Gettind
started

@ MotionBuilder

CLICK ON ONE OF THESE TILES
TO VIEW THE COMIC STRIP!

(1) INSTALL THE A @ EXPORT A SCENE )
APPROPRIATE FBX® FROM 3DS Max® OR
\_ PLUG-INS. y

(3)

LOAD A SCENE
IN MOTIONBUILDER®,

/ N-

N___ Maya®,

&

ANIMATE THE CHARACTER BY LOADING ANIMATION OR\
BY KEYFRAMING THE CONTROL RIG. Yy

LOADING
ANIMATION
KEYFRAMING
- J
@ EDIT THE CHARACTER\ @ PREPARE FOR A @IMPORT A )
ANIMATION. EXPORT. MOTIONBUILDER SCENE
A\ /
h - o \_IN 3bs Max OR MAYA. /
§,
-

© 2009 AUTODESK, INC. ALL RIGHTS RESERVED.

THE END




BEFORE YOU cAN

GET YOUR WORK
MOVING BETWEEN

3bs Max / Mava

AND MOTIONBUILDER,
MAKE SURE YOU

HAVE THE MOST RECENT
FBX pLUG-IN
INSTALLED ON YOUR
SYSTEM.

GO TO HTTP://WWW.AUTODESK.COM/FBX TO
DOWNLOAD THE LATEST FBX PLUG-INS.
CL1ck DownLoad FBX PLuG-INs.

Autodesk

IIndustries | Products | Purchase | Services & Support | Communities

Autodesk FBX

print o Emal =

Visit the Community
Autodesk’
Print

Visit the Community

Download The FBX SDK

Features
System Requirements
Hews

Aifinlodlo A Yocbvnkyal o ke e ik Wity ol el sl
data around, Universal 30
asset exchange via Autodesk FBX helps to remove data compatibility
barriers and gives you the freedom to build an efficient pipeline for your
projects. Enjoy robust, acourate data translation as you acquire and
exchange 30 assets and media from a variety of sources quickly and easily.

Support
R Download FEX Plug-ins
Autodesk P osers nteraperaiey bt ween sl AvoMeSK prodcts

Autodesk® MotionBuider® software supports FBX natively, whike Autodesk® Maya®
and Autodesk® 3ds Max® software include FBX plug-ins. In addition, Autodesk®
Sotimagee sofuare oan 3t an wrte B 1rough e AUadeskS Crosswak
softuare atatee

Services & Support
Developer Center

fZ ON THE NEXT PAGE, CLICK )
FBX PLuc-INs, CONVERTER,
AND QUICKTIME VIEWER

X DowNLOADS. y

Downloads

FBX Plug-ins, Converter, and QuickTime Viewer Downloads

Make sure Maya
and 3ds Max

are not running when
you install the FBX
Plug-ins.

N
3 )FILL 0UT THE FORM THAT

APPEARS AND CLICK SUBMIT.

YOU ARE TAKEN TO THE FBX PLUG-INS DOWNLOAD )
PAGE. MAKE SURE YOU CHOOSE THE APPROPRIATE

FBX PLUG-IN FOR YOUR OPERATING SYSTEM AND FOR
YOUR PRODUCT, INCLUDING PRODUCT VERSION. Y,

FBX Plug-in and Converter Downloads \

*indicates & required field

FBX Plug-ins, Converter, and QuickTime Viewer Downloads

*First Name

*Last ame FBX Plug-ins

Joka Title: The Autodezk® FBXE plug-in allows all types of data to be packaged into one file
e format that can be used by most of today’s 3D authering =oftware.

*Address 1 Note: FBX 2010 plug-inz and converters have been removed and replaced with FBX
Address 2 2010.0.2. This new version corrects a critical issue inveolving Windows Regional and
“ciy Language Options.

iR N soect. [ Windows

*Stale/Province

* ZipFPostal Code D FBX 2010.0.2 Plug-in for 3ds Max 2010 (exe - 14856Kb)}

*IPork Phone D

FBX 2010.0.2 Plug-in for 3ds Max 2010 84-bit (exe - 15888KD)
*Email Address
“Email Address
(re-contirm)

D FBX 2010.0.2 Plug-in for 3ds Max 2009 and 3d= Max Design 2009 (exe -
14852Kb)

#Which of the following best describes you or your business”
| select [v]

Now THAT YOU'VE
INSTALLED THE FBX
PLUG-IN FOR 3bs MAx
OR Mava, YOU CAN
LOAD A SCENE IN

30s Max or Mava,

THEN EXPORT

IT TO MOTIONBUILDER
USING THE FBX

FILE FORMAT.

(‘ ~N
@DOWNLOAD THE PLUG-IN,
N N

File Download - Security Warning

Do you want to run or save this file?

Name: Fbx20100_2_3dsmax2010_win.exe
Type: Application, 14.5MB

From: images.autodesk.com

Run | [ Gave | [ Cancel

(g e s o the Intenet canbe useul, tis le g can
ﬂ potentiall harm vour samputer I you do rot st the seurce, do not
1 o s his softwate. s (e 1

THE END




e MixD reparinQ
for
expo rltnto MotionBuilder

START 3bs Max AND FROM THE
APPLICATION MENU, CHOOSE
OPEN > OPEN.

2 ) IN THE OPEN FILE DIALOG BOX THAT
APPEARS, 60 TO THE MOTIONBUILDER
2010 HeLp > GETTINGSTARTED
DIRECTORY, SELECT THE EDWARD.MAX
FILE AND cLICK OPEN.

AFTER YOU HAVE
INSTALLED THE LATEST
FBX PLUG-IN FOR

3bs Max, YOU CAN
LOAD A SAMPLE SCENE
AND EXPORT IT TO
MOTIONBUILDER.

lesha VotionBuilder 2010

o GettingStarted @ p W HE Thumbrail
[ Edward.mas [

NoTe: 3bs Max
VERSION 2010 AND
Maya versioN 2010
WERE USED TO DO
THIS TUTORIAL.

FROM THE APPLICATION MENU, SELECT
EXPORT > ExPoRT.

THIS CHARACTER MODEL
IS MADE UP OF AN
OUTER SKIN THAT
CREATES ITS APPEARANCE
AND AN UNDERLYING
RIGID SKELETON MADE
UP OF ABOUT 75

BONE OBJECTS.

WHEN THIS MODEL IS
THE EDWARD IMPORTED INTO

MOTIONBUILDER, THE
CHARACTER LOADS. BONE OBJECTS ARE USED
o TO DEFINE THE

CHARACTER'S STRUCTURE.

