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Navigator U 1 > KJ: A. Scene Browser Lock #7723 > I8A >

Schematic ¥ 2 —T, X—A 1 > &N %175 T Mia:LeftUpLeg / — R
ERRL. 2O/ —REBRRLET,

[Ea—7 FEXF— a ke A [BE]KRSY Y B.[R—L1KS >~

Fv50% EFNEA—RL. ¥+594954X9% (13



B> b [Viewer|7 1 > R T, [ctrl]F—2#LAaN56 RIv LT
=LA L70, [Shift]F—2FLaNSBEI(ERIIN)THT &N
T&EXE9,

Mia:LeftUpLeg / — RDSZIR E /= ikkE

7E: Schematic E 2 —TEIRL =W ) — ROIEERERARIN N> TWBE
&3, shift+N F—ZH# L T Find Model by Name 4 7 0% 1R 7
ERE. ) —RETEPHMBTEET,

6 Mia:LeftUpLeg / — R % Base (required)LeftUpLeg D~ vt > 7 1) X k
A8y b, ALt F—2 LN S RSy LET,

IWia:LeFtHips_Dumnmy

Mia:LeftlpLeg

Mia:Leftleq

Mia:LeftLegRoll

MotionBuilder @ LeftUpLeg IZ< v E & & /= Mia @ LeftUpLeg / — R

14|518 Fa—rUTL



ZDOFv I35 %F ¥ I35 T4 X9 5E, MotionBuilder 1. 2D X7
Vb T DWWTIE LeftUpLeg / — B % TMia:LeftUpLeg) EMERZ & %GR
L ET,

KOF w7 UAMERZHARELTHMAL, DD Mia R— 2%,
XvEST JRAND Base (WIB) ) — RIZY v T LET,

E:

Mia IZ13Z% < DR —22% D £9 2%, MotionBuilder DF+ 57 % 51 X
T, 15D Base ) —F %< v I3 20NENRH LT T,

R=> 20v b <y T EH»
Mia:Hips Hips

Mia:LeftUpLeg LeftUpLeg X
Mia:LeftLeg LeftLeg

Mia:LeftFoot LeftFoot

Mia:RightUpLeg RightUpLeg

Mia:RightLeg RightLeg

Mia:RightFoot RightFoot

Mia:Spine Spine

Mia:LeftArm LeftArm

Mia:LeftForeArm LeftForeArm

Mia:LeftHand LeftHand

Mia:RightArm RightArm

Mia:RightForeArm RightForeArm

Fv¥S50% EFNEA—-KRL. ¥F+599554XF 5|15



wR—> Z20v b YT HEH

Mia:RightHand RightHand

Mia:Head Head

Base V)V =T DF ¥ 575 IVvEITNETTIHE, Iy EST UX B
RO DE DT/ ET,

Control Rig

Clear Mapping List Extract Maming Template

Mapping Lisk Iaming Template

RightUpLeg
RightLeg

=8
LeftHand
Rightarm

Mia ® Base R—> &<y EYS UR D Base / — RICYy EV S LR
INTFY I Iy TIFIFET T,

FvS309 ETINEFYSI554XT DB

ROFETE, ETNEFv 77574 XF2HHECODWTHHIILET, Fv 7
D8 BTFNEFYIIITARTEHE, IvEST UXNTERLHBED

16|818 Fa—rUTL



MotionBuilder 12 & D HATS 3. EFIVOBRIEDR—ZXDNLBED T X TDHR—
AEFEDOR—RIZID EEREINET,

1 Character Definition ~X-f > C. Characterize 77> 3 > Z2HEMIL T
(A

AJ

Base (required)

Character Definition X >: A. Characterize 7> 3 >

2 FREINS Character ¥ 7 U7 7Rw 7 A TBiped 27 U v 7 LET(A
ZiUZ. Mia A7)V b2 2 AT B, BT T 07 (KR & #ild
57D TT,

Character

Character must be in stance pose facing the positive

Biped Quadruped

Character ¥4 704 Rv & R: A. Biped + 7> 3>

Fr I IIMTRTOY =R EHHREZEFFS, Fv I 7INFXYI05 5
1 XE#. MotionBuilder 232 O#E 258 T 2 XD ICHOF 71y b
MatEINET,

RvET UXAMD /) —RIFFZTL =20, ETEERA,

F+S09 EFINVEO—RL. F+59954XF53 |17



acter Definition | Charac!

ct Maming Template

Mapping Lisk Maming Termplate

RightFaredrm
RightHand
Head

E:

BTR—ZBMULEY, XvES T VARNERELZDTINERD S
AL, FYIUVINT-AY A THS EEIT, Characterize A 7> 3 >
R mhic L9,

3 Scene Browser T. Character 7 5 > F % &P L. Character 7w k%
Hr7UwrZ L, A>FFAK AZa—n5 Rename ZEIRL T, Fv 5
7 &I "Mia" £ D AT E T ET (A,

18|18 Fa—rUTL



Scene Browser: A. Character 7 v M IC Mia & WD BRiEAFTE T,

FYIVIREBICFYIIITAAIN, TZA—NTHHEFENENE
L7z,

EXa:2)
ZOFa—bUTITIE. Fvy52% EF)2O0—RL, TofEz~ Yy Tk
LT F¥I7309I714XLFELE

KROFa—bUTNWTarso—=)L UTEERL. BAYIAZXT5 (19 R—
DNI)TIE, Fv I35 X LFryI050a>ba—)V VT Z2ERLTH
AFZIAALET,

bO—JL YT EERL. hRITRAXT D

ZOFa—hbUTZIHNTE, a>bha—)L UZZERL, BOFa—bJ 7T
T oA g ERERT SO, Z0a> a—)L YT EHAYIA AT S
FHEZDODWTHHL £,

a2 hO0—=)V UZIEF v 5749 EFIVOHEPEEZLLTLIT5-007 =
A= 3> V=)L TT, 2> bO—)V UZBMOEFTIICEFHTS I EMT
%9,

ZDFa—rIUTITERT STy b

m  mia_characterized.fbx

aArbaA—- VT EERL. hRAITAXTS([19



F: Fa2a—RMNUTIVHODO T v Mid Asset Browser O Tutorials 7 + )V % (£ 7-1%
> 27 I E® MotionBuilder 5« L 7 = U N®D Tutorials 7 + )L ¥ NZH 0 £7,

- EERT S

KRDOTFJETIE. MotionBuilder > — > ##f L. TOF 21— MU T IVEBIAET
DI BERT vV ERHEET,

1 AZa— /)N—/n5 File > New Z#ER L. Layout > Editing Z#R L £9
(Ctrl+Shift+3 F—),

MotionBuilder id. Editing L' 177 bZFHAL THLW 3D > — &k
RLUET. ZOLA 7T ML, ZOFa— MU ZIVTEET 2 DITHE
I2IRTDT 1 > RUNFREINET,

2 Asset Browser T Tutorials 7 + )V 5 %7V w27 LE7T,
mia_characterized 7 -z v ~(mia_characterized.fbx 7 7 -1 )l)% Asset

Browser /n 5 Viewer 7t > RUANRZ w7 L(MZEZH). FBX Open >No
Animation ZZER L £7,

T-R% > XD Mia

Viewer 77 1 > R7IZ Mia E WS ZRETOETFINN T-AF > A TERINE
9,

20518 Fa—hUTI



4 [File] > [Save As] #ZEIR L £7
Save File ¥ 707 Ry 7 ANFRINET,

5 77N ERET DT 1 L7 MI(GGF T 4)V D MotionBuilderTutorials
FALTZNIDUADT 2 L7 BUNCKEEIL., [SavelzZ U w7 LET,

Save Options ¥ 1 7 07 Ry 7 ANEKRINET,
6 Save 27U w I/ LETY,

57 + )L b @ MotionBuilderTutorials 7 + )V S SN DT 7 + )L M2 7 7
AINERETDZET, TD fox 77 A EEEINEHE A,

Ay bA—=I)L VI EERT S
KODOFENETIE, MiaFvSr7y0a>bo—)L U ZERBIOEERL £,

1 Scene Browser C Characters 75 > T %EHL. Mia¥*v >0 5 %57
WUy 7 UET,

2 Character Definition X >(A)& 27 U w7 L. Control Rig ##I#(B) T Create
27w I LET,

Mapping List

Character Definition: A. 5% B. Control Rig #1sk

3 F/RENJz Create Control Rig &1 7 17 Ry 7 AT, FK/IK ZER L %
(A,

Create Control Rig

Create Control Rig ¥/ 704 Ry R: A FKIIK 7> 3>

aArbA—-I VT EERL. HRAITAXT S| 21



Mia v 57 HICFK/IK 2> bOo—)L U T RER SN £,

4 Character Controls ™7 -t > K7 T Character Controls 27 U w7 L, Ctrl
RigIn#A 72 a>z2A42IcLEd., Zhick, 3> ba—)L YA Mia
FYIOIDT T4 TIRE—T a3 V=AW ET,

