AnimTicksPerSecond {
60;

}
AnimationSet Burg {

Animation {

{TorLinks}

AnimationKey { // Rotation
0;
10;
000; 4; 1.000000; 0.000000; 0.000000; 0.000000;;,
059; 4; 0.700000; 0.000000; 0.866025; 0.000000;;,
060; 4; 0.700000; 0.000000; 0.866025; 0.000000;;,
119; 4; ©.700000; 0.000000; 0.866025; 0.000000;;,
120; 4; 0.700000; 0.000000; 0.866025; 0.000000;;,
199; 4; 0.700000; 0.000000; 0.866025; 0.000000;;,
200: 4; 0.700000; 0.000000; 0.866025; 0.000000;;,
201; 4; 0.700000; 0.000000; 0.866025; 0.000000;;,
202; 4; 0.700000; 0.000000; 0.866025; 0.000000;;,
203; 4; 0.700000; 0.000000; 0.866025; 0.000000;;;
}

}

Animation {

{TorRechts}

AnimationKey { // Rotation
0;
2;

060; 4; 1.000000; 0.000000; ©.000000; 0.000000;;,
119; 4; ©.700000; 0.000000; -0.866025; ©.000000;;;

}
}

Animation {
{ZugBruecke}
AnimationKey { // Rotation
0;
2;
120; 4; 1.000000; 0.000000; 0.000000; 0.000000;;,
199; 4; ©.750000; -0.650000; 0.000000; 0.000000;;;

}
}

Animation {
{Seil}

AnimationKey { // Rotation

0;

2;

120; 4; 1.000000; ©0.000000; 0.000000; 0.000000;;,
199; 4; 1.000000; 0.350000; 0.000000; 0.000000;;;
}
AnimationKey { // Scale

1;
2;



120; 3; 1.000000; 1.000000; 1.000000;;,
199; 3; 1.000000; 0.200000; ©.200000;;;

}
}

Animation {
{LichtBH}
AnimationKey { // Scale
1;
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Animation {
{Lichtoben}
AnimationKey { // Scale
1;
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