B )NAME YOUR FILE "EpwWARD_FROM_MAX", 6 ) IN THE FBX EXPORTER THAT

SELECT "FBX" AS THE FILE TYPE, SAVE YOUR APPEARS, CLICK OK. l
FILE IN MoTIoNBuILDER 2010 > HELP > L, .,
GETTINGSTARTED DIRECTORY, AND CLICK SAVE.

Seledt File to Export wm

Now THAT YOU'VE
EXPORTED A

SCENE IN THE

FBX FILE FORMAT,
YOU CAN LOAD

IT IN
MOTIONBUILDER.

THE END




THE MOTIONBUILDER HELP >

AFTER YOU HAVE e = GETTINGSTARTED DIRECTORY, SELECT THE
INSTALLED THE EDWARD.MB SAMPLE FILE, AND CLICK OPEN.
FBX PLUG-IN FOR : == e
MAYA, YOU cAN : : e
START TO LOAD ks [T « B @
FILES IN MAYA,
THEN EXPORT
THEM TO
MOTIONBUILDER. %
=
Y Do T —
Fesolpe.  [Massemstobrma =
| |

3) SELECT FILE > EXPORT ALL FROM THE
MENU BAR

THIS CHARACTER HAS AN
OUTER SKIN THAT CREATES
ITS APPEARANCE, AND AN
UNDERLYING RIGID SKELETON
MADE UP OF ABOUT 75
INDIVIDUAL BONES.

Ly lru_ v

FYY XY U¥Soian

THESE BONES ARE NECESSARY
FOR THE CHARACTER SETUP
PROCESS WHEN YOU BRING
THE MODEL INTO
THE EDWARD CHARACTER MOTIONBUILDER.

LOADS IN MAYA.

4 )IN THE EXPORT DIALOG BOX, SELECT FBX . 5 ) CLick EXPORT IN THE
AS THE FILE TYPE, ENTER "MAYA_EDWARD", FBX EXPORTER WINDOW.
AND CLICK EXPORT.
;E‘:I‘\A;‘DrD‘I:LIlmEnts\maya\prmen:ts\delaull = SEE THE BEST PRACTICES
FOR A TIP ON SPEEDING
Lookin: [ (5 detaut - «merE- UP THE FLOW OF DATA
fe) M DURING EXPORT.
e
me NP NOW THAT YOU HAVE
PP | Sscenes ‘ - EXPORTED THE EDWARD
)sound -
) S W IF THE FBX CHARACTER AS AN
A =t \ ARNINGS & ERRORS FBX FILE
_ DIALOG BOX APPEARS, READ ABOUT YOU ¢ U T
58 . CHANGES THE EXPORT h AN '—O’ED .
- HAS MADE TO YOUR SCENE. IN MOTIONBUILDER.
./ CLick CLOSE.
Myprlﬁ;-.cl;vsurk Fle name | | Export |
Files of ype: | DAE_FBX " das) =] Cancel
Set Project Optiois.
—_— THEEND




Loading
Sce ne in MotionBuilder

1 ) START MOTIONBUILDER AND SELECT
LAYOUT > EDITING FROM THE MENU BAR. )

2 ) RIGHT-cLICK IN THE ASSET BROWSER
WINDOW AND SELECT ADD FAVORITE
PATH FROM THE CONTEXTUAL MENU.

AFTER YOU'VE
CREATED A SCENE
IN MAYA OR

3bs Max AND

AND SAVED IT

AS AN FBX FILE,
YOU CAN LOAD
THE SCENE IN
MOTIONBUILDER.
BuT FIRST, YOU
WILL CREATE A
SHORTCUT TO THE
SAMPLE FBX
FILES YOU'LL BE
USING WITH THIS

4 ) DRAG THE EDWARD FILE FROM THE
GETTINGSTARTED FOLDER INTO THE
VIEWER.

Pose Cortrols | Properties fis Drynamic E
[P =]

BROWSE TO WHERE YOU INSTALLED
MOTIONBUILDER, THEN SELECT THE

HELP\GETTINGSTARTED FOLDER AND
cLrek OK.

Open directory

1l

S Ed_animated  Ed

1 Characters
£ Commands

£
i
2
H

&
I

-85 Constraints
= Decks Ed_character

g
H
a
ES

85 Devices
=8 Elements =

5 akerials  finished  Edward_No...
-8 Physical Prope)

m
I
211

9 Shaders
-8 Solvers

Please choose a folder.

|ed_finished_... Edw

g

Gettingstarted

=+ Autodesk
) 3ds Max 2009
H L0) MayaZzing
M) MotionBuilder 7S Extz =
- =2 MationBuilder 2009

{2 bin

run_jur

E

i

THe
GETTINGSTARTED

08 FOLDER IS ADDED
_ E‘ AS A FAVORITE PATH
< [ b

IN THE ASSET

BROWSER.

B ) SELECT FBX OPEN > NO ANIMATION
FROM THE CONTEXTUAL MENU.

WHEN YOU FIRST LOAD A
CHARACTER MODEL LIKE THIS,
MOTIONBUILDER CAN'T
RECOGNIZE THE STRUCTURE
OF ITS SKELETON,

To MAKE EDWARD A REAL
CHARACTER, YOU NEED TO
DESCRIBE HIS BODY STRUCTURE
BY COMPLETING THE CHARACTER
THE EDWARD SET UP PROCESS SO THAT
CHARACTER MODEL MOTIONBUILDER CAN TELL
LOADS IN THE SCENE. HIS ARMS FROM HIS LEGS,

L theew
|




in MotionBuilder

NOW THAT YOU'VE LOADED A CHARACTER
IN MOTIONBUILDER, YOU CAN SET IT
UP FOR ANIMATION.

WHEN YOU FIRST LOAD A CHARACTER
MODEL, MOTIONBUILDER HAS NO WAY
OF RECOGNIZING ITS BODY STRUCTURE.

TO INTRODUCE A CHARACTER, YOU
NEED TO COMPLETE THE CHARACTER
MAPPING PROCESS.

CHARACTER MAPPING TELLS
MOTIONBUILDER “HERE ARE THE
CHARACTER'S LEGS, HERE ARE

THE CHARACTER'S ARMS," AND SO ON.

4 I
NoTE

DON'T FORGET TO
COMPLETE THE
PREVIOUS LESSON
IN THIS
GETTINGSTARTED
GUIDE, WHICH
SHOWS YOU HOW
TO ADD A
SHORTCUT TO THE
GETTINGSTARTED
FOLDER, AND HOW
TO LOAD THE
EDWARD FILE

YOU WILL USE IN
THIS LESSON.

