MASH

futuristic UI motion graphics presets

PRESET N0O.o




INnstructions:

Yellow color highlight indicates which elements are explained below.

- When you open the scene make sure to turn “ON” Anti-aliasing for Viewport 2.0

- Turn "ON" Textured view in viewport.

- To see preset better set viewport background color to black by pressing ALT+B to toggle the colors.
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"G MASH1_ReproMesh \ > The sphare faces were first all detached and created
M ottt MU B L e MASH network by selecthing all the faces (in object
[F %% MASHZ_MASH3_distribution I'I"IDdE}.

%:M:El”t* MASH1 - main Waiter with MASH_Distribute node is
[ 6 MASH3_object created and set distribution type to Initial State so
&) MASH3_Instancer that each face goes “back” their original position.

"G MASHS_object Soon after MASH_ID (ID) is added so that faces get

&) MASHS_Instancer their proper point ID and correct possition.
& MASH4._trails1
B MASH1 = > Other nodes added_
& masH2 - MASH_Offset (position), MASH_Offset
® MmasH3 (scale) - this is used to offset position and

B MASH4 trails

B MASHS

(@%) defaultLightSet
(@%) defaultObjectSet

scale of faces then created Falloff object
and animated transition to make this effect.
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= Falloff_MASH1_Offset_Scale

%5 MASH2 MASH3_distribution

[ %% MASHZ_object \ ;- > MASHZ - main Waiter with MASH_Distribute node
'%IM"_’*E*E-'”EFE“E” set to Distribution Type - Mesh and connected the
ool oo MASH?2_distribution sphere.

% MASH3 Instancer

[H &% MASHS object
@)y MASHS_Instancer > Other nodes added:

5 MASHS trailst - MASH_Replicator - added few more replicants
B MasH! and adjusted settings under Scale.
B MASH2 = ' - MASH _ Offset - to make some random offset of

O MasHS the objects.
B MASH4 trails

B MasHS
(#%) defaultLightset
(@) defaultObjectSet

> Animation part is done using Strength options both
on Distribute and Offset node.
To add your own animation right click on “Random
Strength” and choose “Break Connection” which
will remove keys. Now you can set your own keys to

Suit your needs.
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== AL — @l MASH3_Instancer |- > MASHS3 network is basically similar to previous one
*wﬁ?? . 1 € MASHS obiedt where it is set distribution type (MASH_Distribution
- — L . .
S _..uﬂ;{‘- ———— @) MASHS_Instancer node) to Mesh and the same sphere is connected in
\ T3 : A MASH4 trailst Mesh settings and set method type to Edge.

WY o &
“. A B MASHT
i ‘!‘:,ﬁmﬂ{; B masH2
< B MASHS - > Nodes added:
B MASH4 trails - MASH_Offset (scale) - Here the offsets
B MasHs

are set to 0.00 and instead of creating and
animate annother Falloff object we just

drag and drop previous one from Outliner into
the falloff object box in Offset node.

(o) defaultLightSet
@%) defaultObjectSet

X

> MASH4_trails - main Waiter with MASH _Distribution

f:'“’h" e node set to distribution type Spherical and
g Search.. = animated Animation Time attribute in

:: e Spherical settings to get some motion.

o o

R > Nodes added:

e - MASH_Spring (position) - is added to ease-out
a7 Other the animation of objects so that they just don’t
A MASHE abjeck: suddenly stop but instead jiggle a bit.

S 0% Mt Hepealee - MASH Trails node is added at the end in
Falloff_MASH1_Offset_Scale “ . ”
N - Connect by Distance” mode.

H 5 12_MASH?

[F %% MASH2 object _ _ _ _ _ .

@ MASH2_Instancer > Animation is done by setting few keys in Distribute
[ %% MASH3_objec node in Spherical settings and on Strength sliders.

@)y MASH3_Instancer If want you can right-click on attribute where key is
fMMH‘*—“E‘”“ 5 set and choose “Break Connection” to then set your

lE{'&.r*-.-hﬂ-E.HE_In5tE|r'|r::&r own keys.

B MASH1

B MasHZ

B nMasH3

B MASHS trails -

B MASHS

(@) defaultLightSet

@%) defaultObjectSet

w . : -




R, i R———

'h\u‘ = .._____r_.i—-—.x,- "_'
S NN

Ay ; TR, - A
o L) [ oo
0 o :
o = SOl e " ol 2 o =
) :".. y hn I" " i H | o
&R s r" LI o i
7 T T T L e e
. -
L

N

B

: 7|
e h‘ .5""@ o
". R l_, Py l. ﬂﬂ ;},.-

i, [ IRl &
IS

13

Outliner

Display Show Help

[E Search...
Wy persp
m{iop
WY front
Wy cice
Wy =i
& Other
& MASH1_objects
% MASH1 ReproMesh
& Falloff_MASH1_Offset_Scale
ok MASHZ MASH3 distribution
5 MASH2_object
% MASHZ Instancer
wh MASH3 object
% MASH3 Instancer
& MASH4_trails1
ok MASHS object
@) MASHS_Instan cer_—l
B MAsSH1
B MmasH2
B MASH3
B MASHS trails

B MASHS =
(#%) defaultLightSet
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& MASH1_objects
% MASH1 ReproMesh

o Falloff_MASH1 _Offset_Scale
e MASHZ_MASH3_distribution
% MASH2_object

@) MASH2_Instancer
% MASH3_object

@) MASH3_Instancer
& MASH4_trails1
Wk MASHS object

% MASHS Instancer

B MASHI

B MASHZ

B MAsSH3

B MASHA_trails

B MASHS

(@%) defaultLightSet

(#%) defaultObjectSet

MASHS - main Waiter with MASH_Distribute set to
distribution type - Radial.

Nodes added:
- MASH_Noise (scale) and MASH_Mute (scale)
are used to make motion and add rendomness
to the object scale.

Animation is done by using Strength slider on all
nodes to make this particular effect.

Play around with different Strength options to make
some interesting effects or add more other nodes.
If need you can right-click on attribute where key is
set and choose “Break Connection” to then set your
own keys.

Objects in “Other” group are non MASH. Those are
not connected to any of MASH networks but just
manually created and set few keys to Scale.

Feel free to duplicate them if you need more or you
can delete them and add your own to suit your
needs.
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