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MotionBuilder Interface

As with most software, MotionBuilder, includes standard interface items that let you perform
general tasks.

For example, you can use the MotionBuilder menu bar to open recently saved files, select
keyboard configurations, create custom layouts, and access the MotionBuilder Help. You can
use the Preferences window to customize the MotionBuilder settings.

This section discusses the basic interface of MotionBuilder and includes topics on the
MotionBuilder menu bar, setting Preferences, and creating custom layouts.

This section also discusses common interface items that consist of windows, fields, or other
interface items that appear in more than one place within MotionBuilder.

The following common interface items are discussed.
Color window on page 4

Asset Selection list on page 7

MotionBuilder menu bar

Viewer window

Asset browser

Navigator window

Layouts on page 13

Preferences on page 19

Color window on page 4

Asset Selection list on page 7



Color window

Use the Color window to change the color of lights, models, materials, shading
effects, and any other object or any other asset with a color property.

Color |
@ Background Color
EB- Hss | D
R | L —
iy Saturation [ 53,1
|
Brighiness [ 86.1
Color Area
© Color Palette 4
& Selected Color

Color window A. Current Color area B. Color
space C.Color area

Current color area

4 | Part |

The Current Color area of the Color window lets you view the color that is
currently active in MotionBuilder, for example, the color of a selected object
in the Viewer window.

Whenever you make changes to the color selection in the Pick In Screen, Color
Space, or Color areas, these areas reflect the new color.

The Current Color area also identifies the name of the setting to which you
are applying the color. For example, if you select an object with a red Emissive
Light setting in a scene, the Current Color area displays the color red and is
labelled “Emissive”.

For example, the Current Color area indicates that it is displaying the color
for the camera’s Background.

Pick In Screen

Use Pick In Screen to select colors from objects already displayed in the Viewer
window.

MotionBuilder Interface



Click Pick In Screen, then click anywhere on your screen to “capture” the
color.

For example, you can click Pick In Screen then move your mouse over a colored
light. The Pick In Screen field color changes as you move over the colored
light's beam. Locate the color you want and click to capture it.

Color Space area

The Color Space area lets you change the current color using one of three
different color spaces. Use the Color Space area to define your color selection
with more precision.

The Color Space area is divided into three Color Space settings, one for each
color mode:

m HSB

m RGB

m YUV

Switch to any of these three color modes by selecting the corresponding option
beside the color sliders.

Drag the Color Indicator across the Color bars to select a new color. You can
also create exact colors by double-clicking the Value field found under the
Color bars and entering a value.

Depending on the color space selected, changes to the current color may create
a color shift in each color bar.

HSB option

Select the HSB option to choose your color using a a mix of hue, saturation,
and brightness. The Hue color bar shows the entire spectrum of available

colors.
T T
m Hue | 200
 RGE | {B) 1
(o1 Saturation [ 30,0
Brightness | 50.0

HSB Color Space A. Hue selector B. Saturation selector C. Brightness selector

Color Space area | 5



Use the Hue slider first to select the color, then use the Brightness and
Saturation sliders to adjust the contrast. Changing the Hue also repositions
the Saturation and Brightness color bars. Changing the Saturation also changes
the Brightness bar.

RGB option

Select the RGB option to choose a color using a mix of red, green, and blue.
The three color bars switch to show the red, green, and blue spectrum.

Colar Space
s h

& RGE Red [ 39

(i

Green [ 115

Elue [ 125

RGB Color Space A. Red selector B. Green selector C. Blue selector

RGB is an additive color system and is used when working with computer
monitors or other light-emitting devices.

YUYV option
Select the YUV option to choose a color using a mix of Y, U, and V values.

The three color bars switch to represent the Y, U, and V spectrum. YUV is a
standard color mode used for television transmission.

Color Space
alls. H

 RGE (B) il _0.12
@ vy Ul .ot

Y |-0.06

YUV Color Space A. Y selector B. U selector C. V selector

Y is the luminance component, U and V are the chrominance components
or color signals.

Color area
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The Color area lets you change the current color using an interactive color
palette that you can modify after you select a color swatch. You can also select
the color from a palette of color swatches. Both options are shown in the
following image.

MotionBuilder Interface



Color Area

& Color Palette

" Selected Color

®

" Color Palette
+
* Selected Calor

A.Color area showing color palette B. Color
area showing selected color

Asset Selection list

The Asset list is an interface item that lets you specify one or more assets. The
Asset list is found next to the Asset field in many Navigator window panes,

for example the Selective Lighting Shader settings .