J

©)
A\

FROM THE CHARACTER FOLDER IN THE
ASSET BROWSER, DRAG A CHARACTER
ASSET INTO THE SCENE.

oo Loty |

CEICG)

] T (o [e N [ [a > i o]l Ve Vems v

Navigator

Navigator | Dopeshest | Fcurves | Story | Motion Biend | Animation Trigger |

Filters. .. H ;l,? ‘ o ”ﬁ‘ ‘ Character Definition ] Character Settings

+45 audio

Tnplegge | Stancs Inplit v W i

+8 cameras

3T S TIGE S |

dN

Flok Characier, | [ Reset All Froperties |

w|@| |# Customize...

Al (Type)

Active

THE CHARACTER

2 ) IN THE SCENE BROWSER, )

RIGHT-CLICK AND RENAME THE
CHARACTER ASSET AS "EDWARD".

ol Diersons SETTINGS APPEAR IN THE
+§ R ¥ Retoraeing NAVIGATOR WINDOW, AND
e T THE CHARACTER ASSET I
+,) vidso Mirror Animation LISTED IN THE SCENE
> S BROWSER.
Character Controls Sl ('R)) IN THE CHARACTER SETTINGS, SWITCH TO THE )
| s | et | D) e D D B T THIS BASE GROUP OF 15
EEERD) vilee J| N\ BASE GROUP OF SLOTS IN THE MAPPING LIST. /| | SLOTSLETS YOU mMaP
Character Definition | Character Settings | (B)CL))r-\lrEngf—:R?Ai SSSEIRED
Active
= rCharacter : Control Rig : U
%‘ [ Characterize | Clear Mapping List | [ Extract Naming Template | [ cyegate ] CHARACTER S SKELETON.
g FU!LBOE"F ‘,ﬁ Mapping List Marming Template ‘ Delete IF YOUR CHARACTER HAS
Edddif Part = Base {requirer a
<& .\V <Drop Ohject Here> <Mok et MORE THAN THE 15
THE NAME Ctier | [epatations — REQUIRERIEONES Y
OF THE CHARACTER IS L Letront <Drop Skt e < CAN MAP THEM TO THE
ALSO UPDATED IN THE — RightUpLeg <Drop Object Herex Mot OTHER SLOTS IN THE
CURRENT CHARACTER | i L p 0 MAPPING LIST.
MENU OF THE - Spine <Drop Objert Here B PR
CHARACTER — Leftarm <Drop Object Here> @, D O O O FOR EXAMPLE, IF YOUR
CONTROLS. I LeftForedrm <Drop Object Here OMP Yy D CHARACTER HAS A RIGHT
| e FING 720 SHOULDER BONE, Y0U
— RightFareArm <Drop Object Heres A O 2 CAN MAP IT IN THE
= RightHand <Drop Object Here > <Noj AUXILIARY GROUP OF
— Head i[lnmn Object Here < SLOTS.

more @,




CLICK IN THE VIEWER WINDOW AND PRESS CTRL-W TO SWITCH TO THE TRY THESE KEYBOARD SHORTCUTS
K—" SCHEMATIC VIEW, THEN PRESS A TO FRAME ALL OF THE NODES. A IN THE SCHEMATIC VIEW:

[ vew (- ooy |

Press F To
FRAME SELECTED

OBJ'

CTRL-2 SPLITS THE
VIEWER INTO 2 PANES SO
YOU CAN SEE THE SCHEMATIC
AND CAMERA VIEWS AT
THE SAME TIME

THIS VIEW
LETS YOU SEE A HIERARCHY
OF ALL THE OBJECTS IN
YOUR SCENE.

EAcH BONE IN EDWARD'S
SKELETON IS REPRESENTED HERE
AS A RECTANGULAR
NODE.

SWITCHES BETWEEN
THE SCHEMATIC VIEW
AND THE
CAMERA VIEW.

REFLRER T

B ) CTRL-DRAG TO ZOOM IN THE [6 ALT-DRAG THE LEFTUPLEG NODE INTO THE LEFTUPLEG SLOT IN THE
SCHEMATIC VIEW, THEN SELECT CHARACTER DEFINITION PANE.
THE LEFTUPLEG NODE.

Flelale] [-]

[s[e]

[+

ls - Keying Group: TR THIS TELLS w
MOTIONBUILDER THAT ON N
YOUR CHARACTER MODEL,
THE LEFTUPLEG OBJECT
IS THE LEFT UPPER

LEG BONE.

- Richtlipleg
- Rightleg

CONTINUE MAPPING EACH BONE REQUIRED IN THE BASE SLOTS. MAKE SURE

ONCE YOU HAVE
TO DRAG EACH BONE INTO ONLY ONE SLOT. DRAGGED THE REQUIRED

BONE INTO EACH

BASE SLOT, THE
CHARACTER MAPPING IS
FINISHED.

LATER, IF YOU'RE
MAPPING ONE OF YOUR
OWN CHARACTERS
THAT HAS UNNAMED
BONES, YOU CAN
ALT-DRAG THEM
DIRECTLY FROM

THE VIEWER WINDOW
INTO THESE SLOTS.




ACTIVATE THE
CHARACTERIZE

8

[ Q ) CLICK BIPED IN THE CHARACTER h
DIALOG BOX THAT APPEARS, SINCE THE CHARACTER IS NOW CHARACTERIZED.
EDWARD IS A TWO-LEGGED CHARACTER. MOTIONBUILDER CREATES FLOOR CONTACT
N MARKERS FOR THE HANDS AND FEET, AND
R THE STRUCTURE OF THE MODEL IS LOCKED.

Now, YOU'LL NEED A CONTROL RIG FOR THE
CHARACTER THAT IS BASED ON THE
STRUCTURE THAT YOU HAVE JUST DEFINED.
LATER, YOU'LL USE THE CONTROL RIG TO
CREATE AND EDIT ANIMATION.

Character must be in stance pose facing the positive Z-axis
e
1' | Quadruped ‘ | Cancel

10) IN THE CHARACTER DEFINITION PANE, CLICK CREATE IN THE CONTROL h

11) SELECT FK/IK IN THE CREATE

RIG AREA. ) CONTROL RIG DIALOG BOX THAT

Fiters... || 7= [ | ol [[4=] | Character Definition | Character Settings | N APPEARS.
m :ied?: rCharacter : Control ': 3
:%LE:;:;LS W Characterize [ clear Mappina List | [ Extract Naming Template_| ’

e i ciitiii || ——5— Create Control Rig

Pl — Base (required) 3

= Sets [~ Hips <Hot Set>
+ # Lights - Leftpleg

What type of control rig do you want to create?

