KeyTrails2 – a George Script for Aura2™ (only)

By Steve Bowie

Why ‘KeyTrails’?

KeyTrails.grg version 1 started out as a workaround.  I ran into a problem while writing an Aura™ tutorial.  The lack of a ‘trails’ function in the KeyFrame filter was hindering me.  The KeyFrame filter is great at what it does, but it didn’t offer what I was looking for.

Among other things, the KeyFrame filter offers motion blur – but this has several limitations.  First, the motion blur effect is restricted in length.  Second, even the final frame of the animation is blurred, meaning you can’t ‘slide’ a brush into a ‘sharp’ final rest position.  

Too, even in Aura2 there’s no way to use KeyFramer spline curves to lay down successive copies of a brush along a path.  This can be done using the Stroke Recorder, but then you lose the ability to define nice smooth spline curves (unless your hand is a lot steadier than mine.)

The Stroke recorder also lacks several other important features of the KeyFrame filter – the ‘align’ function, and keyframe-able opacity and 3D rotation values!  So, for example, it would pretty much be impossible to have Aura lay down a trail of arrows that ‘semi-automatically’ twisted and turned in 3D space while following a map, airplane, or a schematic of ductwork or piping.

What Does KeyTrails2 Do?

KeyTrails offers primary 3 options, which in turn offer near boundless possibilities for the creative mind.

Setting Up…

First, lay down a simple animation over an otherwise transparent Aura animation Layer.  You can do this by hand over a series of frames if you want, but the most interesting results arise when using the KeyFrame filter. Either way, load (or draw) a brush, and paint it down along a motion path. Note you could use a video clip as an anim brush, resizing it to be suitable for use as a ‘picture-in-picture’ object.

Now, run KeyTrails2.grg, using either Filters>Misc.>George, or the George panel. You’ll be asked to make a choice.  You can select from:

Standard Trails:

The position of your brush in each frame will be added to all other frames, giving the effect of ‘filling’ a path with your brush.

The distance between the brushes (if any) will depend entirely on the original size of the brush, the distance traveled, and the number of frames of the animation.  This actually works a little ‘counter intuitively,’ to my way of thinking, but it makes sense if you ponder it a bit.  If you move your ‘smallish’ brush a long ways across the screen over 10 frames, chances are high you’ll see discreet brushes being stamped down; if you ran the same animation over 60 frames, they’d likely overlap.  Both possibilities have uses.  Don’t forget that by using the KeyFrame filters’ controls, you can still have the brushes fade, twist, and turn as they appear in the final KeyTrails2 animation.

The ‘Decaying Trails’ Option:

This effect is rather in the fashion of a comet tail (especially when used with “Blur” and “Fade”) degrading over time as the brush passes by.  You’ll be asked to select the number of ‘trail images’ that will follow the principal brush across the screen in the finished animation. This is similar to animation options available in the venerable Deluxe Paint™ and Brilliance™ programs on the Amiga.

‘Decay and Collapse’ Trails

This effect is pretty similar to the one above, but adds something I’ve always wanted – the ability for the trail to diminish as the brush parks into final position.  Adding this ability meant limiting the length of the tail somewhat, but it’s still quite useful.

Variations

After you pick a primary trail type from the 3 main options, three variations to the main them will be offered:

Fade  Trail –

A click of the “Yes” button will cause each element of the trail to fade progressively.  The last trail component will be all but transparent.  As an example, if your image consists of the current (final) position of your brush, and 9 trail images following meekly behind, the first element (closest to the current brush position) will be at 90% opacity, the next at 80%, and so on down to 10% for the final iteration.

Smooth  Trail –

A “Yes” choice at this point adds a user-selected smoothing operation to the trail, while maintaining the foremost brush image free from blurring. Note that the effect increases with each iteration of the trail, so it is generally unnecessary to employ very high values here. This option can slow the processing down substantially, so use it judiciously.

Trend Colours –

New to KT2 is the ability to gradually ‘age’ the trail to a user-selected colour.  Each successive trail image will trend toward the colour chosen.  Not that the final colour is affected by the Blur and Fade options.

Wrapping Up…

I can think of a hundred uses for KeyTrails2 – no doubt you will to.  This new version adds a great deal more flexibility to the original script.  I’d be grateful for any feedback or ideas you may have to improve it further. Just e-mail me at steve@videotoasterworx.com, and keep an eye on my website for more George scripts!

Steve Bowie.

http://www.videotoasterworx.com
