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7 Select the Mia Extension in the Scene browser in the Navigator window
(A), then activate the Lock option in the Properties window (B) so that
the Mia Extension properties stay open no matter what you select.
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A. Select the Character Extension. B. Lock the Properties window.

8 Define Mia’s right shoulder bone as the Reference object for the Character
Extension by Alt-dragging the Mia:RightShoulder bone (A) into the
Reference Object field in the Properties window (B).
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Drag Mia:RightShoulder (A) into the Reference object
field (B).

A Reference Object Change dialog box appears. Click Ok.

The Reference object for your Character Extension is used to calculate all
future positioning of the Extension, for example when the Character
Extension is included in a pose.
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9 You can also use the Include Part In Full Body option to define whether
you want the Character Extension to be keyed when you set keys in Full
Body Keying mode.

Summary
In this tutorial you added an extra limb to the Mia character by creating a
Character Extension. In the next tutorial, Creating a Walk Cycle on page 43,

you will animate the character and the Character Extension using the Pose
Controls.

Create a Character Extension | 41
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Creating aWalk Cycle

This tutorial guides you though the process of using poses to create a walk cycle.

The major steps of this tutorial include:

1 Prepare the scene on page 43

2 Create poses on page 44

3 Create animation with poses on page 50
4 Mirror poses on page 54
5

Play the animation on page 56

Prepare the scene

In this step, you will prepare the MotionBuilder scene and open the files needed
to start this tutorial.
1 From the menu bar, select File > New, then select Layout > Editing.

MotionBuilder displays a new 3D scene using the Editing layout. This layout
displays all the windows you need for your work in this tutorial.

2 Select the Tutorials folder in the Asset browser, drag the mia_servo.fbx file
into the Viewer window, then select FBX Open > No Animation from the
contextual menu that appears. A model named Mia appears in the Viewer.
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Asset Browser X4
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Drag the mia_servo.fbx file into the scene.

This character includes an extra “Servo arm” that is parented to the right
shoulder bone and added as a Character Extension.

Create poses

In this step, you will create several full body poses on your character, including
the Character Extension, that will be used in the following steps to create a
walk cycle.

1 In the Character Controls window, if she is not selected already, select
Mia in the Current Character menu (A).
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Character Controls window
A. Current Character menu
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