+ @ Materials
2 Poses
+ shaders

45 Takes
+ @ Textures
-I-F‘. Videa

—Leftleg

— LeftFoot
I~ RightUpLeg
- RightLeg
I RightFoot

<Not Set>
<Not Set>
<Not Set =
<MNot Set>

<Not Set>

FKJIK | IK Only || Cancel

/

<Not Set>

— Spine
— LeftArm
[~ LeftForearm

Lo m

<Not Set>
<Not Set>
<Not Set>

‘\ N
BASED ON THE SKELETAL STRUCTURE THAT 12) IN THE SCENE BROWSER, 13) ACTIVATE THE CTRL
RIGHT-CLICK AND RENAME THE R16 IN OPTION.
YOU DEFINED, A CONTROL RI6 WITH FK NG B < B s N
AND IK EFFECTORS IS CREATED FOR YOUR u Character Controls ]
CHARACTER. \ CONTROL Rr6". ) e s | s |
+§ Audio [Edward ¥|[,Fie |
YOou CcAN USE THE CONTROL RIG +84 Cameras [Body | Hands | Feet :
EFFECTORS TO EASILY CONTROL YOUR "E%";’:;‘;j Basic
CHARACTER USING FULL BODY IK SOLVING. o cﬁ i sy
t_. Consfrainis
NoTe: IF YOU CAN'T SEE THE RIG WHEN YOU o
SWITCH BACK TO THE REGULAR CAMERA VIEW, 3 Lights
MAKE SURE THE IK AND FK OPTIONS ARE + @ Materials THIS MAKES
ACTIVATED IN THE CHARACTER CONTROLS +§ :ﬁ:ﬁi < THE CONTROL RIG
SHOW MENU, THEN CLICK IN THE VIEWER $ I Tokes
AND PRESS CTRL-A UNTIL YOU SWITCH TO +@ Textures
X-RAY DISPLAY MODE. + video

TO HIDE THE
CHARACTER'S
SKELETON

IN THE VIEWER
WINDOW, OPEN
THE SHOW MENU
IN THE CHARACTER
CONTROLS AND
DISABLE THE
SKELETON OPTION.

qify

v Floor Contact
Finger Tips

N ag
20

Tlpzed
s
e

=
2]
=

FK Lock Sel
FK Lock Trs
Skeleton Lock Sel
Skeleton Lock Trs

Now THAT YOU HAVE
PROPERLY CHARACTERIZED
YOUR CHARACTER, YOU
CAN LOAD EXISTING
ANIMATION ONTO THE
CHARACTER, OR USE THE
CONTROL RIG TO CREATE
YOUR OWN KEYFRAME
ANIMATION AND MAKE
THE CHARACTER MOVE!

THE END




@FROM THE ASSET BROWSER GETTINGSTARTED\ 2 ) SELECT EDWARD IN THE

FOLDER, DRAG THE ED_ CHARACTER FILE INTO CURRENT CHARACTER MENU.
THE SCENE AND SELECT FBX OPEN >
No ANIMATION.

N

Now THAT YOU'VE SET FEROpen, * | <Al Takes>
UP A CHARACTER IN =Mo Animation >
MOTIONBUILDER, YOU 2 | Takeont

CAN LOAD EXISTING Cptians. ..
ANIMATION TO MAKE =
THE CHARACTER
MOVE.

e

A

[ e

V] \\ T (e~ [a]> [ n]m][=]= vumr; :‘ﬂ‘s:?mmm v]

SELECT FILE > LoAD CHARACTER BOX, SELECT RUN_JUMP ACTIVATE PLOT TO CONTROL RI
ANIMATION. FROM THE GETTINGSTARTED AND CLICK OPEN.

3 IN THE CHARACTER CONTROLS, IN THE NEXT DIALOG BOX, J
6
DIRECTORY, THEN CLICK OPEN. y e

Import Fror F\

LostTedmicue s WW
 Rssign as Character Input Run ump R jume
 Copy Animation (no retargeting)
" Retarget

1’ T 1 st |

[ Hands | Feet | m Load Character Animation.,

Save Character Animaton. .

Plot Optons.

(L & Pt contral g

Character Extensions ————————————
W Process Animation
W/ Copy Missing Character Extensions

e

N/

THE ANIMATION FROM TAKE, THEN CLICK PLAY TO VIEW THE ANIMATION.
THE RUN_JUMP B P TRy T
FILE YOU SELECTED IS
PLOTTED ONTO
EDWARD's CONTROL
RIG.

@ PrEss CTRL-HOME TO 60 TO THE BEGINNING OF THE

Now THAT you
HAVE SOME
ANIMATION ON
YOUR CHARACTER'S
CONTROL RIG,
YOU CAN LEARN TO
EDIT THAT
ANIMATION,

HEREEE

/ EDWARD RUNS
AND JUMPS.

IF YOU SELECT ONE

OF THE CONTROL RIG
EFFECTORS, YOU CAN
SEE THAT KEYFRAMES
APPEAR IN THE i !
TRANSPORT - .
CONTROLS. Sofon i ] e [ n ] .@ 5 = P e T 5

1] o EICH 51 el e | B

I R R T R R R R THE END

SEREe[N[S[a |

D00 0,00 .00




Now THAT
YOU'VE SET UP A
CHARACTER IN
MOTIONBUILDER,
YOU CAN CREATE
SOME KEYFRAME

1 ) DrAG THE ED__CHARACTER FILE INTO THE
SCENE AND SELECT FBX OPEN > NO ANIMATION.

ANIMATION USING

THE CHARACTER'S

,,,,,

CONTROL RIG.

THE EDWARD
CHARACTER LOADS
IN THE SCENE.

2 ) IN THE CHARACTER CONTROLS,
SELECT EDWARD FROM THE
CURRENT CHARACTER MENU.

IN THE CHARACTER
REPRESENTATION, THE CELL DISPLAYS
A GREEN CIRCLE TO INDICATE THAT
IT'S SELECTED. IT ALSO DISPLAYS THE
LETTER T TO INDICATE THAT THIS
EFFECTOR IS PINNED IN
TRANSLATION.

IN X-RAY DISPLAY MODE,
YOuU CAN SEE THAT THE
EFFECTOR IS ALSO SELECTED
IN THE VIEWER .