Selective Lighting Shader Settings 1

Lights Used :

| castligton |[ Castlightoff |

Selective Light Shader settings A. Lights Used
field B. Asset list button

Access the Asset list through the Asset list button that appears next to the
field. When you click the Asset list button, a list of all the corresponding assets

added to your scene displays.

Asset Selection list contextual menu

If you right-click the Asset list, a contextual menu appears with options for

selecting and organizing the Asset list.

Asset Selection list | 7



Selective Lighting Shader Settings

Lights Uised : [ 5un Goba Light ete... [..]

Sun Gobo Light

Ambient Fog Lighting
Lamp Light

[ Remove

Asset List Contextual Menu.

TreelList

The Tree/List options let you choose which way you want to view the contents

of the Asset list.

B Select Tree to make the Asset list display in a tree hierarchy with check
boxes that are either activated or disabled.

B Select List to make the Asset list for the selected objects display as a list.
Unlike the Tree display, the List display only shows objects that have been

selected.

fdLihts

% clobal Light

% Character Spok Light Lights Used ;
% Background lighting

¥ Bright Sun light | castuighton || castughtoff |
,\,& Lamp
% Ambient Fog

Asset List display A. Tree B. List

Option Behavior

Check Whole Branches

Select Check Whole Branches to select the
item and all its child items when select-
ing/deselecting something in the Asset list.

Find First Checked Child

Select Find First Checked Child if the tree
hierarchy is collapsed. It expands the tree
to the first selected child item.

Find Child by Name

8 | Part | MotionBuilder Interface

Select Find Child by Name to open the
Find Child by Name search window. Enter
the name of a specific asset or object in



Option Behavior

the search window to have MotionBuilder
locate it.

Expand Branch Select Expand Branch to completely ex-
pand the branch of the item selected.

Select Branch Use the Select Branch option to select all
the items included in the item’s hierarchy
in the Asset list and in the Viewer window.

Select Object Use the Select Object option to select the
object in the Asset list and in the Viewer
window.

Using the Color window

Use the Color window to change the color of lights, models, materials, shading
effects, and any other object or any other asset with a color property.

To use the color window:

1 Click the Color (...) button in any window next to an option that lets
you change the color of an object.
For example, you can open the Color window from the Emissive, Ambient,
Diffuse, or Specularity color areas of the Material settings pane by clicking
the Color (...) button.

Using the Color window | 9



Material Settings: Color buttons

2 The Color window appears.

Color window A. Current Color area B. Color
space C.Color area

3 Set your color using one of the three methods:
B Choose a the Color mode (HSB, RGB, or YUV), and adjust the colors

B Select between the Color palette and Selected Color options.

B Click Pick In Screen if the color you want is already somewhere in the
Viewer window.

4 Once you have selected a color, close the Color window using the X
button in the upper right corner.
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Selecting assets using the Asset Selection list

The Asset list is an interface item that lets you specify one or more assets.

To select items from the Asset Selection list:

1 Click the Asset List (...) button.

The Asset list appears with assets appropriate to the asset you are selecting.
For example, if you are using the Lights Used Asset list, all the lights used
in the scene are displayed.

Aters... ][ = | 4| @ |[#=] | | Selectve Lighting Shader Settngs |

-I-‘: Scene )
+4< audio Lights Used : S I

+ 84 cameras =" ¥ Lights

= d
+®, Constraints # Global Light
# Groups I = Sunlight

B Sets % Moon glow
I; blgr;: | 7 % Planetary haze
aterials
2 Poses
— (B shaders
(B Defauit Shader
(B Refiection
(® Bump Map
(@ Lighted
gl [selectve Lighting |
5 Takes
+@ Textures
+'m Video

The Asset list appears with assets appropriate to the selected asset.

2 Activate the option that corresponds to each asset you want to select.

3 If you want to select all items contained in the list, activate the option
next to the root folder. For example, in the preceding image, the root
folder is the Lights folder.

NOTE

When multiple assets are selected, only the first asset is listed, followed
by “etc”.

Removing assets from the Asset Selection list

To remove items in your Asset list:

1 Double-click the Asset field. A list appears with all the assets you have
assigned.
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Click the Asset field to display a list of the items you have selected from the
Asset list.

2 Select every item that corresponds to the items you want to remove from
the list.

3 Click Remove.

To remove multiple items, you must repeat this procedure multiple times.
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