some animation possibilities as well. In this tutorial, work with a Bevel timeline and
an Orientation timeline to create an animated project. (Settings: 30 frames, 15 fps)

To rotate a frame with different text on
each side: pr-viisds
1 Insert an object into the Edit Window.

Zo—
T
In the EasyPalette file directory, select iw. § i=. % ﬁ. ﬁ; - FEL_|1 - ET?

Bevel Effects: Frame

2 On the Attribute Toolbar, seleEtame E-|rpum ™ o Test
from theBevel Modelist. The Frame

options appear, and a default rectangu- ﬁm'_:l ﬁh iﬁ ﬁfﬁa

lar frame appears around the object.

3 On the Attribute Toolbar, click thBext
or Frame button undeffarget to
customize the Text and Frame bevels if
desired.

4 On the Standard Toolbar, select the
Rotate Object button. Orientation
appears on the Properties menu.

5 On the Timeline Control, add a key
frame at frame 30 of the animation. On
the Location Toolbar, enter an X value
of 180. This flips the frame directly to
its other side.

6 SelectBevelfrom the Properties Menu,
and move to frame 15 of the animation,
and add a key frame.

7 On the Attribute Toolbar, scroll down
to the second level of attributes. Clear
the Use Frontoption, and click the
Text or Import Graphic button under
Object to put a different text or image
on the other side of the frame. Then
select theFlip Text option.

8 Click thePlay button to preview the
animation.
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Hollow

This plug-in effect lets your text or graphic penetrate right through the board for an
interesting title. This tutorial shows you how to create a fun yet simple animation using
two of the same text or graphic object. (Settings: 30 frames, 15fps)

To make an object break through a board:
Aeedd Uiade

1 Insert an object into the Edit Window. In C——
the EasyPalette file directory, select — =

Fadruion: 'waght Baonder  [isgihy  Puscigon
Bevel Effects: Hollow m s = Hho S =
2 On the Attribute Toolbar, selekillow R R
from theBevel Modelist. The Edit froe = o = fin A
Window displays a rectangular board —
with a hollow object. Bl o o FoTed

3 Scroll down to the next level of at-
tributes and seledone for Board
Bevel

4 Insert a second object (the same as the
first) to the project. In the EasyPalette
file directory, selecDbject Style: Bevel
then selecNone for Bevel Modeon the
Attribute Toolbar. In the Edit Window,
you should see a seamless and flat
board.

5 On the Object List, selefBroup], then
rotate the board and object so that they
lean backwards, allowing you to better
view the results.

6 Select the second object from the Object
list. SelectPositionfrom the Properties
Menu. On the Timeline Control, add a
key frame to frame 30 of the animation.

7 Enter a negative value for the Z coordi-
nate on the Location Toolbar. Try
something like -200.

8 Click thePlay button. The object should
tear itself away from the board to reveal
the hollow board and the three dimen-
sional letters.
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Imprint

Make a deeper impression by engraving a title or banner on a board with this plug-in
effect. You can also make an animated effect using this plug-in. Learn how to make a
basic title sink into a board in the following tutorial. (Settings: 30 frames, 15 fps)

To apply Imprint to an object:

1 Insert a text or graphic object into the
Edit Window. In the EasyPalette file
directory, selecBevel Effects: Imprint
The Imprint presets appear.

2 On the Attribute Toolbar, selechprint
from theBevel Modelist. The Attribute
Toolbar displays the Imprint options,
and the Edit Window displays the object
on the default rectangular board. To use
a different board shape, drag an Imprint
preset to the Edit Window.

3 On the Timeline Control, add a key
frame at frame 30 of the animation.

4 At frame 1, on the Attribute Toolbar,
enter 500 foExtrusion and 1 for
Imprint .

5 Scroll down to the next set of attributes.

UnderBoard Bevel selectNone. Enter
values forExtra Width andExtra
Height if you want to increase the
dimensions of the board.

6 At frame 30, enter 250 as thmaprint
value.

7 Click Play to preview the animation.
The title should slowly sink into the
board.

—— |
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Object Effects

The control you have in animating individual objects is one of the things that makes Ulgad
COOL 3D remarkable. Some plug-in effects let your objects dance and explode in
customizable patterns, while others let you choreograph the actions between individual
letters with ease. Use the many presets to quickly create stunning effects, or use the
Attribute Toolbar to create custom effects. This section shows you basic projects for edch
plug-in. For detailed information on all plug-in attributes, please refer to the Help Topics.

Bend

Use this plug-in effect to bend your title in any direction, then animate the bending
movement to attract special attention. In this tutorial, learn how to combine this effect
with basic rotation settings. (Settings: 30 frames, 15fps)

To apply the Bend effect to an object:
Fé

1 In the EasyPalette file directory, select
Object Effects: BendClick theF/X ol

button on the Attribute ToolbaBend

appears on the Properties Menu. |r: | i‘i-.i't'ﬂ'l-: =] i 5-;3 |
2 On the Timeline Control, add a key

frame at frame 30.

3 At frame 1 on the Attribute Toolbar, set
the Direction of the bend tor-Z, and
select theType asAsymmetric Set the
Levelto 100 to completely bend the
object, and set th€utting Point to 50
so that the object bends at the center.

4 At frame 30, set theevel to 0. This
allows the object to unbend.

5 On the Standard Toolbar, click the
Rotate Object button.Orientation
appears in the Properties Menu. On the
Timeline Control, add a key frame at
frame 30.

6 At frame 1, on the Location Toolbar, the
rotation coordinates should all be 0. At
frame 30, set the Z coordinate to -720.
This rotates the object twice in a
clockwise direction.

7 Click Play to preview the animation.

= F%!.anm
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Dance

This effect brings out the buoyancy in your title. Choose from several dance styles -
Shake, Scatter, Wave, and Bounce. The following tutorial shows you how to make a
bouncing project. (Settings: 30 frames, 15 fps)

To make a title bounce:

1 In the EasyPalette file directory, select F
Object Effects: DanceClick the F/X EI
button on the Attribute ToolbalRance

appears in the Properties Menu. Fua_ﬂna__”aml__'%
B | |l | |= =i

2 On the Timeline Control, add a frame at
frame 30. ﬂim. %. |I|l.l IE. i.*: Ei-’-' —

3 At frame 1, seledBounceas theDance
Mode, and forSequence selectRan-
dom

4 SetGround to 1. This is the minimum
distance that the letter will fall in order
to bounce. Specify 100 fétebound,
which makes the letters bounce highest.

5 Specify 10 as th&éempo for fastest
bouncing speed. Set tMariation to 0.
This means that the letters will start out
in their normal stationary position -
standing up and facing forward.

6 At frame 30 of the animation, set the
Variation to 50. This means that by the
last frame, the letters will be facing in
widely differing directions, as if they
were bouncing out of control.