EFFECTOR.

o

B ) SELECT THE RIGHT SHOULDER CELL, CLICK
0 IN THE VIEWER WINDOW AND PRESS R
IN THE Ednard v|[. Fie , TO ACTIVATE ROTATION MODE
EFFECTOR — ] sy e Now you'LL i
PINNING AREA, [B BE ABLE TO
CLICK THE T USLANSIROLN
BUTTON TO THE WHOLE
BISABLE ARM WITHOUT
TRANSLATION THE WRIST
PINNING ON REMATNENG
THE SELECTED PINNED IN
RIGHT WRIST PLACE. ki ROTATION RINGS

APPEAR ON EDWARD'S
RIGHT SHOULDER
EFFECTOR.




@ ' 7) RE-ACTIVATE THE @ A
TRANSLATION PINNING FOR

Basic

DRAG THE BLUE : THE RIGHT WRIST EFFECTOR. SELECT THE
ROTATION RING ; \ LEFT SHOULDER
TO ROTATE THE EFFECTOR, THEN
ARM ALONG THE | — \ﬂlﬂl PRESS AND HOLD

Q ON THE
KEYBOARD AS
YOU DRAG THE
BLUE ROTATION
RING TO ROTATE|
THE LEFT ARM

Z-AXIs, 2 | =
BRINGING IT & / : :
CLOSE TO THE : ,
SIDE OF : { )
EbwARD's BODY. / \

/ \ _ CLOSER TO THE \
N —— e \ony. |
“Yaracter Controls aX) 1 )
@ dward Y| |v File | 10
PRESSING Q IS DESELECT Body Hnds Feet ||, Edit |, Show CLICK IN THE VIEWER
THE SAME AS THE SHOULDER iasic

ACTIVATING THE
RELEASEOP‘TON THEN CTRL-CLICK
IN THE EFFECTOR TO SELECT BOTH
PINNING AREA. IT THE LEFT AND
TEMPORARILY RIGHT WRISTS.

Active WINDOW AND PRESS

EFFECTOR, IM‘ T TO ACTIVATE
Zoveig TRANSLATION MODE,
™ Body Part THEN TRANSLATE THE
" Selection | WRISTS ON THE Y-
e AND Z-AXES TO

CREATE A MORE
- NATURAL POSITION,

UNPINS EFFECTORS

[ oo [al WITH A SLIGHT BEND |
each R K[ | | o000 [a] IN THE ELBOW. /
\_ il i il oo (@ \_ J o o .
11)AT FRAME ZERO, WITH THE WRISTS @ IN THE DIALOG BOX THAT APPEARS, ACTIVATE THE "DON'T ASK ME )
STILL SELECTED, CLICK FLAT \—" AGAIN" OPTION AND cLICK OK. W
IN THE KEY CONTROLS TO SET A KEY
WITH FLAT TANGENT HANDLES. You are about to key on Base Layer, Itis recommended to use layers when keyframing with Control Rigs
Key Controls El @mn't ask me again.
|v Anirnakion | Type ; |Bezier-CIam[§I’| 1 Go to Layer 1 | ‘ Ok ‘ | Canicel
|Base Layet T| 42 M
|F|.|II Biody T|| Zert‘ || Flat || D)sc. | . )
NoTE: SINCE YOU'RE NOT KEYFRAMING ON TOP OF THE ANIMATION, YOU CAN
Srre || Move Keys || Fk || RffSenc. all], SET KEYFRAMES ON THE BASE LAYER. IF YOU'RE USING THE CONTROL RIG TO EDIT
Refui | /] MOTION DATA, KEEP THE ORIGINAL ANIMATION ON THE BASE LAYER, AND CREATE
B MODIFIED ANIMATION ON LAYER 1 SO YOUR CHANGES DON'T AFFECT THE ORIGINAL.
@ veoe e e ] THERE ARE NOW TWO VISUAL
: = KEYFRAMES ON THE TIMELINE.
IN THE EVEN THOUGH YOU ONLY HAVE
TRANSPORT THE WRIST EFFECTORS

CONTROLS, 60
TO FRAME 60,

SELECTED, KEYFRAMES ARE SET
ON THE WHOLE BODY BECAUSE

THEN SET — Yok —_— FuLL BODY Is SELECTED AS THE
ANOTHER = H e KEYING MODE.
FLAT KEYFRAME. | - g | e —
= g e E ) THE ENTIRE CONTROL RIG
o LIGHTS UP TO SHOW IT IS
== R N KEYED AT THE CURRENT TIME.
G N0 NI IR I = O s || e
\ T o | Tes I I S T e ) = "‘\’:;‘ i Tis yﬁ:@i I‘Ii
more Q




14) Go 10 FrRAME 30 AND DO THE FOLLOWING:

<

SELECT THE HEAD
EFFECTOR AND ROTATE
THE HEAD DOWNWARD
SO EDWARD IS LOOKING
CLOSER TO HIS BODY.

SELECT THE
CHEST EFFECTOR
AND TRANSLATE
EDWARD
FORWARD AS IF
HE IS LOOKING
AT SOMETHING
ON THE GROUND.

CHECK oUT

THE BEST PRACTICES
FOR TIPS ON USING THE
VIEWER WINDOW TO GET THE

BEST VIEW OF YOUR
SET A KEYFRAME. ; SCENE.
(PrEss K oR cLIck KEY
IN THE KEY CONTROLS.)

GO TO FRAME 45, ROTATE THE
HEAD TO THE RIGHT AS IF
EDWARD IS CHECKING OVER HIS
SHOULDER, THEN SET A KEYFRAME.

)
o
%
o
_-‘
o
)
©
>
=
m
\O
o
>
p
(o)
o
o
T
m
m
Q
=
o
Q
<
=
z
©
\__/

NOTICE THAT
THE REST OF HIS BODY
REACTS TO THE PULLING
OF HIS ARM.

SELECT THE LEFT WRIST
EFFECTOR AND TRANSLATE THE
ARM FORWARD AND DOWN SO
THAT EDWARD APPEARS TO
REACH FOR SOMETHING ON
THE GROUND.

ADJUST EDWARD'S OTHER
EFFECTORS UNTIL YOU ARE
SATISFIED WITH HIS

POSITION. FOR EXAMPLE,

YOU MIGHT WANT TO ROTATE
HIS HEAD TO KEEP HIS EYES

ON THE GROUND, OR ADJUST HIS
KNEES TO MAKE A NORMAL BEND.

1C

SET A FLAT KEYFRAME.

Producer

THE ANIMATION YOU'VE CREATED
HAS FIVE KEYFRAMES, AND THE
MOTION CONSISTS OF EDWARD
BENDING, TURNING HIS HEAD, AND
REACHING FOR SOMETHING ON THE
GROUND.