Character Controls: A. Ctrl Rig In +7°2 3 > 554 > DIKEE
5 Viewer 7+« > RUZZUvy - L, X-Ray K'RE— RIZ/RBE T ctrl+a
F—2MHLETET,
E:
ZRE— Rid Viewer 7 1 > RUDE FIZERRINET,

X-Ray Z/RE—RFTIE, 2> b0 =V UV Z BRI DFKIT7 274 & IK
IT7 x5 MR TEET,

m HREFRAOIKIT 75Tl ABOKOEHEEIIaL—FT5
BEEFHLT, EEMICFY S/ EEBETEXET,

22|5%18% Fa—hUTI



m EEOEDOFK 7 7% Tk BxDRT ¢ N—YZRIRL THFHET
Z2ET, FY IV YOMAEETO FTEDOEHAIEX. FKT 774 & IK
IO HEERALTCa hao—)L U EERL XTI,

6 Navigator 7 1 > R T Character Settings X1 > IZ8 D&z £9(B),

Character Settings X4 >: A. Input Type A =1 — B. Active 77> 3 >3+ > D
E7N

a2 ho—)b UZid. Character Settings ~X-f > ® Input Type A= 1 —
BELU Active 72 a>Th, 7IVTF4TRE—ar V—AELTE
IRINETABEU B,

BO7AO7 A%V b X—h%EFET S
ROFIETIEZ, 707 A X—hZ2FHAL T, F¥yI750ENEDK
D707 (REDICEAT 20 a2 B L £7°,

70y AXF 7 b =HE FYIIY ETINEFVYIIVIIARTDEF Y
T DFLRDEABICERINSIBFHRLRKEDY—ATY., TNHDOX—T
B FY I 5ORNTOY EHEMT DG ERO L AHDT ) v REERL

S

BEFOZ7A7 AV O —AD. MiaDEFELAEORABICKRRTENET,

aArbA—- VT EERL. hRAITA XT3 |23



7E: [Character Definition] X{ > O v E 7 UZNTT70O7 727 bR
FEFRINTWRWEES, MotionBuilder D7) v RAREL THHASINET,
ZOFa—hbUTIVTIE, 7071 3EEL A,

1

Viewer 7 1 > R T View AZa1—%7%7 1 w7 L. Orthographic >
Producer Right % &R L T(£ 721X Viewer WTZ U v 7 L., Ctrl+R F—
ZfL T). Producer Right 7 AT Ea—ITYJO R £,

Mia DRIZA—L A > LEIT(HESH),

Mia DEDFIZHBH 707 AF I N IX—=TOWThnzEr w7 LE
R

Viewer Y —J/)N—T Translate "% > &~ 1) »» 7(T F—)L T Translate
E—RZET7IT4TICLET,

Ay A2 h—AEBHL LT, ROFHEMZSEZITL T, ¥—
HNOMEZEZEDETIEI N,

m PO —NEDELEDOR— DL LB EGDE L X (B,
m GO —HEETINODERICMEGDE L ETA.

n BHOT—HEETINOINEIMEGDELETO).

1 ®

MiaDEE70O7 AVF I b —H: A BIEBDT —H B. RERD I —H C. 1LE6
DI—HhH

24|818E Fa—hUTL



E:
FHDODRDOY—IZ2BEHTIHE, FRZEDETHIFEOY—HD

FBINFEIT(OED, Mia DERDOROY—HE2HRIETIE, GED
FEOXR—HNHHHEHHBWICHEINET),

6 Orthographic Producer Front £ 2 —IZ8) D X TCtr1+F F—). M2
A=A LT(Ctrl+ KT v D), BROX—NELELGIIBBHIETROX
DE DT R DIHITHE L £

R—HDESLPREDME

7 Character Settings X-{ > C Floor Contacts (A)% &M L. Feet Floor
Contact + 7 3 >B)&F IZLET,

Character Settings X4 > A. 7’0/X5 1 D Floor Contacts 2 )L — 7" B. Feet Floor
Contact 7’2 3>~

aArbA—-V VT EERL. hRITAXT S |25



26| $E15

FETAT7 AVIIONI—NERHET S

Z 2T, MiaDFEn7ao7(RINCnzE S 7IVITKIET 5L D12, FD
gy A0 EEHLET,

1 SceneBrowser TMia¥+ 57 % %% 7). w - L. Character Settings
A >%27 1 w2 LT Character Settings ##&/RrL £7°,

2 Character Settings ~X-f >*C. Floor Contacts (A)/NJER I T2
122N ZEB L. Hands Floor Contact (B)4 73 a > & Fingers Floor
Contact O)F 7> a4 LT, F&iFOoTOy 2257 h&2HR)
IZLET,