7 Click Play to preview your project. Try
using different values fdBeed This
generates a slightly different variation of
the Dance effect.
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Distort

Put a new perspective on your title by using the Distort plug-in. You can either distort the
perspective of the entire object, or distort the letters individually. When applied in an
animated sequence, this can be useful for emphasizing the noteworthy. Create a basig
Distort animation in this tutorial. (Settings: 30 frames, 15fps)

To distort an object:

1 Inthe EasyPalette file directory, select 'ga;
Object Effects: DistortClick the F/X EI
button on the Attribute ToolbalRistort
appears on the Properties Menu. Ation Faguncy Iﬂu__l LiH E
| -.-l e - IILI. 3: D =
2 On the Timeline Control, add key = .
frames to frames 15 and 30. g

3 At frame 1 on the Attribute Toolbar,
selectindividual for Action Sequence
and selecly-Z as thePlane along which
the perspective will be distorted. Leave
all other distortion variables at their
default values (100).

4 At frame 15, set th¥1 andZ1 values to
50, and set th&2 andZ2 values to 300.
Frame 30 should have the same values
as frame 1.

5 Click Play to preview the animation.

10 =
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Explosion

The power you have when blasting a title to pieces makes this plug-in a favorite. If you
are not so destructively minded, try reversing an explosion effect, having all the small
pieces come together to form a whole. In this tutorial, learn how to disintegrate your title.
(Settings: 30 frames, 15 fps)

To disintegrate your title:

1 In the Easy Palette file directory, select P/
Object Effects: ExplosiorClick theF/x ]

button on the Attribute ToolbaExplo- ¥ z
sion appears on the Properties Menu. II"-!'\-"‘\- =] [ - iu -]

2 On the Timeline Control, drag the 3 ﬁ' r‘ﬁ [‘ﬁ
leftmost end point of the Control Line to ]
frame 5. This ensures that the explosion
effect will not take place right away.

Add a key frame to frame 30 of the
animation.

3 At the first frame of the plug-in effect
(frame 5), set thlovement Typeto
Left, theCollapse Typeto Ascending
and theAction Sequenceo Forward.
Set thel evel to 0 and th&Rotate value
to 30.

4 At frame 30, set theevel to 100 for a
complete explosion. Enter 100 for the
Rotate value.

5 SelectPositionfrom the Properties
Menu, and add key frames to frames 25
and 30 on the Timeline Control.

6 At frames 1 and 25 for Position, all
coordinates on the Location Toolbar
should be 0. At frame 30, set the Y
value to -300.

7 Click Play to preview the effect.
Experiment with different values for
Variation . Each number you enter
produces a slightly different variation of
the explosion effect.
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Motion Path

Move your title along specially designed paths with this plug-in. Have it zigzag in space

or let it zip along sweeping curves in roller-coaster fashion. The Attribute Toolbar lets
you further customize how the title moves - you can twist it around the path, make it mq

in wave form, mold itself to the path, and have each character move in sequential ordef.

this tutorial, learn how to make your object travel along a figure 8. (Settings: 30 frames
15fps)

To apply Motion Path to an object: R

1 Inthe EasyPalette file directory, select EI
Object Effects: Motion PattClick the Mk Pl [ Feverse TS

F/X button in the Attribute Toolbar. Dake ZA | ShosePath
Motion Path appears on the Properties PPyl Wepiily el
Menu | I ] ﬂ Ir.-'ul- ll"' j
2 On the Timeline Control, add a key Fz_:ﬁg ﬁ:m* ﬂ’-‘.r:h
frame to frame 30 of the animation. =
3 At frame 1, on the Attribute Toolbar, #lv SN S=h 3
selectFigure 8 as theMotion Path. Wokon Leved G
Select theShow Pathoption. A model firse =l S0

of the path appears in the Edit Window.

4 SelectHorizontal as theType of path,
then seOn Path to Stand Set the
Wrap Style to Position, and enter 100
as thelevel.

5 Scroll down to the second level of
attributes. Increase the size of the path
by entering 500 fo6cale Then, under
Global Rotation, adjust the orientation
of both the path and the object by setting
the X value to 45.

6 At frame 30, set theevel to 0 and the
Scaleto 500. UndeGlobal Rotation,
set the X value to 45.

7 On the Attribute Toolbar, clear tfghow
Path option to see the object on its own
without the path. On the Animation
Toolbar, click theLoop Mode button,
then clickPlay to preview the anima-
tion. The object should travel continu-
ously along the figure 8.

& aNp o= o
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Path Animation

This plug-in lets your text move in ways that simulate the natural laws of gravity in the
real world. You can let your object get caught in a tornado, ripple on water, or swing like
a pendulum. In this tutorial, learn how to toss your object in an arc, and then have it
change into another object upon impact. (Settings: 30 frames, 15 fps)

To throw an object in an arc:

1

In the EasyPalette file directory, select
Object Effects: Path AnimatioiClick
the F/X button on the Attribute Toolbar.
Path Animationappears on the Proper-
ties Menu.

On the Timeline Control, add a key
frame at frame 30.

At frame 1 on the Attribute Toolbar,
selectArc as thePath, and enter 25 as
the value foiSpeed

Set theGround to 0 (default), and enter
75 for thelLevel to start the object at
mid-throw. Enter 40 as the value for the
Angle of the arc.

At frame 30, set theevel to 0.

Click Play to preview the Arc anima-
tion. The object should be thrown in
from the right of the screen.

Insert a new object into the project, and
click the F/X button to deactivate the
effect for that object. At frame 1, click
the Show/Hide button to hide the object,
and at frame 30, click it again to make
the object appear.

Click Play to preview the animation.

Fix
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Surface Animation

With this plug-in, you can let your object move and wrap around the form of different
three-dimensional shapes. This tutorial shows you how to wrap your object around a sinall
sphere, have it travel twice around the sphere, and then unwrap at the end. (Settings: BO

frames, 15 fps)

To animate an object around a sphere: R

1 In the EasyPalette file directory, select EI
Object Effects: Surface Animation
Click the F/X button on the Attribute
Toolbar. Surface Animationappears on
the Properties Menu.

2 On the Timeline Control, add key
frames to frames 25 and 30.

3 At frame 1, selecphereas theSurface
around which the object is wrapped, set
the Path to V Line to make the object
travel vertically, then set thé/rap
Style to Meshto mold the object to the
surface of the sphere.

4 Scroll down to the second level of
attributes. Enter 10 for aBize coordi-
nates so that the text is wrapped around
a small sphere. Set thevel to 0.

5 At frame 25, enter 10 for aflize
coordinates, and enter 200 as tiavel
so that the object travels twice around
the sphere’s surface.

6 At frame 30, set albize coordinates to
100 so that the size of the ball increases
drastically. Set théevel to 200 so that
the object does not move from the
previous key frame.