Now THAT YOU HAVE CREATED
SOME KEYFRAME ANIMATION ON
YOUR CHARACTER, YOU CAN LEARN
TO EDIT ANIMATION.

_—THE END‘




FOLDER, DRAG THE ED__RUNJUMP FILE INTO
THE SCENE AND SELECT FBX OPEN > ALL TAKES

THAT
UL AT FROM THE MENUS THAT APPEAR.

YOU'VE LOADED
ANIMATION ON
A CHARACTER, OR
CREATED YOUR
OWN KEYFRAME T
ANIMATION, YOU Sosmnsar
CAN EDIT THE
ANIMATION ON
THE CHARACTER'S
CONTROL RIG.

EDWARD LOADS IN
THE SCENE, IN A POSITION TO
START RUNNING.

3 )SELECT EDWARD
AS THE CURRENT
CHARACTER.

Character Controls

4 ) SELECT THE HIPS EFFECTOR AND VIEW ITS
CTRL-R TWICE TO SWITCH TO THE KEYFRAMES IN THE TRANSPORT CONTROLS.

PRODUCER LEFT CAMERA VIEW.

ecece

L wom (B
L wom (Bl

E0EONS0L) [ e e e

THIS 6IVES
YOU A 600D VIEW OF THE
ANIMATION IN THE
: SCENE.

Producer Left (odels only)

B ) CLIck PLAY AND WATCH THE TAKE TO IDENTIFY 6 )IN THE Key ConTROLS
WHERE YOU WANT TO EDIT THE ANIMATION. SELECT LAYER 1 FROM LSAEQ;: TGLS‘:-;ITSGA ES ON
THE LAYER MENU. KEYFRAME ON TOP OF
g THE ORIGINAL ANIMATION
o WITHOUT PERMANENTLY
el
4

CHANGING IT.

N[o]

ACTIVATE THE LooP

THE ORIGINAL ANIMATION
IS KEPT ON THE BASE
LAYER, AND IT STAYS THE
SAME UNLESS YOU CHOOSE
TO MERGE ALL THE LAYERS

TOGETHER.
-more @

OPTION IF YOU WANT THE
TAKE TO PLAY
CONTINUOQUSLY.




WITH THE HIPS EFFECTOR
STILL SELECTED, CLICK ZERO
IN THE KEY CONTROLS TO
SET A ZERO KEY.

8 IN THE VIEWER, YOU'LL
SEE EDWARD's RIG
EFFECTORS HIGHLIGHT
TO SHOW THEY ARE
KEYED AT THE CURRENT
TIME. KEYFRAMES WERE
SET ON THE WHOLE
BODY BECAUSE FuLL
BobY IS SELECTED AS
THE KEYING MODE IN
THE CHARACTER
CONTROLS.

7 ) Go To FRAME 20.

THIS IS THE
LAST POINT BEFORE
ED's FEET LEAVE THE

Q ) 6O TO FRAME 35.

Herg, Eb's

FEET ARE BACK ON
THE FLOOR.

BET)/VEEN THESE ZERO KEYS,
YOU'LL EDIT THE ANIMATION.

ZERO KEYS.
SETTING ZERO KEYS ON
LAYER 1 CREATES A SET OF
'BRACKETS AROUND THE
ANIMATION YOU INTEND TO
CHANGE. THE ANIMATION
OUTSIDE THESE = BRACKETS'
IS UNAFFECTED, WHILE THE
ANIMATION BETWEEN THEM
IS OFFSET FROM THE BASE
LAYER.

11) 6o o FraME 28,
BETWEEN THE TWO

12) CLrck IN THE
VIEWER AND
PRESS T.

THrs
ACTIVATES
TRANSLATION

MODE.

13) PrESS AND HOLD @ AS YOU TRANSLATE
THE HIPS EFFECTOR TO MOVE EDWARD'S
BODY HIGHER ON THE Y-AXIs.

14 )CoNTINUING TO HOLD Q, SELECT
EDWARD'S RIGHT KNEE EFFECTOR
AND TRANSLATE THE RIGHT LEG
HIGHER TO CREATE A BIGGER KICK.

PrEssING Q
TEMPORARILY RELEASES
THE PINNED HANDS AND,

Feer.

15 CLIck KEY TO SET
A REGULAR KEYFRAME.

THIS KEYFRAME
OFFSETS THE
ANIMATION FROM ITS
ORIGINAL PATH.

16) GO TO THE FIRST FRAME AND PRESS PLAY TO VIEW YOUR ANIMATION. NOTICE HOW
EDWARD NOW JUMPS AND KICKS HIGHER IN THE AIR.

Now THAT You
HAVE EDITED
SOME ANIMATION,
YOU CAN PREPARE
TO EXPORT THIS
CHARACTER BACK
TO MAYA OR

3DS Max.

L tHEEND




prepariﬂQ

®eXpo from MotionBuilder

NOW THAT YOU'VE LOADED CHARACTER ANIMATION,
KEYFRAMED A CHARACTER, OR EDITED CHARACTER
ANIMATION, YOU CAN GET YOUR CHARACTER READY TO BE
IMPORTED BACK INTO MAYA OR 3bs Max.

RIGHT NOW, THE ANIMATION DATA FOR YOUR CHARACTER
IS STORED IN ITS CONTROL RIG OBJECTS. WHEN
EXPORTING, YOU NEED THE ANIMATION DATA TO BE STORED
IN THE BONE OBJECTS THAT MAKE UP YOUR CHARACTER'S
SKELETON.

TO GET THE ANIMATION FROM THE EDITABLE gONTlIIIOL
RIG ONTO THE SKELETON, YOU WILL PLOT, OR BAKE THE
ANIMATION.

DRAG THE ED__ANIMATED FILE INTO THE
SCENE AND SELECT FBX OPEN > ALL TAKES
FROM THE MENUS.

[poseover ][ T ]S
Eo— e e |
7 —

N
TN @ [ [« [« [ &[> [ 5[] B]x v]omes v]mmorrams
. 150 [o[>E: 150
D T
N

\
( 2 ) SELECT EDWARD
AS THE CURRENT
CHARACTER.

Character Controls 5]

| .Set.s..r’.‘"

EDWARD LOADS IN
THE SCENE.

TN
3 ) SELECT A CONTROL RIG EFFECTOR AND LOOK IN THE
TRANSPORT CONTROLS TO VIEW ITS KEYFRAMES.
===

EDITABLE KEYFRAMES |
DISPLAY IN THE
TRANSPORT CONTROLS,

THIS TIME THERE
ARE NO KEYFRAMES.