Plot Character.. Reset Al Properties

Character Settings /X >/: A.Floor Contacts B. Hands Floor Contact C. Fingers
Floor Contact

3 Hands Floor Contact Setup % J&B L. Hands Contact Type A — 1 —(A)
271w LT Wrist &R L £7°,

Character Definition

Character Settings X4 >: A. Hands Contact Type B. Wrist

Fa-—rUTI



5 7 4 )1 b Tld Hands Contact Type \& Normal \Zi%EZNTH D, FiC
Befdlorny 22857 b X—ANEVHRTENET., ZOF T ar
Z Wrist CTAEET S & ENENOFICEANBHIHOZD0 4 HD 70
7 A&7 b R—INREINET,

4 Viewer 74 > RUTHEBEHIAS a—Z2FHL T, Mia DEGEB M
DFIZX—LA1LET,

5 FO®RFEOT—NEFEIZ. A0~ —h2REEDIDO TR I E
EHBLET., I ROKITRTEDIZ, BEFO~Y—h2 Yo
TFRABHLT. FOOSDMIFHRICMHBEBEDELET,

Auxiliary E7/R v b ZBINT 5

ROFIETIE, MiaDa> bO—)L UTIZH B KT AT LE S SIZFHICHIE
TZ2XDICT % 2 DD Auxiliary ER Y b ZERLET, 5D Auxiliary
FTTxl NEFEALT, Mia OSFICEN, Mia @RI 7 )L 7R 2 /ER
TEET, £/, 0TV baeffifldaE, F—TJL—L T2 A—
T a > OERIRFIZ Mia DR ZFEHEL 2T <R £,

1 Character Controls 7t > KT, LeftAnkle tJLZE7Uw oL, O
FF A b A= a—7M5 Create Aux Pivot ZEiR L £3(A),

A=V UTEERL. WRIRAXT B |27



Character Controls A. Left Ankle T7 % IDAVTFFRAMN AZa—F*7
ar

EREDIK LY =7 %12 Auxiliary R MAWER I N E T (A), Auxiliary
iR Rd. Character Controls ™7 1 > K7 @ Left Ankle )L Tl X Hl
TREINETB),

@ g

A.Viewer 7 « > RO D Auxiliary E7R v &+ B. X EI%% Auxiliary ER v &
F74)V h T, Auxiliary ER Y M EERTZE, BOLT =7 ¥ I35ER

fEFR SN, Auxiliary ERy FAVEIRENE T, Viewer 71 > R T,
Pivot Selection &— RWHEIIER I NE T,

28|$1E Fa—hUTI



Viewer 7 1 > KU A. Pivot Selection E— K

ROREDE S IR L 72 Auxiliary ER Y MASBRINTWRWEEIZ D
NZEERL., BEHL T Mia ODOFREERDMBEICKEL £,

ERED Auxiliary E7R v b A BIER B. fIER
E:
Character Controls @ Show A =21 —%2f#ffL T, Auxiliary R k%

ET EEICaA> 0=V Uy Ty E7O7 A7k —Hh
BIERICTDIENTEET,

Left Ankle )V &6 5 —EHE Uy L, J2FTFAM AZa—056
Create Aux Pivot Z3&IR L £,

aArbA—-I VT EERL. hRAITA XT3 |29



v LeftAnkdeEffectorPivatl

Create Aux Pivot
Create Aux Effector

Select Al
ERHEIC Auxiliary ERy FEERLET.
Viewer U 1 > RUIZ 2 DH® Auxiliary ER Y hBIFERINET,
4 2 DHO® Auxiliary ER v b ZEp) & OMBEICEE L £ (XE2R),

o)

ZOFa—hbUTZITIE, a>bhao—)L UZZERL, Fvy57FDRICTN0
Y aAYZ I hX—AZEEEL TS, EONERZ T 572912 2 DO Auxiliary
ERy MEERLELZ,

ROFa—bUTI FvyI305 VAT arzERT5 GB0R—=) T
1Z. Mia ¥ ¥ 5~ #{Z Character Extension ZEiL £7,

