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The following tutorial describes how to create sound-synchronized movies or short animations using 

the dancing-flame-module of JWildfire.   

All you will need is a recent copy of JWildfire (Version 0.66 or higher is required) and some mp3 song. 

Please check the copyright of the song before uploading your movie later (together with the sound) 

to Youtube or some other video platform. Otherwise this may not only be a violation of a law, 

Youtube will probably replace the song, which will be not the greatest fun in case of a sound-

synchronized animation ;-) ) 

  

http://thargor6.deviantart.com/


 

Table of Contents  
1 Introduction and basic concepts .......................................................................................................... 3 

1.1 The basic concepts ........................................................................................................................ 3 

1.1.1 Motions .................................................................................................................................. 4 

1.1.2 Flame properties .................................................................................................................... 4 

1.1.3 Motion links ............................................................................................................................ 5 

1.1.4 Motion hierarchies ................................................................................................................. 5 

2 Basic documentation ............................................................................................................................ 6 

2.1 Getting started with a dancing-flames-project ............................................................................. 6 

2.2 The flame-pool .............................................................................................................................. 6 

2.3 Adding sound (mp3) ...................................................................................................................... 7 

2.4 Adjusting the projects FPS (frames per second) ........................................................................... 7 

2.5 Previewing the show ..................................................................................................................... 7 

2.5.1 Adjusting the speed of the realtime-preview......................................................................... 8 

2.6 Switching between flames during the show ................................................................................. 8 

2.7 Recording a show .......................................................................................................................... 9 

2.8 Rendering the flames .................................................................................................................. 10 

2.8.1 Using the batch-renderer of JWildfire .................................................................................. 10 

3 Animation examples ........................................................................................................................... 12 

3.1 A simple rotation ......................................................................................................................... 12 

3.2 Animation by using a manually created spline-motion-curve .................................................... 14 

3.3 Finally: sound-synchronized motion :-) ....................................................................................... 18 

3.3.1 Motion damping (smoothing) .............................................................................................. 18 

3.4 Using motion-hierarchies ............................................................................................................ 19 

Appendix: The flame used in all examples ............................................................................................ 20 

 

  



1 Introduction  and basic concepts 

  

The dancing-flames-module is a very powerful and flexible program part of JWildfire to create 

animations of flame fractals.  

What can you do: 

¶ animate anything! (i. e., any property of a flame which can be accessed in the flame-editor 

can be animated) 

¶ synchronize motion with sound (a frequency spectrum computed by a FFT can be used to link 

motion with "beat") 

¶ create motion curves (amplitude over time) for certain properties by using a spline editor or 

apply a predefined motion (basing on a certain formula, like "Sawtooth") 

¶ group motions together (e. g. have a spline-motion-curve which is slightly altered by beat") 

¶ watch the motion in realtime and record it to be processed again to create frames at 

accurate framerate 

¶ use any number of flames in your movie and switch between in realtime during the recording 

step (this is like a dj's job) 

¶ load and save projects 

1.1 The basic concepts 
The basic concept of the animations in the dancing-flame-module is both very strong and very simple 

and contains of four building blocks:  

¶ motions 

¶ flame properties and  

¶ motion links 

¶ motion hierarchies 

  



1.1.1 Motions  

You can define any number of motions (which are not related to anything in the first step), e. g. : 

¶ a rotation with frequency x 

¶ "beat" data of a certain channel from the FFT 

¶ a manually created motion curve using the spline-editor 

 

Each motion has special parameters which can be accessed through a property table. There are 

some parameters which can found by all motion-types. 

 

1.1.2 Flame properties  

Each flame has a tremendous number of properties. Most of them can be easily be animated, e. g.: 

¶ camera angle 

¶ zoom factor of transform 2 

¶ Julia index of variation "julian" in the final transform 

You have do not to know all of those, they can all be accessed through a tree-view  in the graphical 

interface.   

 

Each flame forms its own top-level-folder in this view.  There a sub-folders for: 

¶ each transform 

¶  each final transform 

¶ gradient parameters  and  

¶ shading parameters 

  



1.1.3 Motion links  

To actually animate our fractal we just have to "connect" certain properties with certain motions. 

Any motion can be connected with any number of flame properties from any flame of the project. 

 

 

1.1.4 Motion hierarchie s 

In certain cases it may neat to group motions together. E.g. to have a more "rough" motion (like a 

motion curve which describes a basic rotation) were a "small" motion (like "beat") is added to. To 

achieve this you may choose a parent for any motion.  

 

A motion having  a parent can not explicitly linked to a flame propertie (because it is already linked 

over its parent) 

  



2 Basic documentation  
In this chapter I will describe the basic usage of the concepts described in chapter 1, chapter 3 then  

will show some concrete examples.  