7 Click Play to preview the animation.

Tip: Try using the Surface Animation plug-in with the
Board bevel effect, as in this example. This allows you
to actually see the “object” around which your object
wraps.
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Token Move (G)

It's easy to choreograph individual letters to move sequentially. This plug-in lets you do
this in any direction and in just a few steps. This tutorial shows you how to have indi-
vidual letters jut out at you for emphatic expression. (Settings: 30 frames, 15 fps)

To apply the Token Move (G) effect:
Fiée

1 In the EasyPalette file directory, select
Object Effects: Token Move (Gnd _I

click the F/X button on the Attribute
Toolbar. Token Move (G)appears on the i = i-u ﬁ' i"m* =l ﬁ I Tolign
Properties Menu.

, om| E O

On the Timeline Control, add a key
frame to frame 30 of the animation.

3 At frame 1 on the Attribute Toolbar, set
the Level of the animation to QAction
Sequenceo Forward, Acceleration to
None andOverlap to 30. Select th&o
Origin option to make individual
characters return to their original
positions upon completing the specified
action.

4 Scroll down to the next level of at-
tributes. On this level are the coordi-
nates for position. To make the title
come towards you, enter -500 for
Value.

5 At frame 30, set theevel of the
animation to 100.

6 Click Play to preview the animation.
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Token Rotate (G)

With this effect, you have the ability to make letters and objects spin and twirl, either alj
at once or in an elegant sequence. Here, learn how to make a simple wave effect. (Se
tings: 30 frames, 15 fps)

To apply the Token Rotate (G) effect: Fr

1 Adjust the Orientation of the object so El
that the Y coordinate is approximately

H':E S by L

2 45'h I file d | s ﬂ“[%* =
In the EasyPalette file directory, select ]
Object Effects: Token Rotate (Ghen o) o= i'-ﬁ'f' j‘ Folisintity
click the F/X button on the Attribute
Toolbar. Token Rotate (Ghppears on Euﬂ |'.rﬁ 5 Il Iﬂ
the Properties Menu.

3 On the Timeline Control, add a key
frame at frame 30.

4 At frame 1 on the Attribute Toolbar, set
the Level of the animation to 0, the
Action Sequenceto Forward, and
Acceleration to None.

5 Set theOverlap to 90 so that the
individual letters move almost immedi-
ately one after the other. Und@ptation
Center, selectFront-LT (the front left ;
top of each character). (J , } ,

6 Scroll down to the next set of attributes. \ I("u%
These are the axes around which your
title can rotate. Enter -360 for thé
Angle.

7 At frame 30, set theevel of the
animation to 100.

8 Click Play to preview the animation.

(010050300
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Token Skew (G)

You can stretch text and objects in any direction with this plug-in effect. In this tutorial,
combine the Skew effect with a simple Position animation to make an object appear as if
it were being sucked away off the screen. (Settings: 30 frames, 15fps)

To apply the Token Skew (G) effect:

1

In the EasyPalette file directory, select
Object Effects: Token Skew (®)lick

the F/X button in the Attribute Toolbar.

Token Skew (Gpppears on the Proper-
ties Menu.

On the Timeline Control, add a key
frame to frame 25.

At frame 1 on the Attribute Toolbar, set
the Level to 0, and seledackwardas
the Action Sequence Set theAccelera-
tion to Oscillate

Enter 30 as th®verlap value. Choose
Front-LB as theSkew Cente to fix a
point from which letters skew.

Scroll down to the next level of at-
tributes. These are the planes along
which objects can be skewed. Under
X Plang, enter 1000, and leave all the
others at 0.

At frame 25, set theevel to 100.

Next, animate the position of the object.
SelectPositionfrom the Properties
Menu, and add key frames at frames 20
and 30.

At frames 1 and 20, view the coordi-
nates in the Location Toolbar for
Position. They should all be set to 0. At
frame 30, set the X coordinate to 1500.

Click Play to preview the animation.

Fis

|
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Token Size (G)

The Token Size (G) effect is especially easy to use because you only have to make mqst of
the settings once, and then all you have to change in the key frames is the value for Lavel.
Learn to make your money grow in this tutorial. (Settings: 30 frames, 15 fps)

To apply the Token Size (G) effect: Fs

1 |Insert a string of dollar signs, divided up EI
in 3 rows. Rotate it slightly on the X

q . | el dustiea L el
axis so that it leans back. = O = |
L =
2 In the EasyPalette file directory, select = ﬁ FFEE.FL; s

Object Effects: Token Size (@n the
Attribute Toolbar, click thé=/X button. I’f_“!er___tl *’I_"Er___tl iJ_ﬂ'_:IV
Token Size (Gappears on the Proper- = - =
ties Menu.

3 On the Timeline Control, add key
frames to frames 15 and 30.

4 At frame 1 of the animation, set the
Level to 0. SelecRandomfor the
Action Sequence

5 UnderAcceleration, selectNormal. Set
the Overlap to 50, which makes each
object begin moving after each previous
object has completed half of its motion.
SelectCenteras theScaling Center

6 Scroll down to the next level of at-
tributes. Here’s where you specify how
large and in which direction your objects
grow. ForX andY Values, enter 200.
For Z Value, enter 500.

7 At frame 15, set theevel to 100, and at
frame 30, set theevel to 75.

8 Click Play to preview the animation.
The dollars should grow fully to the
specified size in random order, and then
some of them should shrink again.
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Twist

This effect lets you coil up a title in a number of different directions and styles. Twist the
object beyond recognition along the X or Y axis, or make the title coil out towards you
along the Z axis. In this project, learn how to combine the Twist effect with a basic Size
animation for extra impact. (Settings: 30 frames, 15 fps)

To twist an object:
1 Rotate the object slightly on the Y axis. Y,

2 In the EasyPalette file directory, select
Object Effects: TwistClick theF/X
button on the Attribute Toolbafwist
appears on the Properties Menu.

3 On the Timeline Control, add a key
frame at frame 30.

4 At frame 1, on the Attribute Toolbar,
selectLeft only as the twisType. This
twists the object starting with its left
side. Select Z as th&xis so that the
depth of the object is twisted, and set the
Skew Angleto O.

5 At frame 30, set th8kew Angleto
-360.

6 On the Standard Toolbar, click tBéze
Object button.Scaleshould appear on
the Properties Menu. On the Timeline
Control, add a key frame at frame 30.

7 At frame 1, the Size coordinates on the
Location Toolbar should be 100 (de-
fault). At frame 30, set the Z coordinate
to 1000.

8 Click Play to preview the animation.
The title should twist clockwise and coil
towards you.
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Transition Effects

This new plug-in category lets you make a striking statement by replacing one text or
graphic object with another in a variety of entertaining ways. Explode your text to form

completely different text, or have one text squash another. You can also make one texl
St,

bump the other one off the screen. All this can be done in a few easy steps with the Bl
Bump and Jump effects.

Blast

Have fun exploding an object, and then have the pieces come back together to form
something new. The easiest way to apply this effect is to apply a Blast preset from the
EasyPalette. For more advanced users, the many variables on the Attribute Toolbar al
you to control the effect to amazing detail. In the following tutorial, we’ll explode a
graphic and have it turn into text.