Contrals - Keying Group: TR

v
[+ 0

1 o0 e
5 10 15 20 2

[of[w[nw[a[nm]> | wionjHays
I

REMEMBER, YoU
CAN USE THE
SHOW MENU IN
THE CHARACTER
CONTROLS TO
SHOW AND HIDE
ANYTHING THAT
DISPLAYS ON YOUR
CHARACTER, SUCH
AS THE CONTROL
RIG EFFECTORS
AND THE SKELETON.

FK
X
Auxiliary
Pivot
Floor Contact
Finger Tips

FK Lock Sel
FK Lock Trs

Skeleton Lock Sel
Skeleton Lock Trs




™~

B )IN THE CHARACTER b 6 ) IN THE CHARACTER DIALOG BOX THAT APPEARS,
CONTROLS EDIT CLICK SKELETON.
MENU, SELECT
PLOT CHARACTER.

IN THE NEXT STEPS,
YOU WILL PLOT THE
ANIMATION FROM THE
CONTROL RIG TO THE — o
SKELETON. Hands | Feet dit |, Show

« Control Rig Input
»

ONCE THE ANIMATION
IS TRANSFERRED, IT —
CANNOT BE EDITED. IF _SEsEE

YOU NEED TO EDIT THE i ol
ANIMATION LATER, PLOT e
IT BACK TO THE TegmomE
CONTROL RIG. v Reach Override

w Stiffness Override

0.00

@ KEEP THE DEFAULT 8 ) TO VERIFY THAT THE ANIMATION HAS BEEN )
OPTIONS AND CLICK TRANSFERRED TO EDWARD'S SKELETON, SELECT ONE

PLOT IN THE DIALOG I:fé’;‘ég‘égg’; _Irf_‘E OF HIS BONES IN THE VIEWER WINDOW.
BOX THAT APPEARS.

SKELETON OBJECTS. e ][ ooy BHOQ IEVE

E

BES

THE CONTROL RIG IS —
STILL AVAILABLE IN
YOUR SCENE, BUT IT
IS NO LONGER THE
ACTIVE MOTION
SOURCE FOR

YOUR CHARACTER. IT
IS HIDDEN IN THE
VIEWER WINDOW,
BUT YOU CAN THIS TIME THERE ARE
STILL SEE IT LISTED KEYFRAMES IN THE
IN THE SCENE TRANSPORT CONTROLS
BROWSER, AND YOU
CAN STILL SELECT IT
AS A MOTION
SOURCE. o

action ¥ [[Run_j, % O W[« [m|»]o[or]|[B]ix  vfootes  ¥[nosnep v|
0 B

RERE

NEEEONE0

Now THAT YOU'VE
PLOTTED THE
ANIMATION TO
EDWARD'S SKELETON,
YOU CAN IMPORT HIM
BACK INTO MAYA OR
3DS MAX.

THE END




into 3ds Max

—~
1) START 3bs Max AND SELECT FILE > IMPORT @ IN THE IMPORT WINDOW, )
FROM THE MENU BAR. P SELECT FBX AS THE FILE
A TYPE, NAVIGATE TO SELECT

' ooshes THE ED_FINISHED_MAX
Now THAT YOU'VE . : - S— L FILE, AND CLICK OPEN.
PREPARED YOUR Select File fo Import. ngﬁﬁ
SCENE, YOU CAN .
IMPORT IT FROM Looki: | O GettngSiarted v QP 2
MOTIONBUILDER Sl T
BACK INTO (C)Edward.bek B _ump. e
3D$ MAX_ (3Edward.Fom

Edfanimated‘fbx
Edfcharacter.l’bx
fFexEd_finished. fhx

File pame: I ed_finished_max. fox |" Qpen
LSRR RS RN RR A AN RN RRRAAS AN R AN RN | s 1 C"Cd. |
T o o o %uﬂimﬁmf—"’f YL ) A IA" Lmats s . 2
el i ] o L =l

3) A
CLIck OK IN THE FBX IMPORTER THAT APPEARS,
N _
| & FBX Import (Version: 2010.2) l2JEd
WD:;M [user defined 2
I Shatetis J
= Indide ]
: File content: IAddtosoene |V {
= Geonety. ]
I~ Smoothing Groups
= 1
i) T
N ] THE EDWARD MODEL LOADS
E ] IN 3ps Max, AND YOU CAN PLAY
£k Z THE ANIMATION.
IV Lock width and height
Bane conversion: IConvertas dummy [
Width: | 1.0 ]
Heght | 10 |
Teper %: | 0.3 ]
I Coneres i YOU'VE FINISHED!
IE Lights il
& T b DON'T FORGET TO CHECK OUT THE BEST PRACTICES
TO HELP YOU ALONG AS YOU START TO WORK
WITH YOUR OWN SCENES.
Web updates Edit... ( oK ) e |
= £ THE END




START MAYA AND SELECT FILE > ) IN THE OPEN FILE WINDOW, SELECT THE
OPEN SCENE FROM THE MENU BAR. y ED__FINISHED.FBX FILE AND CLICK OPEN.
eojasElmEEEw [  £=5 [ |
ERE g LY LY T YN S YUV g [
AFTER YOU'VE e v 3 ~nom
PREPARED YOUR T CErsil-daa
SCENE, heat
YOU CAN IMPORT @
IT FROM :
MOTIONBUILDER % 2
BACK INTO MAYA. %%
% MTL1 iEIEEW 02 i B
Myﬁ,k File name: Ed_finished fox -
v Flaces Fies of type: [GestGuesstn =] e
I :‘ﬂ Set Project. DOptions.

( 3 IN THE FBX IMPORTER, CLICK
IMPORT.

Iﬁﬁ ﬂvEXI_ W[z

Edit Help

ssr

Chamnels_Edit_Object_Show

Al® 7

Curent Preset: | Autodesk Media & Entettainment v

Presets ‘

| »| statistics

File Creator:
e

Mot oubilier version 9.0 build 15/08/2008 o

EDWARD LOADS
IN THE SCENE AND
YOU CAN PLAY THE

ANIMATION LIKE YOU

|| Includ DID IN

e File content: Add and Update scene slements MO-‘TONBUILDER.
|+ Geometry |

[ »] Animation ]

+| Cameras |

[ ] Light ]

+ | Advance d Optior \

WHEN You LOAD A MOTIONBUILDER FILE IN MAYA, YOU'VE FINISHED!