FvS09 TORT a2 EERT D

ZOFa—RUTITIE, Fv 757 ITEBMENMHEMZHIETESXIDICT
BODFvSIY T IAT T3 > OERICHERFNEICDOWTHAL £,

30|18 Fa—hUTIL



ZZTlE MiaFvo274%0Bia0—RL, v 53045 TIVRAT> 3 % #
AL THiZE Mia lZ7 ¥y F L7756, IRISHEL TEIKMOY ZA—a%k
TRLET,

CDFa—hbUTZITERTETEY
m  mia_rigged.fbx

m  servo.fbx

F: Fa— MU TIVHDT 2w i Asset Browser @ Tutorials 7 + )V 4 (£721%
2 A7 It ® MotionBuilder5 1 L 77 - V) N® Tutorials 7 # )V NZH D £7,

SV ERET B

PAFOFNMETIZ. MotionBuilder > — > Z#fHE L., ZOF 12—~ 7 IV EBA
THDITKNERT 7 IVEREZET,

1 AZza— /)N—75 File > New Z#{R L, Layout > Editing Z#ERL £9
(Ctrl+Shift+3 F—),
MotionBuilder id. Editing L' 1 77 bZFHAL THL W — 22 FRL
¥9, ZOLAT7U R ZOFa— MU TIVTHEET S DITKERT
NTCOYU 1 > RUNREKRINET,

2 Asset Browser T Tutorials 7 + V5 %7 ) w7 UET,

3 mia_rigged 7 2+ ~(mia_rigged.fbx 7 7 - ))% Asset Browser /2 5
Viewer U 1 > RUANRT T L, A2FTFZX M AZz2—7»5 FBX Open
> No Animation Z#ER L £ (H&ZHR),

FvS09 TORTaryEERTS |31



FvS U954 XE N/ Mia H Viewer U 1 » RO ICRRENET.

Viewer 77 1 > R7IZ Mia E WS ERTOF ¥ T 745 1 ZIFEHDET IV
T-A% > ATERRINET,

4 Asset Browser @ servo 7tz v Nservo.fbx 7 v { )V)&ET—>2~NKRI v
L. I>FFA K A=a2—7»5 FBX Merge > No animation %% L &
ERS
=R 7 —ANT—Z0—RIN, MiaDFD EiciEINET, KD
FIETE. D 1 AD0HEL T, ZOBZ Miall7¥ v FLET,

322|818 Fa—hUTL



Mia &Y —7KR 7—AD > —2(CO— REIN/=4REE
5 [File] > [Save As]Z&EIR L £
Save File ¥ 1 7 O7 Ry 7 AMFERINET,

6 77y MINERETDT 1LY MU T 4)V D MotionBuilderTutorials
S L7 NILANDT 2 L7 NUNICKBEIL, [Save]2Z U w7 LET,

Save Options 1 7 07 Ry 7 AMEREINET,
7 SavezZ U v LEY,

57 %)l b ® MotionBuilderTutorials 77 # )V RUSN DT T+ )L M2 T 7
ANEBRETDHIET, LD fbox 77 1IN EEEZINEFT A

ENMLEBZEF S U7 I1CiERT S

ROFIETIE, P—1K 7—24L & Mia OJFORICHTRIGREERL £
1 Viewer V1 > RV % X-Ray HRE— RICYDEZET (Ctri+aF—) .

F:F—AR—RKR a—bHhvy b ctrl+r F—2#MT & Normal £— K,
Models Only E— K, X-Ray E— RAJEIZYIOEDHD £7°,

2 [Character Controls|™” 1 > R T, Mia 2NREDOF v 575 & U TER
INTNWBEZ LA LET,

FvS5099 ITORTarEHERT S |33



3 Viewer V4 > RUZEZ U w7 LT, ROBEEZFEITLET,

m Ctrl+W F—Z# L T Schematic E2—IZY0EHEX £,

m Schematic a2 —WNZHFI7Uv 7L, A2TFAN AZa—75
Auto-Arrange Z3#&{R L T/ 5 Arrange-All IR L 7,

m AF—ZML T, Schematic E 2 —IZFRTH/—REERLZET,
Schematic ¥ 2 —1Z13. Mia D24 )L b > OREREQA)., 3> ~o—)L Y
Z7B), BEUOY—R 7—LD 3 BHOEBNFEREINET
( TServoMaster] . C).