To apply a Blast transition: F'u:—;|

1 Insert a graphic object into the Edit f— %
Window. Selecflransition Effects: Blast <] 1l ol ™ tssnigesl [ Asesss il.'-.l:-e =] iu |
from the EasyPalette file directory, then

on the Attribute Toolbar seleBast : H iﬂ ﬂ' ﬁ Iﬁ

from the Style list. -
2 On the Attribute Toolbar at frame 1, i""" ﬂ' [« & i-‘" E =

clear theUse Original option. Then,
underTarget, click the Text Object
Target button. In the dialog box that
appears, enter the text object that you
want to replace the original object.

3 Set theShapeto Sphere,and the
Collapse Typeto All.

4 Scroll down to the next level of at-
tributes. Set th&ize of the pieces to 5
and theAction Sequenceto All. The
Level should be 100 by default.

5 Scroll down to the next level of at-
tributes. SelecBwirl as theMovement
Type.

6 Click Play to preview the animated
sequence.

a
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Bump

This transition effect can add expression to those pressing statements that simply must be
made, or simply emphasize the main point by having it push another object away. In this
example, have the main text bump a graphic out of the way.

To apply a Bump transition: ‘__m -
1 In the EasyPalette file directory, select — : :
Transition Effects: Bumghen on the EE r = Hmi_ = iuw § I|.-_u Pf-l

Attribute Toolbar, seledump from the g
Style list. Jroown =] iu ,i o ﬁ I Boup ™ Ao ipecng

2 On the Attribute Toolbar at frame 1,
clear theUse Original option, then
click the Text or Graphic Object
Target button undefTarget to insert an
object that you want to replace the
original.

3 Make sure that thieevel is 0, and set
the Compressionvalue to 50.

4 If the target object appears on the
screen, set thimitial Position of the
target object to 300, or until it disap-
pears off the screen.

5 Scroll down to the next set of options on
the Attribute Toolbar, and seleletom
Left as theDirection in which you want
the transition to take place.

6 Move the Timeline Control to the last
frame of the animation. Set thevel to
100.

7 Click Play to preview the transition.




User Guide

Jump

Stomp out one text object with another with the Jump effect. You can also give it a
realistic bounce and rebound as one text falls on the other. This example shows you hgw
to combine this effect with the Show/Hide function so that a second message shows upg at
the end of the transition.

To make one object stomp on another: 5

1 |Insert an object, then selédtansition = -

Effects: Jumgrom the EasyPalette file i | S
directory. On the Attribute Toolbar,

chooseJump from theStyle list. Eﬁ Fmﬂﬂ H I g ™ Auta Spacieg

2 On the Attribute Toolbar, clear thése
Original option, then click th@ext or
Graphic Object Target button under
Target. Insert an object to replace the
original. The object above the original
changes in the Edit Window.

3 On the Attribute Toolbar at frame 1, set
the Bouncevalue to 30. If the target
object is visible, set thimitial Position
to about 300, or so that it disappears off
the screen.

4 Move to the last frame of the animation,
add a key frame, and set thevel to
100.

5 Insert a new object. On the Attribute
Toolbar, selecNone as the transition
Style. Adjust the object’s position at
frame 1 so that it doesn’t overlap with
the first object.

6 ChooseShow/Hidefrom the Properties
Menu, and add a key frame to frame 30
of the animation.

7 At frame 1, click theShow/Hide button
on the Animation Toolbar, so that the
object disappears. At frame 30, click it
again so that the object reappears.

8 Click Play to preview the animation.
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Global Effects

This category of effects can enhance the quality of your text or graphic object. A wide
variety of options lets you give your 3D objects an eerie aura, set them on fire, or cast a
shadow, among others. These effects are different from Object effects in that when you
apply one of them to your project, it is applied to all of the objects in it.

Fire
Make red hot titles that burn and mesmerize, make a cool title that drips with icicles, or

even make the title ooze with neon green goo. All this is possible with the Fire plug-in. In
this tutorial, learn how to animate a basic fire effect. (Settings: 30 frames, 15 fps)

To burn an object: Fis

1 SelectGlobal Effects: Firein the E
EasyPalette file directory, then click the

F/X button on the Attribute Toolbar. ﬁ ﬁ E“%-I r"'—‘ﬁr

Fire appears on the Properties Menu. - Flama Cokonr
iﬂh:l ?e% -
2 On the Timeline Control, add a key = o

frame to frame 30.

3 At frame 1, set th8trength to 10 and
the Amplitude to 10.

4 Set theDirection to 90 to make the
flames go straight up, and enter 2 for
the Soft Edgevalue.

5 Enter 10 foiLength and 1 forOpacity.
Then customize the colors of the flame
by clicking on the color boxes.

6 At frame 30, set the flame to full blast
by entering 200 fo6trength and 100
to Amplitude.

7 Set the_ength of the flames to 50, and
increase th®pacity to 75.

Click Play to preview the animation.

[ee)
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Glow

This plug-in lets you give any type of aura to fit the mood of the project. Make your objgct
radiate with a luminous glow of the nuclear age, or you can give it a halo of goodness.
One of the things you might want to try with your object is to have it shine like a light.

The following tutorial demonstrates how to make an object blink on and off. (Settings: 30
frames, 15 fps)

To make a blinking title:

1 Make a bright-colored title against a
dark background.

2 SelectGlobal Effects: Glowfrom the F e
EasyPalette file directory, then click the
F/X button on the Attribute Toolbar. EI

Glow appears on the Properties Menu. % H Eﬂ‘_g :_T
.- - [ |

3 On the Timeline Control, add key
frames to frames 1 and 30. At these key
frames, set th#Vidth of the glow to 2,
the Transparency to 0, and th&oft
Edgeto 6. Select a brigt€olor for the
glow.

4 Add key frames at frames 5, 15, and 20.
These should all have the same at-
tributes as those in frame 1.

5 Add key frames controls to frames 7, 13,
22, and 28. At these key frames, set the
Width of the glow to 0. This makes the
glow disappear.

6 Click Play to preview the animation.
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Motion Blur

With this effect, you can make an object look as if it were zipping around at super speeds
bouncing with energy. These and many more whisks of motion are possible with this plug-
in. If you want to try this with an animated project, it is recommend that you use the least
complicated settings for the animation. The following tutorial takes a look at combining
object position with the Motion Blur effect. (Settings: 30 frames, 15 fps)

To apply Motion Blur to an object:

1 SelectPositionfrom the Properties
Menu. On the Timeline Control, add key
frames to frames 12, 18, and 30.

2 At frame 1, set the X coordinate to -600.
The Y and Z values should be 0. At
frames 12 and 18, change the X coordi-
nate to 0. At frame 30, change the X
coordinate to 1000.

3 In the EasyPalette file directory, select ~ F#

Global Effects: Motion BlurClick the EI
F/X button on the Attribute Toolbar.