YOU MAY NOTICE A DIFFERENCE IN THE SCALING OF YOUR ,

CHARACTER. DON'T FORGET TO CHECK OUT THE

BEST PRACTICES TO HELP YOU ALONG AS

FOR MORE INFORMATION ON SCALING CHARACTERS YOU START TO WORK WITH YOUR OWN
BETWEEN MAYA AND MOTIONBUILDER, SEE FILES.

THE BEsT PRACTICES.

IS, THE END




Best
praGtICes

MANIPULATING SPINES & FINGERS
p— ROTATION WITH

T TIPS A 4 :
m';iii ARES ND WHEN ROTATING OBJECTS IN A SINGLE - ';A%%AE" SREELEE';E';CE
S———— CONTINUOUS HIERARCHY, SUCH AS 7 :
o OBJECTS IN THE FINGERS OR SPINE,

SWITCH TO LOCAL REFERENCE MODE IN

ﬁigi'; Q/“;iH THE VIEWER WINDOW BEFORE YOU

MOTIONBUILDER, SELECT THE FK EFFECTORS.

g’;’;"mﬁ?\] THIS MODE GIVES YOU ADDITIVE . ROTATION WITH
YOUR 3D ROTATION BEHAVIOR, SO THAT EACH +-oi) GLonaL REFERENCE
ANIMATION BONE ROTATES RELATIVE TO ITS PARENT. , MODE SELECTED.
PIPELINE. THE FINGER OR SPINE BENDS NATURALLY

AS YOU ROTATE THE EFFECTORS.

THE

VIEWER WINDOW

: .PRESSING
A' FRAMES ALL
OBJECTS.

TRY OUT THE VARIOUS
SHORTCUTS THAT

LET YOU QUICKLY
SPLIT THE VIEW AND
SEE FROM DIFFERENT
CAMERA VIEWS IN

THE VIEWER WINDOW.
Look IN THE VIEW
AND DIsPLAY MENUS
FOR MORE OPTIONS.

CTRL-A CYCLES
BETWEEN X-RAY,
MODELSs ONLY, AND
NORMAL VIEWS.

CTrRL-1-4
SPLITS THE
VIEWER WINDOW
INTO DIFFERENT
PANES.

e

AUTOMATIC
CHARACTERIZATION DRAG THE CHARACTER ASSET SELECT THE THE MAPPING
DIRECTLY ONTO YOUR CHARACTER. CHARACTERIZE OF YOUR
IF THE NAMES OF YOUR CHARACTER'S C OPTION THAT CHARACTER S
BONE OBJECTS MATCH THE NAMES IN s . = APPEARS. STRUCTURE IS

THE MOTIONBUILDER MAPPING LIST, COMPLETED

YOU CAN COMPLETE THE CHARACTER | |
MAPPING PROCESS AND CHARACTERIZE
YOUR CHARACTER AUTOMATICALLY.

AUTOMATICALLY,
AND THE
CHARACTER IS
CHARACTERIZED.

You CAN ALSO USE THE EXTRACT
NAMING TEMPLATE BUTTON TO
MAKE YOUR OWN TEMPLATE OF
BONE NAMING CONVENTIONS.

B |

“IF YOU HAVE A
3bs Max Brpep,
USE THE SPECIAL
. TEMPLATE!

oo

>




SCALE OBJECTS

IMPORTED FROM MAYA

DRAG A NULL OBJECT FROM PARENT YOUR SCALE THE NULL
WHEN YOU IMPORT MODELS FROM THE ASSET BROWSER CHARACTER'S ENTIRE UNTIL YOUR
MAYA, THEY MAY APPEAR SMALLER ELEMENTS FOLDER INTO HIERARCHY TO THE CHARACTER IS
THAN YOU EXPECTED. IF YOU PREFER THE SCENE WITH YOUR NULL OBJECT. AN APPROPRIATE

CHARACTER. ST7E

TO WORK WITH A LARGER MODEL, YOU . _
CAN USE A NULL TO TEMPORARILY = se2ze ==
SCALE THE WHOLE MODEL. = =

e re—
V18] oot Vs G
Ve

WHEN YOU'RE READY TO BRING THE
MODEL BACK INTO MAYA, JUST DELETE
THE NULL, THEN EXPORT THE SCENE.
THE CHARACTER WILL LOAD AT ITS
ORIGINAL SIZE IN MAYA.

EREEE e e SRR R

s s oo et ca d fat R

BuiLd CHARACTER

TRIM INSIGNIFICANT

EXTENSIONS e et (T SELECT THE MAYA SKIN > EDIT
SMOOTH SKIN > PRUNE SMALL
Use CHARACTER EXTENSIONS WEIGHTS OPTION.
TO ADD PROP OBJECTS AND BEFORE EXPORTING SCENES -
ADDITIONAL LIMBS TO YOUR FROM MAYA TO MOTIONBUILDER,
CHARACTER'S CONTROL RIG. YOU CAN TRIM INSIGNIFICANT
WEIGHTS ON DEFORMED MODELS

TO YOUR CHARACTER AS A
CHARACTER EXTENSION Is

KEYED AUTOMATICALLY ANY CUSTOMIZE
TIME YOU SET A KEY ON YOUR CONTROL RIGS
CHARACTER.
SELECT A CONTROL RIG IN THE
l SCENE BROWSER, THEN USE THE
RIGHT-CLICK YOUR CHARACTER PROPERTIES WINDOW TO
IN THE SCENE BROWSER AND CUSTOMIZE THE LOOK OF THE
SELECT CREATE CHARACTER IK anp FK EFFECTORS. U
EXTENSION. S
CLIck THE SoLID Look OPTION HEEORND SlAesEIS
To WORK WITH FK EFFECTORS
LIKE SOLID BONE-TYPE OBJECTS. CHOOSE SETTINGS > KEYBOARD
CONFIGURATION FROM THE

L MOTIONBUILDER MENU BAR TO
igh SELECT THE KEYBOARD SHORTCUTS

THAT YOU WANT TO USE.

DROP A PROP OBJECT ONTO THE
EXTENSION, AND CLICK ADD TO
CHARACTER EXTENSION.

YOuU CAN SELECT FROM SETS OF
SHORTCUTS THAT 60 WITH

3ps Max, LIGHTWAVE, MAYA,
AND XSI.

EXPERIMENT WITH

SAMPLE MOTION FILES

IF YOU WANT TO EXPERIMENT
e WITH DIFFERENT TYPES OF

\ o MOTION FILES IN MOTIONBUILDER,

= 5 : YOU'LL FIND SOME SAMPLE FILES

— : ON THE CLIP ART DVD IN YOUR

MOTIONBUILDER PACKAGE.

44
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THE END
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