L — 2 DREE#EED Schematic B2 —: A Mia D X4 )L k> B.Mia®3> +
A—-JLUs Cc.H—R7—~A

4 Y a1—DHMT, ¥—R 7—A(ServoMaster)lEfEiz X — L4 1 > L(C).
ServoMaster / — RZ2&INL £,

4|ELE1E Fa—bUTN



P for Parenting mods)

ServoMaster / — K % #iR

5 Producer H AT Ea—ZY0EZ(Ctrl+wF—). Mia DERICA—L 1
> LU %7, ServoMaster / — RDXJLAMKRE L GEIRENTNWET,

Viewer U 4 > KU T ServoMaster D X)L EIRENTINET,

[P]F—% L T Parent £E— R &HFIZ L7, ServoMaster D X)L &
Mia:RightShoulder N"—>1Z K F v 7 L E (A

=R 7 —LACHTOBEMT 275 & A=A TlmFaERINE
T, ZHTEKD, =R 7T—AI3ERR—DFIZRD £TB).

FvS09 TORTaEERTS|35



L

A. ServoMaster D X )L % Mia DERBR— > DFICHRTE B. BFREAFRMNRE I hi-IK

Re

Ll

Schematic E 2 —I{ZHI0HA T, ¥ —&K 7 — L% Mia:RightShoulder R —
COFICIEOTND I L EMHRLET,

Schematic £ 2 —TR/Z#HFM% A. Mia:RightShoulder R—> B. +—1K 7 — A
[

E:

Mia:RightShoulder / — Rid Schematic ¥ 2 — O EMICERINET, &
B U T, A2 Uy 7 LT AutoArrange 28R L, FRaBHL £,

Producer Perspective £ 2 —IZYJ DX £,

Mia DY —1R 7 — A DIEHRIZH B ServoControl .7 = 7 7 (A)ZEHR L,
Parent £ — R TRKIZ Mia DAFR—> D TFIZRELET,

366|818 Fa—hUTL



A. ServoControl T7 2% B.ABHR—>

10 Schematic ¥ 2 —IZUID X T, ServoControl T7 =7 % M
Mia:RightShoulder R —>DFIZ/> TS I L &R L £7

tiaMia_right _padl
—

tiia:Mia_right _pad2
|

MiaiMIA:Mia_right_pad4

ing mede : Pick child and drag ko parent (Press ‘T for Moy

Schematic £ 2 — TR /= 7% A. Mia:RightShoulder R— > B. ServoControl
IJxo¥

FvS09 ITORTaryEERT S |37



Fv SO TORT 3 VEERT S

TR Fv o0y IR TyarEERLTY—R 7 —L%E MiaF v o
PECERETHIET, =R 7—LrEMiaFvySry¥E2FEEDTCa>hOo—
WU, F—T L —LEHRETEHLIITLET,

1 Scene Browser T. Characters Z/Ef L. Miaz4271) w27 LT, 37
F 2 b XZa2—/,5 Create Character Extension #i## L £3(A),

Al isible Models

Scene Browser: A.[Create Character Extension]+ >3 3 >

2 Scene Browser T Character Extensions 7 #+ )L % % &£ L. Mia Extension
=FKRLET(O)

38|H/1E Fa—hUTIL



Navigator

Navigator | Dopesheet | FCurves

gs

 Extensions ()

Mia Extension @

Scene Browser: A.Mia ¥+ > 4 [CEBIMEN/E=F+S5I9 TOVRT 3> B.
Scene Browser |28 X 11/= Character Extensions IEE C.Mia ¥+ 54415
BATEDIIbNIEF Y S99 TVRTYa>

Producer Perspective £ 2 —IZH) D B2 £7,

Scene Browser T, [Viewer]™ 1 > K7 ® ServoControl T7 =77 4 % [Alt]
F—Z2M L7225 [MiaExtension| FIZ K57 L, 3>FFA M AZa—
71 5 [Add to Mia Extension] %3&iR L £ 3R DX 25 R),

Fv¥S505 TORT a3 EERT S |39



Add to Mia Extersbn@

A. ServoControl T7 £ /% B. ServoControl T7 = £ % % Mia Extension [ZiEfll
LET,

=R 7 —LEMiaDF ¥ 575 TV AT a>E L TERIN. v
SHZDHF LY TRF 4 N—Y] ELTH#EINET,

5 ServoControl T7 =7 % &R L = £ L DIREET, Properties 7 1 > K
EHREET,
E:

[Properties|™” 1 > R Wid. A >¥ 7 = — XD H % [Resources] X1 >/
DY TD1DTY, E£/id. [Window] > [Add Property View|Z& 7 U v 27
LT, 1> RUEERLET,

Asset Browser @ Properties 7 1 > R
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6 FEREDNH AL TO)NT 1 Close_Open ZEIRL, X545 #EHITRK
T UET(HEB),

