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Exercises: Keyframe Interpolation
Exploring the Graph Editor
Theory Through Practice tasks for the “Keyframe Interpolation. Exploring the Graph Editor” lesson.

1. Animate movement across path
Animate the movement of a ball from point A to point B on a straight path
Examples
[image: Shape

Description automatically generated with medium confidence]
Hints
1. Set a start and end keyframes for Position
2. Set mid point keyframes for Scale and Opacity


2. Apply smooth momentum the movement of the ball across a path 
Continuing with the previous composition, apply easing presets
Examples
[image: Shape

Description automatically generated with medium confidence]
Hints
1. Apply Easy Ease, Ease In, Ease Out
2. Separate motion in three different compositions


3. Customize the smoothness in the movement of the ball across a path
Continuing with the compositions in the previous task, change the smootness of the motion to your liking
Examples
[image: ][image: ][image: ]
Hints
· Start from Easy Ease, Ease In, Ease Out
· Apply changes to the animation curves in Graph Editor
· Separate Dimensions
· Separate motion in three different compositions


4. [image: A picture containing text, sign

Description automatically generated]Animating a yo-yo
Create an animation of the movement of the Sun
Examples

Hints
1. Animate the change of Position
2. Apply Easing and Motion Blur
3. Parent rope layer to yoyo
* Bonus: Apply Rotation. Animate stretching of the rope


5. Create animation of a monster teleporting from point A to point B
Examples
[image: A picture containing text, mask, vector graphics, doll

Description automatically generated]
Hints
1. Find/create an illustration of a monster with transparent background
2. Use Toggle Hold Interpolation

6. Bouncing ball *
Using your knowledge in keyframe interpolation and curves, create an animation of a bouncing ball 
Examples
[image: Shape

Description automatically generated with medium confidence]
Hints
1. Create using shape layer
2. Customize the animation curves in Graph Editor
3. Apply “Squash and stretch principle” of animation
4. Research online to complete this exercise

**Bonus: Add texture. Apply rotation to the texture
7. 

7. Tiny wings game**
Using the assets provided, animate a bird sliding on hills
Examples
[image: Background pattern

Description automatically generated]
Hints
1. Animate Y Position for parent object
2. Move background
3. Apply customized easing in Graph Editor
4. Match Easing of object and background

8. Generating ideas***
Create an animation of a person generating ideas. Use the storyboard as a guide to create the sequences. [image: ]
Hints
1. Use assets provided, and find additional images online/create them yourself
2. Use Opacity, Position, Rotation and Scale
3. Use the overshoot expression
4. Do not forget Motion Blur
[bookmark: _Hlk24191091]© SoftUni – https://softuni.org

image3.gif




image4.gif




image5.gif




image6.gif




image7.gif




image8.gif




image9.gif




image10.jpeg
h GASe RRRRCMOAES ML FICE THE SAHE BOWKTES TR0

—

() The Piie secain @‘H\E BT RERCALS WL FACC .
Aeoupd Ko ouuwg € TRE LOTKTIOL PRUCES. A SET oF

S RRPROACMILG THE FACT Cot WHZELS ARPGRE. > STAEL RIRTILS.

T™E Oyt RePeks Mds

. - e . T —
B THE (0G5 GERMLRNE AL der. Q) LG Bud fbmgegf'%s
STWNRes D\g{\ppat. W RSTFNIL SIRes
DGTION «» THE 1 LUGTRRTIO0 OF THE RSl s S i
Fobe unRIGHES . o U T e e




image1.gif




image2.gif




image11.png
SoftUni
Svetlina