Motion Blur appears on the Properties [I-'Ew = ﬁ“-.m I | ﬁ ﬁ ﬁ'

Menu. :
4 At frame 1, on the Attribute Toolbar, [+ = if'“ g ﬁ i'l §

selectContinuousas theType, and set
the Path to Straight

5 SetDensity to 5, and_ength to 20. Set
the Direction to 180, which makes the
lines horizontal.

6 Scroll down to the next level of options
on the Attribute Toolbar. S&ail to 30
and theConvergevalue to 0.

7 Add key frames at frames 10, 12, 18, 20,
and 30. They should all have the same
attributes as in frame 1.

8 For frames 12 and 18, change Tiadl
length to 0.

Click Play to preview the animation.

[(e]
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Shadow

You can give your object a shadow, then animate it easily after making just a few settings.
In addition to making the gray shadows of real life, you can make colorful shadows, or
have an object cast a negative shadow on a dark background. In the following tutorial,
make an object float away, leaving its shadow behind on the ground. (Settings: 30 franjes,
15 fps)

To animate an object and its shadow:

1 Rotate your object so that it appears to
lie somewhat flat on a surface.

2 On the Standard Toolbar, click the
Move Object button. On the Timeline &%
Control, add a key frame to the last
frame of the animation.

3 At frame 1, the X, Y, and Z coordinates
should remain 0. At frame 30, enter 270
for the Y coordinate, or enter any other
value that makes the object move off the
screen.

4 SelectGlobal Effects: Shadofom the FAX ﬁﬁ r’;ﬂg ':‘_.‘T

EasyPalette file directory. Click tH&X EI
button on the Attribute Toolbaghadow
appears on the Properties Menu.

5 On the Timeline Control, add a key
frame to the last frame of the animation.

6 At frame 1, on the Attribute Toolbar,
enter 5 forX Offset andY Offset.
Enter 3 forSoft Edge

7 At frame 30, enter 600 fof Offset.
Enter 40 forSoft Edge

8 Click Play to preview the animation.
The object should float up and off the
screen, while the shadow remains
behind. If it looks like the shadow is
moving up and down, adjust tive
Offset value for the last key frame.




Path Editor

With Path Editor, Ulead COOL 3D now makes it possible to create and edit vector

graphics without having to worry about importing images from other programs. Not only
can you create your own shapes, but you can also take letters that you've typed in, and
edit them as vector graphics. And of course you have the ability to import a background,

such as a logo, so that you can trace over the section that you want, then enhance the
original logo with 3D flair.

To access Path Editor, click thesert Graphics button on the Object Toolbar. This
opens the Path Editor windov ]

Attribute Toolbar

I |

Ep Y sl TR R FEE 0 a

Binjsin

Tool Panel ' —1— Workspace

[P e |

[new] ot | coes]

The basics of vector graphics

In Path Editor, you create shapes that are vector graphics. Vector graphics differ from
raster graphics, or bitmaps, in that they are composed of lineaths that are con-

nected to one another hpdes Therefore, when you create or edit them, you work only
with the paths and nodes, rather than with the color and texture attributes that you may
want them to have. Simple shapes are composed of a path with few nodes, while more
complex shapes are composed of a path with many nodes.

Path Editor gives you many tools that you can use to draw and edit paths and nodes, and
even to convert raster to vector graphics. To@ Panelgives you a variety of functions
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that you can use to edit and create a shape. Every time you select one of these tools, re
Attribute Toolbar changes to give you the options for that tool. Familiarize yourself wit
some of the tools in the following pages.

A simple shape with few nodes (left) and a
complex shape with many nodes (right)

Using the Shape tool

With the Path Editor, you can create both regular symmetrical shapes, such as squaref and
circles, as well as more complex polygons and stars.

To create a shape object: El
1 Click theShapetool from the Tool
Panel. The Attribute Toolbar changes to
display the various shapes you can
choose from, as well as how the shape is
created.

2 Select the shape you want to use from |
the Attribute Toolbar, then select the O | O |C] Iﬁ'
drawing options for creating that shape
by clicking any of these three buttons: & |
o Draw From Center Creates the shape

from the center moving out. If not selected,
the shape is created from the top left
corner down as you draw. EI
o Equal Sides Ensures that the sides of the
shape are all of equal length.
o Fixed Size Allows you to specify the exact IE |5|:| ﬁ ] IEU ﬁ
width and height of an object in the
neighboring Width and Height boxes.

3 Click on the area of the workspace
where you want the shape to appear, and
drag. As you drag, a shape is created
based on the attributes that you speci-
fied.
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Using the Object tool

Once you have created an object, you can move and manipulate it in a variety of ways
with theObiject tool. This allows you to select objects and then move, resize, and distort
them anywhere within the workspace.

* To select a single objegtclick theObject Ll
tool button on the Tool Panel, and then click
anywhere along the path of the object that you
want (a hand icon appears whenever your
cursor moves over a path).

* To select multiple objects hold down the
Shift key as you click each object. The
bounding box changes each time to encase all
the selected objects. You can also drag in the
workspace to form a selection area that
includes all of the desired object. Once
selected, you can move them as one, or resize
them equally.

The Object tool provides five options on the Attribute Toolbar for resizing, rotating, and
reshaping objects:

* ResizeAllows you to drag on the nodes of a ﬂ
bounding box to enlarge or reduce the size of —=
an object. Click th&eep Aspect Ratio _l
button to maintain the proportion of the object
when resizing.

* Rotate Lets you rotate the object by directly @
dragging a corner of the object’s bounding
box. As you rotate, the degree of the rotation
is displayed in th&otation Angle spin boxat
the end of the Attribute Toolbar. For finer
adjustments, use this spin box or enter the
degree of rotation directly. To set a different
center of rotation, drag the crosshair to the
desired position. To reposition it at the center
of the object, click th&®eset Rotation Center ﬂ
button.

e Slant, Perspective, DistortAllow you to jl El il

adjust and skew your object by dragging on
the control nodes of an object’'s bounding box.
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Using the Path tool

The Path tool allows you to create shapes based on a series of straight or curved lineg.
You can manipulate these lines as you draw or edit them at a later time.

To create a path object:

1 Click thePath tool button on the Tool EI
Panel. The Attribute Toolbar changes to
display the options for drawing a path.

2 Select the type of path you want to draw
from the Attribute Toolbar. Draw either d il

in straight or curved line segments by
clicking the appropriate button on the
Attribute Toolbar. (You can switch
between linear or curved segments as
you draw, depending on the type of path
you want to create.)

3 In the Edit Window, begin drawing the
shape you want to create. Each time you
click your mouse, a node is placed in the
Edit Window, and a line segment is IR
automatically drawn connecting the two
nodes. If you select tHeraw Line
option, then only straight line segments
are created every time you click on the
workspace. If you select thzraw
Curve option, curved segments are
created each time you click and drag on
the workspace. When you do this, two
handles appear on either side of the
node, allowing you to stretch, pull or
turn the curve.