A H— R 7—ADRHEET. B.h XY A 7°O/85F 1 Close_Open
Viewer 7 1 > RUTIE, =K 7—LDNYINEHE LT,

7 AltF—Z#LARDNS. Close_Open 7 11)NF «1 % MiaExtension 12 R
ZwZ LA, A>FTFZA N A=Za—/n5 Create 1 Property Reference
IR L 9B,

Create 1 Proper

® ServoConkru

A. Close_Open 7°0/X5 « % Mia Extension tAN RSy LE¥, B.Create 1
Property Reference #2EiRL £7,

8 Scene Browser T Mia Extension %3#{R L(A). Properties 7 1 > R D
Lock 7> a > & B/ L TB). {M&ERL TH Mia Extension D7 11
INTADPHWEEFITRDSEDICLET,

FvS509 TORTYL avERKTS |41



10

A. Mia Extension Z#R L £9. B.Properties V1> RUD Lock A 7> 3> %&F
VICLET.

alt F—##L 72275, Mia:RightShoulder 18— > % Properties 7 1 > K
7 @ Reference Object 7 + —JV RIZ K F w7 LT(A), Mia DARHR—>

EXY IV TIIVRAT T a DU Iy LIAF TPz MELUTEREL
£9®,

Mirrar Partner

A. Mia:RightShoulder B. Mia:RightShoulder U 7 7 L > R 72 & ~

FRI N B Reference Object Change ¥ 7 07 Ry 7 ATOK &7 U v
7LUET,

FY I TIVAT>Ia YTy LA ATV M 2EAR
R=ARXF Y IV ITIAToaDBaEgnNThaEEIc, TIXAT57>
TalOUBOTRTOMBEEZEATDOICHEAINET,
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7E: FE7=. [Properties]V 1 > KU T[Add To Full Body|4 7> 3 > &H
U T, [Full Body]|F—#EE— RTF—2RETHELEIC. FvI7
Y ILORT > aedF—BETOINEDNEERTHIEBTEET,

LD

ZDFa—MIUTINTIE. F¥I30% TIVAT>2 a3 »2ERL T, MiaF+
SO X EEMLU E LR,

ROFa—RMUTI. T A ZIVEERT S 43 X—2)] Tid, Pose I
ra—)LZ2EHAL T, ZOF ¥ IV EFVY IV TIIAT o aeT 2 A—
rLET,

HFAYA N EERT S

ZDFa—hUTINTIE R—=XZ[FHL T BT VIV lEld 5 FIEITD
WTHL £,

ZDFa—bUTITERTSTEY b

m  mia_servo.fbx

F: Fa—MUTIAHDO T v NI Asset Browser @ Tutorials 7 + )V 4 (FE /=1
2 A5 I E® MotionBuilder 5 1 L7 b U N® Tutorials 7 # )V INZH 0D £,

v—rEEmTD

RODOFNETIE. MotionBuilder > — > Z#fi L. ZOFa1—rUTILZERBT
LZDIZHERT vV EHEET,

1 AZa— /N—/p5 File > New Z#R L. Layout > Editing Z#R L £9
(Ctrl+Shift+3 F—),

MotionBuilder {3, Editing LA 77 bZHHL THLWID >—2 %%
RUET, ZOLA 7Y ML ZOF2— MU 7IVTHEET D DITHE
BIRTCDOT 1 > RUNEKRENET,

2 Asset Browser T Tutorials 7 )5 %71 v 27 LET,
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3 mia_servo 7ty t(mia_servo.fbx 7 7 )l) % Viewer 71 > R7IZ R
FwZ LT, REINZI2TF A AZa2—55 FBX Open > No
Animation Z®{R L £7,

PLFOMD & 512, Mia (mia_servo 71 v B)EWD LETDETILA
[Viewer|V 1 > RUIWERINET, ZOF+ IV 7103, ARDOHR—>
Z# & L. Character Extension (F+ 574 TV A5 a )L TE
mENTND, TH—FK 7—4A] NEENTVET,

[Character Controls]™ 1 > R C, Mia WHRIEDF v Z -7 4 & L C[Current
Character]| A Z 2 —(WIZBEE TR REINET,

A. [Character Controls]®[Current Character] * — 1 —
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4 [File] > [Save As] 2R L £7°,
Save File 1 7 07 Ry 7 AMERINET,

5 77N ERET DT 1 L7 MI(GGF T 4)V D MotionBuilderTutorials
FALTZNIDUADT 2 L7 BUNCKEEIL., [SavelzZ U w7 LET,

