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Creating animations
In an interface

An animation isa part of your interface. Examples of animations
are abdloon that is being filled with air, colliding balls, etcetra
Y ou can put movegble and resizeable object like bals, lines,
and rectangles in an animation. These objects can automaticaly
change, for example their size, place, and colour, when you link
them to amodd variable.

In this chapter you learn how to create an animation in an
interface.

Editing an interface

Copying and
renaming an
interface

Selecting and copying an

An animation is always part of an interface. Therefore, to create
an animation, you firgt have to edit an interface.

Y ou are going to add the animation you are going to create to

an exiging interface. In this section, you sdlect an interface,
make a copy of it, and renameit.

The Motion application contains severa interface. Y ou can
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An interface with the same name and the extension * (copy)’ is
added to the gpplication. Check if thisis the case.
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Renaming an interface Y ou can rename the interface. To keep a clear overview of the
elementsin your application, choose a name that describes the

content of the interface
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Editing an interface  To be able to add an animation to the interface, you have to edit
the interface. This means opening its editor.
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Adding and editing
an animation

Adding a new animation to
theinterface

Y ou can creste an animation using the following generd steps
adding a new animation to the interface

- opening the animation editor
adding animation eements to the animation

- gpecifying the animation eement properties

The SIMQUEST library contains several eements to create an
interface with. An animation ds0 is such an interface dement.
Y ou can now add a new animation dement to the interface.
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Moving and resizing an

animation edement

Check if the animation gppears on in the interface. The
animation looks the same as agraph.

The animation you just dropped into the interface is probably
not on the right place of the interface. It may dso have a
different Sze you probably want it to have. Y ou can movethe
animation and changeitsSze.

I Simquest Authoring Environment

uniform motion

@

]
@

[ [Library View —ox|& v
Ba Mew Compound Model n

‘¥= Mew Equation Model —|

*24 MNew External Simulation Context

1T MNew Interface

*3v New Simulation Context

Instructional Measures

E3  Interface Elements

EHZ3  Animations

E-C1 Animation Elements
Z3 Dynamic Widgets

{1 Interface composites
3 Static Widgets
Simulation Models

Test

Etanvas Tool on: Edit: 3 Velocity motorbike with animation
File Edit Wyindow Tools Help Dehug S —

E Edit: 3 Velocity matorbike with animation

/1 Sdlect the animation.
You can seeif andement is

motorbike with initial velocity and acceleration

| mis

e el el e 2 11010 20 30 40 50 60 70 8O SO

welocity of the motorbike

[ [T— sdlected by the squaresin the
e corners of the element
F 2 Tomovethe animation,

0 sect it, hold the left mouse
o button down, drag the
element to the appropriate
place, and release the left

&

start

stap

pause

continug

reset

mouse button

.3 Toreszetheanimation,
oy sdlect one of its corners, hold
. . the mouse button down, drag

welocity meter
0- B0 mis

until the gppropriate Szeis

Opening an animation editor

reached, and release the
mouse button

Y ou now have to make the animation editable. Thisis donethe
same way as making an interface editable. Y ou do this by
seecting the animation dement in the interface and opening its
editor.
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I Simquest Autharing Environment
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Check if the animation editor appears on the screen.

Adding an animation element  Next, you have to add an animation e ement to the animation.
Animation ements are available in the library window. Y ou can
find them in the folder Animation dements. In this case, you are
going to add atriangle to the animation.
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3 Drag Triangle fromthe
Library window and drop it
into the animation

Check if the triangle gppears on the animation.

Moving and resizingan Thetriangle you just dropped into the animation is probably not
animation element  on the right place of the animation. It may aso have a different
Size you probably want it to have. Y ou can move the animation

and changeitssze.
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1 Sdectthetriangle.
You can seeif an dement is
seected by the squaresin the
corners of the ement

2 Tomovethetriangle, select

it, hold the left mouse button
down, drag the eement to the
appropriate place, and
release the left mouse button

3 Toreszethetriangle, sdlect

one of the corners, hold the
mouse button down, drag
until the gppropriate Szeis
reached, and release the
mouse button

Opening the propertieseditor  To be able to specify the way the triangle should behavein the
animation, you have to open its properties editor. Y ou open this
editor usng your right mouse button.
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FN Simquest Autharing Environment
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Specifying the animation
element properties

SIMQUEST 2.0

1 Intheanimation, select the
triangle

2 Click your right mouse button
and choose Properties

Check if properties editor appears on your screen.