4 Click theClose Pathbutton on the ﬂ
Attribute Toolbar to end your shape.
Path Editor automatically draws a line
connecting the end of the last segment
to the beginning of the shape.
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Using the Freehand tool

The Freehand tool allows you to create any kind of shape you want by allowing you to
draw it with your mouse or pressure sensitive pen tablet. This can be useful for tracing
over elements in a background image, such as a logo. Once you have finished drawing
your path, Path Editor then places nodes in positions on the path based on the accuracy
that you specify on the Attribute Toolbar.

To create a freehand object:

1 Click theFreehandtool button from the £I
Tool Panel. The Attribute Toolbar
changes to display the options for
drawing a path.

2 Move to the Edit Window and begin
drawing the shape you want to create or
trace. As you draw, a line appears in the
Edit Window. To draw continuously,
keep your mouse button down as you
drag. If you release the mouse button
you end a segment. You can then create
a new segment by clicking in another
area of the Edit Window. When you
create a new segment, it automatically
connects to the end of the previous ﬁl
segment.

3 Click theClose Pathbutton on the
Attribute Toolbar to end your shape. A
red line appears following the path you
have drawn. Path Editor uses this line to
determine how many nodes to place on
the resulting path. To have the line more
closely follow what you have drawn,
increase the value in thccuracy spin
box on the Attribute Toolbar. . . .

4 When you are satisfied with the accu-
racy of your path, switch to th@bject
tool, or click outside the area.
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Adjusting paths

Whenever you create an object, its shape is defined by the path you draw. Once creat
you always edit it using the Adjust tool.

To adjust a path:

1 Select theddjust tool from the Tool il
Panel. The Attribute Toolbar displays
the options for adjusting a path. Nodes
also appear on the path of the selected
object.

2 Select theddjust Path button, and click El
any node on the path of the object. The
node changes to black to indicate it is
active, and control handles appear on
either side of the node.

3 Change the shape of the path by drag- " mam
ging the node or one of the control
handles. Dragging the node repositions
it, while dragging a control handle
changes the curvature of the path around
the active node and between its adjacen
nodes. Control the behavior of these
nodes and curvatures with one of five
buttons on the Attribute Toolbar:

o Curve Segment Changes the curvature of
a path between the active node and its
adjacent nodes.

Adjusting a node (left) and a control
handle (right)

o Line Segment Changes the shape of the
path to a straight line segment between the
preceding node and active node.

o Symmetric Curve Changes the curvature
of the path between the active node and its
adjacent nodes, keeping the control
handles fixed in a linear path and equal in
length. This option is best for making
general changes to a path’s curvature.
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o Smooth Curve Changes the curvature of
the path between the active node and its
adjacent nodes, allowing you to change the
length of the control handles independently
from each other (they still remain on a
linear path). Use this option for greater
control over the curvature with respect to
the adjacent nodes.

o Cusp Curve Changes the curvature of the
path between the active node and its
adjacent nodes, allowing you to move one
control handle at a time. This is useful
when you want to change the curve on one
side of the path without affecting the other.

Viewing paths and images

Click theZoom tool to move in and out of your images as you trace them or to get a better
view of path nodes as you edit the O‘l

* Drag theZzoom Ratio slider on the
Attribute Toolbar until you have the 11 Ak
view you want. Once you have zoomed “ Pttt
in, use the scroll bars on the edges of the
workspace to navigate your image.

* Drag the cursor directly in the
workspace to create a rectangular zoom
selection. This zooms automatically into
the desired area.

¢ Click the1x1 button to go back to an
actual view of the path you are editing. El
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Tracing and converting raster images

Path Editor makes it easy to create a 3D object that is tailored to your specific design
needs. By giving you the ability to trace over a background image or to convert a raste
image to a vector graphic, you have many creative possibilities for incorporating 3D
elements seamlessly into your original graphic or logo.

To trace over a background image:

1 Click thelnsert Background Image
button. In the dialog box that appears,
select an image file that you want to
trace (*.BMP or *.JPG). CliclOpen,
and the image appears in the Edit
Window.

2 Trace the desired part of the image with
the Shape Path, or Freehandtools.
You can use a combination of these
methods.

3 After you have roughly traced the shape, 7
clear theShow backgroundoption to |
get a clearer view of the path. Then, use
the Adjust tool to refine the path. You
can always select tHghow background
option to check your adjustments against
the background image.

4 When you have finished making
adjustments and closed all paths, click
OK. The graphic you just traced appears
in the workspace of the main program.
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To convert raster graphics to vector

graphics:

1 Click theConvert to Vector button. In
the dialog box that appears, select an %l
image file that you want to convert, then
click Open.

2 In the Convert To Vector dialog box, a
preview of the traced path is displayed
on the window to the right. Adjust the
following variables to get as close as
possible to the tracing that you want:
o Tolerance Sets the accuracy of the

tracing. A lower value results in greater I e il

accuracy. Va1 i
e

:

o Jump point Determines the smoothness
of the curves used for tracing. A lower
Frp-eil 1R
value creates smoother curves. s
o Threshold Sets aluminance value for :
deciding which pixels to include in the —
trace. All pixels whose luminance value

falls below this are included.

3 After you have made your settings, click
OK. The raster image appears in the
background with the vector tracing on
top of it.

4 Deselect th&how backgroundoption
at the bottom of the Path Editor window.
The raster image disappears, leaving the
vector path clearly visible.

5 Edit the path if required, then cli€BK.

Tip: For best conversion results, use simple, flat
images with little or no complex shading. When making
Convertto Vector settings, try specifying slightly
higher values for Tolerance and Jump point . This will
expedite the tracing process.




Ulead COOL 3D offers you great flexibility in how you output your project. Whether yol
want to use your project in a video, on a web page, or simply as a graphic element for g
document, you have a large variety of options to choose from.

Outputting your prc

Saving your project

When you have finished editing your work, you can save it in the Ulead COOL 3D formjat
(*.c3d). This allows you to reopen the project in Ulead COOL 3D for further editing and
revision. If you want to output your project as an image, Web animation, or video file,
take a look at the following pages for more information.

Creating image files

You can output your saved project to a variety of image formats: BMP, GIF, JPEG, and
TGA. The following section will give you an idea of what quality you can expect with
each file type, along with some of the options you have for the respective formats.

* BMP saves your image with high quality
and no data loss. However, the trade-off
is that you end up with a large file size.
Generally, this is the most appropriate
format if you want to make high quality
and high resolution graphics.

