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Kinemac is a 2D and 3D Real Time Animation Software for the Mac. Don’t let that scare you off, it is relatively easy to use and there are a variety 
of uses that you can put it to, such as 3D animated logos or intro animations for your presentations or vacation videos. Others have used it to make 
short cartoon animations and one person used it to demonstrate his multimedia graphic skills (Figures 2 & 3). He used Kinemac (along with After 
Effects for finishing touches) to make a 
short mockup AMC trailer. It blew 
me away when I saw it. I suggest that 
you check it out.  

In watching the video, it looks like 
everything except the fire explosions, 
fireworks, missile trails, and a few light 
effects were either imported or made 
right in Kinemac. 

If you looked close to the mockup 
AMC trailer you would have seen 
videos and photos (of popular theatrical 
movies) attached to flat planes (as signs) 
and the road is a filmstrip with videos 
playing in each frame. A truck & trailer 
with candy drives along the road and a 
helicopter flies overhead. Along the 
road were many moving props. As I 
said - Impressive. 

About Kinemac 
Kinemac is not a full 3D modeling 

application that has weight maps and 
complex modeling tools. Instead it 
comes with simple primitives such as cubes, cylinders, 
spheres, pies, cones, torus, tubes, rectangles, disks, stars, 
and 3D text. For many digital artists, this is often all that’s 
needed. I have created many things using only primitives 
though I find it a lot easier to use ready-made 3D objects. 

You can add images and movies to any surface and set 
the surface’s attributes such as color, transparency, reflec-
tion, specular, and shininess. Importing files in Kinemac is 
as easy as dragging and dropping images, movies, sound 
recordings, and 3D models onto the Stage window. 

The Stage 
The Stage is where you organize your scene / animation. 

The Stage can be viewed as a single window or split into 
four views that can show any four of the: Top, Bottom, 
Front, Back, Left, Right, Work view or the Sprit Mov-
able Camera (Figure 1). 

Figure 1. The Stage (where you organize your scene) can be viewed as a single window/
view or split into four views: Top, Front, Left, Right, and Sprit Movable Camera. There 
is also a Timeline that crosses the bottom of the window.

Figure 2. You can place still images or movies on the sides/surfaces of an 
object and then spin it to see all of its sides.

https://www.youtube.com/watch?v=rpc0zvNDt3U


Paths 
You can create a 3D path and 

set a camera, a light, text, or object 
to smoothly move along that path. 
BTW: Those familiar with Bezier 
tools will be up-and-running in no 
time.  

You start by drawing your path 
in the Top view such as circling 
your object. Then you move to 
one of the side views so you can 
drag the Bezier points up or down, 
thus creating a 3D path. If you 
attach a camera to this path and 
have it point at the object, when 
you play the animation, the cam-
era’s view will slowly revolve 
around your object while at the same time move up/down according to how you adjusted the point heights - sweet. 

Likewise, you can attach an object to a path and have it move around the screen (see Figure . The filmstrip was following a wavy path). 

Bezier Curves 
If you double click on an object in the stage, the Bezier Curves window opens (Figure 4). By moving the Bezier curves, you control any parameter 

of the selected object such as its translations, rotations, resizing, fading, speed, acceleration and deceleration. The horizontal axis represents the time of 

Figure 3. Every object, text, camera, light, and soundtrack appears in the Sprites / Timeline 
window. It has a hierarchical structure that you can use to keep to keep everything orga-
nized.

Figure 4. The Bezier window lets you control any parameter of the selected object on the Stage, such as its translations, rotations, resizing, 
fading, speed, acceleration and deceleration.

Figure 5. This is my attempt at creating a filmstrip that winds its way around several metal tubes, all the while playing a video.



the animation, while the vertical axis represents the values of each parameter described by the 
curve. 

2D Text 
Objects aren't the only things that Kinemac can animate. It also animates 2D text. For ex-

ample you can replicate the scrolling text that you saw at the beginning of the original Star 
Wars© movies. There are built in instructions which tell the text which way to move, e.g. Left/
Right/Top/Bottom (of the screen). You can also set the Speed the text is to scroll.  

Kinemac lets you create and edit the 2D text from scratch with its built–in RTFD text edi-
tor or drag and drop an external RTF or RTFD file onto the stage window. If you want, you 
can also type your text in an art program, save it as a png., and attach it to a path. This way the text 
follows a path even if it is wavy or loops back over itself. FYI: since the paths can be moved in 3D 
space just like any other object, you can create a path where the text is horizontal, grab it and then 
rotate it until it is flat against the floor (or anywhere in between those orientations). 