Now you have added the triangle to the animation and opened
its properties editor, you have to specify what should happen
with it. Among others, you can let its Size, colour, and line width
change when you link it to amodd variable. Y ou have to
gpecify two things: the mode variable that should be linked to
the triangle, and what should change (Size, colour, etcetera). In
this case you are going to animate the Size of the triangle.

I Simquest Authoring Environment
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Sdlect the tabsheet Sze
Inthe Width area, click the
Fixed checkbox, so that it
becomes unchecked

In the variable area, sdlect the
variabletime

Click Apply

Y ou have now linked the width of the triangle to the variable
time. This meansthat on point of time 0, the width of the triangle
will be 0, and on point of time 8, its width will be 8.
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This explains why the triangle in your animation editor has
disappeared after gpplying. Namdly, the current value for the
vaiabletimeisO.

Despite the variable time being 0, you can give thetriangle a
dart Sze. This can be done by typing ahard vaue in the formula
for the width of the triangle.
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The triangle has regppeared on your animation editor.

Saving and checking
your work

Y ou have created an animation in an interface. For thisyou
edited an interface firgt, and after that, edited an animation. To

check if your animation works, you have to save both the
animation and the interface.

Saving an animation and
closing the animation editor

Y ou can save your animation using your right mouse button.

I Simquest Authoring Environment
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2 Close the animation editor
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Saving an interfaceand Y ou can save the interface the same way as you saved the
closing theinterface editor ~ animation.
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Checking your work  To check if your animated triangle indeed changes its width, you
execute the interface in which you have created the animation.
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T3 Velocity motorbike with animation
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right value (errar t)
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ocity (false)

ocity (true)
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tands still{ 2x false)
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Is]
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Findly, you can save the gpplication.

M Simquest Autharing Environment
AW Edit Window Tools Help Dehug

1 Inthe SmQuest menu,

MNew
- Load

choose File

Merge

[ Application: = uun

Save As .0
Save Selected

ulation Context

Open Learner Yiew text
ure
5

Exit
EHZd  Animations

Get velocity of motorbike at right
Get velocity of right value.

Ty of rotorbike at right value

Get velocity of scooter at right value

Get velocity of scooter at right value (2x false)
Get velocity of scooter at right value (error t)

w

=

— 2 Choose Save

I, Mew animation
B3 Animation Elements
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WWwwwwww wwlw
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5 =
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yuest Vector
B Dynamic Widgets
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BE-_1  Static Widgets

O Simulation Models

1 Test
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Get velocity of scooter at right value (true)
MC Ratio initial / final velocity (2x false)
MC Ratio initial / final velocity (false)

MC Ratio initial / final velocity (true)

MC Tire till motarbike stands still (false)
MG Tirne till motorbike stands still{ 2x false)
MC Time till motorbike stands still. (true)
Hase Summary level 1

Interface Elements

1 “elocity 2 cars (without controls and gauges)
1 “elocity car (without controls)

1 Welocity scooter

1 “elocity scooter (without controls)

2 “elocity car (without controls and gauges)

2 Welocity car (without gauges)

3 Snelheid scooter (zonder controls)

3 “elocity car {without controls)

3

BB

Tryit yourself

Summary

Y ou have animated the Size, or better the width of the animation.
Y ou can a0 try to animate other characteristics of the triangle.
For example: try to animated its place in horizontd or in verticd
direction.

In this chapter you have learned how to cregte an animation.

Y ou cregted an animation by adding the new animation eement
to an exiding interface, opening its editor, and filling it with
animation dements. Next you animated the animation eement
by firg determining what part of the dement should change and
next linking amodd variableto it.

Creating animations
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