* GIF saves the image at small file sizes,
depending on the compression you apply
to it. This is the format most commonly
used for Web pages and is most appro-
priate for graphics and illustrations that
are relatively small and do not contain a
lot of tonal nuances. When saving an
image in this format, you can choose
how many colors you want the engine to
recognize. A smaller number of colors
generally results in smaller file sizes, but
in some cases might compromise the
guality of the image. You can also set the
background to be transparent, so that
when you place the image on a Web
page, the background of the Web page
will appear as the backdrop for the
image.
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* JPEG saves your image in a compressed
format resulting in a small file size, but
the data loss inevitably results in
decreased quality. This is also commonly -
used with Web pages because of the file
size. Photographic images and images :_. "
that contain many tonal gradations are
most suitable for this format. When
saving in this format, you have the

options of setting the resulting quality of
the image and the image resolution,
among others.

* TGA saves your image or project with
an alpha channel. What this means is

that you can use it in a video clip, in the

title for example. When you select the

Transparent Backgroundption, an

alpha channel blocks out the entire

image except for the 3D object. You can L"’ ‘l"'
then use this as an overlay for your base
video with your video editing program.

Creating video files

One of the great things you can do with Ulead COOL 3D projects is output them as
videos (AVI and MOV formats) to be used in your digital videos. Using a video editor,
such as Ulead’s award-winning MediaStudio Pro, you can add your animated project to
your video clip. To save your project as a video file, chdk: Create Animation Files:
Video File. New extended video output options allow you to tailor exactly how you want
to output your project in the video format of your choice. These are accesse8avéhe

As Videodialog box by clicking th®©ptions button. The following gives you a brief
description of the four categories.

Voo rm Cpims 5]
* Frame Allows you to select the type of e e
frames you want for your video (digital L |
or analog). With the new DirectX Media o WL
6.0 installed, you also have the option to e T
automatically view the video after it has e I‘"I_"‘
been generated. s -
[ ) e | b |
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. vt s O KI

* Generallets you specify key aspects of — e
your video, such as frame rate and frame [—
size. [T | < |

. . . ) rawe %) Trueer]

* AdvancedContains options to optimize :“"'"‘_‘:_‘:__E_:" s
playback of the video file, based on the oy M
intended output device. " Pse

. : . BNy ;

* CompressionLets you specify options T

particular to the selected video codec. Torme.. ] o] come |

Creating animations for the Web

Ulead COOL 3D lets you output your animated projects in formats appropriate for
viewing on Web pages: GIF and RealText 3D. If used wisely, these can be a good way
attract the attention of Internet surfers or simply to enliven your Web pages.

GIF animation

Many animations that you see on the Web are animated GIFs. This version of Ulead
COOL 3D provides you with extra controls to create a GIF animation that suits your
needs. Here’s an introduction to some of the new features that you can find, all of whic
are accessed by clickirigle: Create Video Files- GIF Animation File.

* Colors Specifies the number of colors to
create in the global palette of each

- g . J L2 E Fr—
frame, based on the colors in that image. o oasits
A smaller number of colors helps to s i
reduce file size, but sometimes at the ifm
cost of image quality. =
* Frame delayThe time that each frameis | |
displayed before moving to the nextone. oo 7
* Looping Sets the number of times that — T g |

the animation plays. If this is not
selected, the animation plays infinitely.

[ i | [ B T
] v - |

P ] Ll s B R
L P s il

* Transparent background Removes the
background of the GIF, so that only the

3 Cmid ol e
W Plmmryy. s g e

—

-

3D objects can be seen. When placed on
a Web page, the background of that page
shows through instead.

D P
e ]
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* Preview after savingGives you a
preview of the animation in your default
browser after saving.

* Create global paletteBuilds a global
palette, based on the colors of all of the
images in the animation combined.
Doing this can reduce size, but again,
you should see if this produces the

quality that you want. e AR,
* Remove redundant pixelsTakes away Pt LD i THag e
pixels that are common to all frames in e T o
the animation. This reduces file size. by Niitee i
 Show status reportDisplays file size iy iy
and other vital stats of the animation : T -] e
before and after optimization. Bwen | dwien || Zew ]| el |

¢ Launch Ulead SmartSaverlLets the
program automatically detect and run
Ulead Smart Saver, a program that helps
you create and optimize animations
saved in JPEG, GIF, and PNG formats.

RealText 3D

You can now output your animations in the RealText 3D file format (*.r3t). This new
format stores your animation while maintaining small file sizes, thus making it optimal for
display on a Web page. To output an animation in this format, us@eh&xport To

RealText 3Dmenu command. Once you've saved it, you can preview it in your default
browser.

Note : Exporting your project to this file format can Ese3d 3t 3d o] .3t
result in the loss of the following attributes: texture,
bevel, light, color, background image, and camera. =il |
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Shortcuts
Main Program

Function Shortcut keys Description
File: New Ctrl + N Opens a new document
File: Open Ctrl +O Opens an existing project file (*.C3D)
File: Save Ctrl +S Saves the current file (in *.C3D format)
File: Import Graphics F5 Imports vector graphics (* WMF or *.EMF)
File: Print Ctrl +P Prints the current document
Ctrl +Z
Edit: Undo OR Undoes the previous action
Alt + Backspace
Edit: Redo Ctrl +Y Redoes the previous action that was undone
Ctrl +X .
. Cuts the selected object from the current document and
Edit: Cut OR laces it in Windows Clipboard
Shift + Delete places itin Windows tlip
Ctrl +V . ) ) .
Edit: Paste OR :lif:i ggcztr)%zﬁfrom Windows Clipboard into the
Shift + Ins
Edit: Delete Ctrl + Del Deletes the selected object
- Opens the Ulead COOL 3D Text dialog box and inserts
Bdit: Insert Text F3 text from Windows Clipboard
N Opens the Ulead COOL 3D Text dialog box containing
Edit: Edit Text Fa the text of the selected object
Image: Output Preview E8 Rengers the current frame at the selected Output
Quality
Move Object A Selects the Move Object tool from the Standard Toolbar
Rotate Object s Selects the Rotate Object tool from the Standard
Toolbar
Size Object D Selects the Size Object tool from the Standard Toolbar
Select Front Face Q Selects/Deselects the front face of the object
Ctrl +Q .
Select Front Face OR Selects the front face of the object and deselects all

exclusively

Shift +Q

other faces




Ulead COOL 3D 3.0

Select Front Bevel Face w Selects/Deselects the front bevel face of the object
Ctrl + W .

Select Front Bevel Face OR Selects the front bevel face of the object and deselects

exclusively Shift +W all other faces

Select Side Face E Selects/Deselects the side face of the object

. Ctrl +E . .

Select Side Face OR Selects the side face of the object and deselects all

exclusively Shift +E other faces

Select Back Bevel Face R Selects/Deselects the back bevel face of the object
Ctrl +R .

Select Back Bevel Face OR Selects the back bevel face of the object and deselects

exclusively Shift + R all other faces

Select Back Face T Selects/Deselects the back face of the object
Ctrl +T .

