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Using Blender 2.7 for Animation - Part 14 - Animating a Rigged Creature
REQUIREMENTS: Finish 3da13
· Open 3da13 (You have to be done 3da13 for 3da14 to work), then File, Save As, on the left click your home drive (such as H: or T:\username), then in the second box name it 3da14 Animated
· Select the armature (the bones)
· Change to Pose Mode
· Right-click the bone you want
· Push ‘r’ key for rotate, then click where you want it
· To make a new keyframe automatically:
· Change keyframe type to Whole Character (if you don’t see it, start typing it then click it, or find it will the scroll wheel):
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· Click Record
· The record button will stay down (dark)
· Now change to the time when you want a different pose, then rotate the bone you want to rotate

Character Project
· Make sure your character communicates something (wave, nod, anything so someone can tell what it is doing)
· Make 3 or more keyframes
· Render (for instructions, see “Video settings for all Blender projects (except change Output part # to the # we are on)”—h.264, Browse to T:\username, name it 3da14 video)
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