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Chapter 15- Working With Constraints

There are times you want to “constrain” or “follow” a certain object in your scene. New

constraints are being developed in Blender, but for now, we will just be talking about the most

common one used to keep the camera focused on an object- the “Track To” constraint. The

tracking constrain is useful in animating by saving you a lot of time and frustration trying to

place location and rotation keys on the camera in an effort to try to keep your target centered.

When used in conjunction with Paths (discussed in this chapter), you can create very smooth

animation paths. Objects besides cameras can also be used with tracking.

To set up a simple camera tracking constraint, Select the camera first, then the target while

holding down “Shift”. Press “Ctrl-T” and select “TrackTo Contraint”. Sometimes it’s

convenient to target an Empty object (created in the Add menu, like we used in the lighthouse

scene). This allows you to move your target around in your scene so the camera can focus on

one object for a while, then move to something else by moving the target in that direction. You

also have an influence option where the camera will track solidly to the object or allow some

flowing of the camera.

Constraints Menu

In the Object buttons you will see a panel marked “Constraints”. This menu continues to grow
with each release and gives you a variety of constraints and limitations for objects. Depending

on what you need in your scene, you can do a variety of contraints. Experimentation and

internet research will help you with those specific needs.

Tracking To An Object
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Camera Constraints Practice Exercise

** Call the instructor when finished**

Open the Robot Arm scene you made in the last exercise and add a camera constraint. You

may target any part of the robot arm you like or create an Empty and target the camera to

that. In the scene below, the camera was targeted to the gripper head.

After you create your scene, develop a 150 frame animation of your robotic arm

moving in all directions with the camera also doing some movement.
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Following Paths and Curves

Sometimes you need to have an object flow along a smooth path in an animation. For example,

it would be easier to have a spaceship flow along a line and angle and bank along that line

then it would be for you to insert location and rotation keys throughout the animation. Paths

and Curves are found in the same Add menu and can not only be used to create animation

paths as discussed above, but can also be used to create extrusions. To create 3D extruded

objects, you need to create a 2D sketch of a profile and a path for that shape to follow along.

In this chapter, we will be working with both.

Following Paths

Your first step is to create a path. Any type of Curve in the Add

menu can be used as a path, but let’s use the Path option. Hit the

Space Bar, select Add, Curve, then Path. You will then get a path

on the screen in Edit mode with several points. Shape the path as

desired, add more verticies through

Subdivide if necessary and exit

Edit mode.

There are several ways to get the camera, object or lamp to follow the path. For now, we’ll

stick to the traditional way by creating a child-parent relationship. Select the object first,

then the path (the parent). With both objects selected, press “Ctrl-P” to make a parent. You’ll

have 2 options: “Normal Parent” and “Follow Path”- select the “Follow Path” option. You

will see a dashed line between the 2 objects. Press “Alt-A” to see the animation along the

path. In order to get the object exactly placed on the line, move the object and place it. Right

now the object’s animation is exactly 100 frames long and doesn’t turn to follow the path. To

correct this, make sure the path is selected and go to the Edit buttons. here’s what you see:

You basically have 3 options for the object following along this path. They are:

Path Length- frames it take to travel

Curve Path- will the object follow the path

Curve Follow- object curves along the path.

After you press the Path Follow button, the camera

needs to be rotated and adjusted to the correct

direction. After that, it will follow the path.

If you adjust the path length and hit “Alt-”A” again, you would expect the animation to change

it’s length, but it doesn’t. There’s a hidden “Speed” path that is hard to find the first time you try

this. With the path selected, change the window type to the IPO window. You will then need to

change the IPO type to Path. Delete the Speed track. See the next page:

RoboDude Says: You can close a path by typing “C” in edit mode.
You can switch the direction of the path by pressing “W” while in edit

mode.
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You will see the “Speed”

track after you switch the

IPO type to Path.

After you select and delete the

speed path, the path length op-

tion will work in the Edit buttons.

Sometimes you don’t want the camera to follow along the path, but look at an object as it

flows along the path. This is where you would want to use the Curve Path, but not
Curve Follow. Instead, you would put a Track To constraint on the camera so it looks toward

an object as it moves along the path.

Other Curve objects can be used as paths also. For example,

if you want a circular path, select the Bezier Circle option from

the Curve menu. The Curve Path button is not automatically
pressed when you child-parent the object to the circle
though, you must go into the edit button and do it
manually.

Using Curves for Extrusions

You can create a shape and extrude it along a path in Blender. For our

example, we will shape a Bezier Circle and extrude it along a Bezier Curve.

First, create a Bezier Circle from the Add-Curves menu and shape it into

an interesting object. Feel free to add more points with the Subdivide

command. Second, create a Bezier Curve and shape it into some shape.

Bezier shapes form differently and use spline points. Experiment with them to get the feel of

working with them. Go to the Edit buttons and name both objects in the OB: block. Finally,

select the Bezier Curve and go to the Edit buttons. You will see a BevOb: box. Type the

name of the circle there. You will see the shape extruded along the curve! You can still shape

the circle and the curve (in edit

mode) and scale the objects.

You can convert the new shape

into a mesh to make it easier

to work with by pressing the

“Alt-C”  keys

Chapter 15- Working With Constraints



105

Paths and Curves Practice Exercise

** Call the instructor when finished**

Create a new Blender file and name it Paths. Develop a path for your camera that goes

around a shape that you extruded along a curve. Use the extruded shape as the target for

the camera so that as the camera flows along its path, it is always focused on the object.

You may need to adjust the object’s center point in order for the camera to properly

focus on the object. (refer to the basic editing chapter). Add materials to all objects. If you

would like to close your extruded shape (not open on the ends) try this: Convert the extrusion

into a mesh (“Alt-C”), go into Edit mode and select the end verticies. Type “E” to extrude,

then immediately type “S” to scale. Scale the new verticies to close off the end (You can

also type “W” and select “Merge at Center”). . If you would like it to look like a pipe with

some wall thickness, enter Edit mode and select all verticies. Press “E” to extrude and “S”

to scale slightly.

Save a 100 frame animation when finished.

Challenge exercise:
After you do the required exercise, make a new one. Before you extrude your shape along

it’s curve, duplicated the curve and use it for the camera path. Place the path directly in the

middle of the extruded shape to make the camera flow through the “tube”.