Select Back Face OR Selects the back faces of the object and deselects all

exclusively Shift +T other faces

Stop animation Esc Stops playing the current animation sequence

Help F1 Displays Ulead COOL 3D help topics for menu items

Context Sensitive Help Shift + E1 Displays brief help topic upon clicking any one of the

features in the program

Limit object movement to
single axis

Shift + Move/Rotate/Size
Object by dragging in
edit window

Fixes the object's position on all axes except the axis
of the initial motion

Path Editor

Function Shortcut keys Description

Delete path Ctrl + Del Deletes the selected path

Undo Ctrl +Z Undoes the previous action

Redo Ctrl +Y Redoes the previous action that was undone
Zoom in Ctrl +"+" Zooms in on the path or image in the workspace
Zoom out Ctrl +"-" Zooms out of the path or image in the workspace
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3D geometric shapes
adding and editing 27
Geometric Toolbar 5, 9

A

Adjust tool 67
animation, creating 29, 31
adding/deleting key frames 28
animating light and color 33
basic tutorial 31, 32
basics 28
Current Frame 28
Frames per second 29
key frames 29
Loop Mode 29
multiple objects 35
multiple objects tutorial 35, 36
multiple timelines 34
multiple timelines tutorial 34
Number of Frames 29
Ping Mode 29
Properties Menu 28, 29
reverse frame sequence 28
Show/Hide 29
Smooth Motion Path 28
Timeline Control 28
timelines 29
animation, previewing 29
Animation Toolbar 9
Attribute Toolbar 10

axes, three-dimensional space 17

background
adding 25
Bend plug-in 43
Bevel Effects 38
bevel style, basic 23
border 24
depth 24
extrusion 24
precision 24
weight 24
Blast plug-in 55
Board plug-in 38
Bump plug-in 56
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c

cache view 6, 14
color 20
animating 33
applying to individual object faces 23
cone 26
Control Line 37
cube 26
Custom Bevel plug-in 38
cylinder 26

D

Dance plug-in 44
dimensions
menu command 13
setting 13
user-defined 13
using background size 13
Web and video standards 13
display quality 13
menu command 13
object precision 14
output quality 13
Distort plug-in 45

E

EasyPalette 10, 11
features 11
file directory 11
thumbnail pane 11
Edit Window 10
Explosion plug-in 46

F

file formats

AVI 72

BMP 71

C3D 71

GIF 71

JPEG 72

DirectX file format 26

MOV 72

R3T 74

TGA 72
Fire plug-in 58
Frame plug-in 40
frames per second 29
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G specular 20

. Location Toolbar 9
Geometric Toolbar 9

GIF animation 73, 5 M
global attributes 37
Global Effects 58
Glow plug-in 59
graphics, adding N
3D geometric shapes 26
Microsoft X file format 26

Motion Blur plug-in 60
Motion Path plug-in 46

new features 5

overview 25 nodes 62
Path Editor 25 0
symbol-type fonts 26
vector graphics 25 Object Effects 43
Object List 12, 15
H Object Manager 5, 10, 15, 16
HAL rendering 13 object style
help 6 color 20
technical support 6 editing 20
Hollow plug-in 41 light 20
Object Toolbar 9
I objects
image files, creating 71 basic movement 17
image optimization g‘:(')it")ri‘r?g 1?6
Ulead SmartSaver 74 Object Manager 10, 16
Imprint plug-in 42 renaming 16
. . rotating 17
installation 7 selecting 15, 16
J ungrouping 16
Jump plug-in 57 P
K Path Animation plug-in 48
Path Editor 5
key attributes 37 Adjust tool 67
key frames 6, 29 adjusting paths 67
adding and deleting 28 Attribute Toolbar 62
definition 29 changing perspective 64
for plug-ins 37 converting bitmap images to vector graphics 70
global attributes 37 distorting objects 64
key attributes 37 Freehand tool 66
key frames and timelines importing a background image 69
working with 29 Object tool 64
overview 62
L Path tool 65
. regular shapes 63
light 2bo 20 regizing objgcts 64
:mmftri]:]g 33 rotating objects 64
mode 21 Shape tool 63

slanting objects 64

positioning 21 Tool Panel 62



tracing a background image 69
vector graphics, overview 62
Zoom tool 68
Path tool 65
paths
overview 62
paths, creating
closed paths 65
curved lines 65
Freehand tool 66
Path Tool 65
straight lines 65
paths, editing
curved path segment 67
cusp curves 68
line segment 67
nodes 67
smooth curves 68
symmetric curves 67
plug-in effects
overview 37
plug-ins, categories
Bevel effects 38
Global Effects 58
Object Effects 43
Transition effects 55
plug-ins, individual
Bend 43
Blast 55
Board 38
Bump 56
Custom Bevel 38
Dance 44
Distort 45
Explosion 46
Fire 58
Frame 40
Glow 59
Hollow 41
Imprint 42
Jump 57
Motion Blur 60
Motion Path 46
Path Animation 48
Shadow 61
Surface Animation 49
Token Move (G) 50
Token Rotate (G) 51
Token Size (G) 53
Token Skew (G) 52
Twist 54
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presets
applying 11, 12
backgrounds 12
basic motion 12
camera 12
compositions 12
shapes 12
Studio presets 11
symbols 12
previewing animations
cache view 14
Properties Menu 28, 34
pyramid 26

R

RealText 3D 74
running Ulead COOL 3D 7

S
saving a project 31
saving projects 71
selecting objects
multiple objects, Path Editor 64
Object Manager 16
Object tool, Path Editor 64
single object, Path Editor 64
Shadow plug-in 61
Show/Hide 29
size
object 19
project 13
sizing objects 17
sphere 26
Standard Toolbar 9
Surface Animation plug-in 49
symbol-type fonts 26

T

text object
adding 14
editing 15
Text Toolbar 10
Text Toolbar 10
texture 22
applying 22
applying to individual object faces 23
wrap 22
texture map 22
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timeline 29 W
multiple timelines 30
Properties menu 29, 34 Web o
Timeline Control 29 creating animations for 73

creating images for 71, 72

discussion group 6

RealText 3D 74

Ulead Homepage 6, 7
workspace

program map 8

Timeline Control 28
for plug-ins 37
functions 29
timelines
Control Line for plug-ins 37
Token Move (G) plug-in 50
Token Rotate (G) 51 Z
Token Size (G) plug-in 53
Token Skew (G) plug-in 52
toolbars
Animation Toolbar 9
Attribute Toolbar 10, 37
Geometric Toolbar 9
Location Toolbar 9, 17
Object Toolbar 9
Standard Toolbar 9
Text Toolbar 10
transforming objects
Object tool, Path Editor 64
Transition Effects 55
transparency, animated GIF 73
transparency, GIF 71
transparency, TGA 72
Twist plug-in 54

U

Ulead homepage 6
Ulead SmartSaver 74
updates 7
free downloads 7
Ulead Homepage 7

zoom
in Path Editor 68

'

vector graphics 25
converting bitmap images to 70
nodes 62
overview 62
paths 62
video
creating 72
creating overlays for 72
options 72
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