To simplify things I will use the same flame example in the whole document. You can find the 

parameters of this flame in the appendix. 

2.1 Getting started with a dancing -flames-project  
The simplest way to start a dancing-flames-project is just to press the "Dance" button in the main 

editor.  

 

This will switch to the dancing-flame-module and append the current flame to the flame pool of your 

dancing-flame-project.  

Of course, you can manually enter the dancing-flame-module and add any number of flames to the 

flame-pool  

2.2 The flame-pool  
The flame-pool is a collection of flames which belong to a dancing-flames-project and can all be 

animated into this project. Simple projects start with only one flame in the pool, but there is no limit 

and even if you have many flames in the pool, not all have to be used in the actual resulting video. 

 

There a several ways to add flames to the pool: 



¶ Generate a batch using a random generator 

¶ import the currently load flame from the main editor 

¶ add a flame from the clipboard 

¶ load a batch from hard-disc 

2.3 Adding sound (mp3)  
Sound isn't actually required to create a dancing flame project, but the most projects will benefit 

from sound. Currently there can only be one mp3-file for the whole project (If you want to use more 

than one sound file, you have to merge them and load them as single file) 

To add a sound file, just press the "Load sound" button and choose a mp3 file. 

 

Please note that the loading may take a while as the sound is actually processed and analyzed in 

background.  

2.4 Adjusting the projects FPS (frames per second)  
The FPS setting of the project is one of the most important parameters,  is affects how smooth your 

animation will be and how many frames (=single images) you will have to generate in order to create 

the movie. The more smooth your animation is, the more data has to be generated and the more 

large will be the resulting movie. In my personal experience a fps value of 25 (i. e. 25 images shown 

per 1 second of the animation) is a very good compromise. 

 

2.5 Previewing the show  
To preview the current animation just press the "Start Show" button. This will display a preview 

animation and play back the sound.  

 

In many cases the preview will not be able to follow your FPS setting.  This is no problem because the 

speed of the realtime-preview is not the speed at which the final animation will be created. The final 

animation is always created at the true fps setting, even at slow machines! 



2.5.1 Adjusting the speed of the realtime -pr eview  

You can improve the speed of the realtime-preview by decreasing its size. You can do this in real-time 

by modifying the slider of border size. 

 

 

2.6 Switching between flames during the show  
You may switch between the flames of your flame pool during the show all the time.  

This is like a dj's job, and is currently  the only interaction which is actually required to be done 

during the show. This is absolutely intended, and shall give your animation a more "spontaneous" or 

"looking-alive" behaviour. Just swap flames when you "feel" it :-) 

To switch between flames just select them from the list-box in the project area during the show. 

 

 



2.7 Recording a show 
To record a show just enable the "Record show"checkbox  and start the show. Now any user action 

(currently only switching between flames) is recorded accordingly to your fps setting.  

 

After finishing the show (by pressing the "Stop show") button you will be prompted for a path.  

 

Just choose a directory and specify a base-name for the flame files to be generated. 

 

Now JWildfire recalculates the show again at accurate FPS setting and produces the flame-files which 

have to be rendered later to create the movie. Depending on the length of your show and the FPS 

setting this may take a while and produce lots of files.  

Please note that this phase is very important to have no hard interrupts (in order to create a really 

accurate timing), you should leave your computer alone with it, especially if you have a rather slow 

system.  

  



 

2.8 Rendering the f lames 
As you may have noticed the project until now was free from any output resolution settings as we 

have only generated only flames. You can render them using any renderer using any resolution. The 

most simple way is of course to use the batch-renderer of JWildfire . 

2.8.1 Using the batch-renderer of JWildfire  

The batch renderer can render any number of flames at any resolution. To add files, just press the 

"Add files" button.  

 

Note that you can in the dialog box which is opened next, select any number of flames AT ONCE. 

However, this does not work the same way on all platforms and unfortunately,  don't know all of 

those platforms. 

To select any flames inside a drawer there are two recommended ways. 

2.8.1.1 Loading a list of flames by using the "select all"-hotkey 

¶ select any flame file with mouse 

¶ choose the "select all" shortcut of your operating system ("<Strg>+<A>" on Windows) 

2.8.1.2 Loading a list of flames by using the "shift" -hotkey and the mouse 

 

¶ select the first with mouse 

¶ navigate to last flame, but not CLICK anything 

¶ press and hold the SHIFT key 

¶ click on the last flame 



 

 

 

Finally click the "Open" (or however it may be labeled in your country) 

 

2.8.1.3 Specifying the resolution and quality  

Before starting the rendering of your flames please do not forget to specify both resolution and 

quality. For your first animations a resolution of 320x240 and a quality setting of "Low quality" 

(which is actually at this resolution is no low quality) should be a good starting starting-point. 

  




