3D text 
In addition to 2D text, Kinemac also creates 3D text with its built–in 3D text editor. The text’s, 

font, size, style, and color (of its front, back and extrusion) can be changed (Figure 6). After typing 
your text, Kinemac immediately extrudes it in the Stage. 

The same tools that you use to modify a 3D object’s position, rotation and size will work on the 
3D text too. So if you want to modify the thickness of the extrusion - you can. Want the letters taller 
and narrower - that too is possible.  

Lastly, there is a “Slices” parameter that you can set. The more slices to your 3D text the smoother 
the curves are. 

Cameras 
Kinemac includes cameras that you use to display the animation from different points of view. 

However, you only shoot the scene from one camera at a time. So any cross fade effects between two 
cameras is not allowed. These would have to be created in post production. 

Figure 6. The top image is the 3D text 
editor which has many of the standard 
text formatting options. The 2nd image 
is the default extrusion. In the 3rd image 
I added colors to the front and its extru-
sion. In the 4th, I changed the selected 
font.

Figure 7. This image was taken from one of the many sample files that SoftoBe makes available to its Kinemac 
users. Each monitor has a different video playing. The floor was an imported image along with several cubes that 
they added colors to. Cameras showed different views of the stage as the animation played. BTW: There are 60 
objects in this scene. I found these files invaluable in figuring out how to do various things in Kinemac.



Sprites / Timeline window 
All of the objects, text, cameras, lights, and soundtracks are called “Sprites” and they will automatically appear in the Timeline when they are creat-

ed or imported. As with typical timelines, you can change the duration of the animation, change the start and the end point of a sprite’s appearance 
and departure, change the sprite duration, insert and delete frames, insert or delete Keyframes, etc. 

My Kinemac journey 
I am a 3D artist but not an animator. So when I first learned about Kinemac I was intrigued enough to searched YouTube for “Kinemac 3D”. I 

found several tutorials and demo reels, though some were very old. The first tutorial showed how to create a film strip, add a video to each frame, 
and then animate the strip along a path. I was impressed and wanted to make an animated filmstrip myself. That’s when I looked into getting a copy 
of Kinemac. 

After installing Kinemac and reading through the Help files, I started by adding one of Kinemac’s cubes (3D primitive) to the Stage. I then used 
keyframes so it would remember the cube’s position, rotation, and size as I spun, resized, and moved the cube around the screen. Once I was success-
ful, I placed photos on all sides of the cube. This way when it spun, you could see all of the photos. Afterward I thought “How would a professional 
use this?” So I resized the cube to the dimensions of a cereal box. I slapped cereal box images on all sides of the box and it was ready for its commer-
cial debut (Figure 2). 

After several more tests, I decided it was time to make my filmstrip. I slowly re-watched the video tutorial and was soon replicating all of its steps. 
Not long afterward I had a filmstrip that moved along a path that I drew. I then took it one step further by having the filmstrip wind its way over and 
under various cylinders like threading an old-time movie projector. I was pleased with the results (Figure 5). 

Once that I had the 
fundamentals down pat, 
I decided it was time to 
create a more complex 
scene. So I imported a 
3D carousel obj (wave-
form object) along with 
wooden horses, carriage 
seats and a pay booth. I 
added the textures (the 
color files that change 
the object from white to 
a colored) to all of its 
surfaces, made the horses 
move up and down, and 
then synchronized the 
spin of the horses and 
seats to the spin of the 
carousel. I finished the 
scene by importing im-
ages of a ground, the 
skyline, people, and tree. 
I was please with the final 
animated scene (Figure 
8). 

BTW: If you don’t want to create your objects from within Kinemac, the Internet is full of 3D objects that you can download for free and then 
import into Kinemac. 

The Skinny 
Evaluation:  Kinemac is pretty easy to use though I struggled at first with a couple of the options. Once I understood how it worked, I was off and 
running making my animations. I was having fun. If you are interested, I suggest that you download the trial copy and then take it for a test run. 
Requires: Catalina and Big Sur 
Company: SoftoBe 
Price: $99 
Available Trial copy

Figure 8.This is one frame from a video that I created in Kinemac. In the movie the carousel along 
with the horses and seats spin and at the same time the horses move up and down. The ground, 
skyline, tree, and people were billboards - images placed on flat planes (which is a lot quicker to 
import and setup plus it saves on rendering time).

https://www.youtube.com/watch?v=hfaYlrhM3Zc
https://softobe.com
https://softobe.com/download/kinemac.dmg