Save Options ¥ 1 7 07 Ry 7 AMEKRINET,
6 Save 27U w I/ LETY,

57 + )L b @ MotionBuilderTutorials 7 + )V S SN DT 7 + )L M2 7 7
AINERETDZET, TD fox 77 A EEEINEHE A,

R—XZEERT S

ZOFETIE. FvYS5U79 VAT a3 z2a0Fv I 770 DMhOR
T4 2RO — X2 LT, BT 7V EERLET,

Fv > 5DEE:

1 [Character Controls]7 1 > KU T, BERELI VYD EDOT I AiLE
HEZ7Uy I LT, WHOMBERy h2EMALEYT, ZHITXKD. Mia
DREDPBH(DBLUPEERRTE > INET,

TSRAREFTEIYYILT. BEIT7zU5(A BEERLEY.

2 [Ctrl]F—EMLABnS Yy I LT, FEIVI VY ERELTI LY
& EFERLUET,
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IJxV%:AFHIJ7IV9 B REITIV%
3 TBXURIIVIIVADE Y T g 2EHCLET,

[Effector Pinning]+ 7> 3 : ATEXURI T V5 DE VIEM

Er EERAFERICENICIRD L DI, R(ERE )DA > EFT72H 5 —F
YOEREZ BT E s WEERHD £,

FYIVIRBROEDTT I FICE T EEZIEZ RGN LR L £
ERB

4 FIOAZ Y= ay MRTEDIZ, Full Body F—1 > 7 E— RKNE
N> TNDZ 2B LET,
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Full Body F—- > 7 &— RBEITE> TWB LA, XR—=ZA hLzR—
A3 F v 775 DORTF 4 2ERCHESN, F—T7 L —AFTRTOILT =
UECEBEINET,

5 [Character Controls|V 1t > R U T, ERFLT7 =7 ¥ &R&IRL £7,

6 [Viewer|”« > R EIZH—V )V EBEL, [RIF—2Z2#HL T, Mia ®
ERMEDORO., L0 BRBMEICKRSETI 7 2 /Y 2RI EET,

Wia_CtrlLeftShouderFfactor
Rotation: Use manipulator

E: [Viewer|D 4  RIDNY I TSI R AT—0NEEIN, ROAY
J—>3 3w hTOREESmEL £T

7 GEI7 275U THREUCEEEZETLEY,
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BOIZ7x o4 %ERALT. Mia OBz Z#OTAHMICEER

8 [CtullF—ZH LA oWMAFOFELI /¥ Z27 Yy L, Y#iETER
MICBEEHL T HezaRiciy £,

» Mia_Ckrl:RightWristEFfector
Translation: Use manipulator

FEIVI VS EFERLTFEZ Y HO LA RAANBE)

sctive

9 [Viewer]V 1« > RUDZEOHEFE 7Y w7 L, FELT =7 % &R IRER
LT, FvI375%DRENERINDIIAT E2—ERBIRLET, 2EA
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¥, Cctrl+R F—Z#F &, ProducerRight 7 A5 Ea—IiCHl0EZ S Z
EMTEET,

Translation Lse manipulator

Producer Right h A5 E 21—
i
R0k 3Iz, MEAIAT Ea—200BATIZI0,

FITYA VN DRI DR—Z DR

1 [Character Controls|”7 1 > KT, HREILT =7 ¥Z&ER L. Bodn
5E9IC. BEC M EDFETHMBIIRLRL EAMICEEL £7°,

2 EREI Tz V75%FERL, Mia BN TS EDICRASELDIC. Mia
O ENBEN THBENHN D E T, ERELT VY EEFICATA RS
ﬁij_o

ERE I 7z ERy hEREIRL T, Mia DEEZINTSZENTE
ij‘o

3 Mia NHARICHiZIRE> TWBH LI, AR 77y Z2ERL. Akizk
FRHOTMCEIRISEET, XK, EEZERL T, Az ICERS
BTET,
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4 by ITT7 0% <pic?> ZRR L. Mia OHENFREEICZD L DT,
Mia ORT 1 2 EHREZIIFHAICBE L 9, EEAHROMEE, Mia
MN7OF7(RENSIFNTLESZBEIRXNWD TS, v T I 775 %
HEIRL, MiaZ FHAMICBETEZEY, s74+J)lhoyoy a2 ho—)b
Y—HIZLD, Mia DREIZEHRIZT 74 o 7O7ICaby TEEL £

‘3‘0
ZDOR—=XTIE Mia DHMED SHHESITE— 3 2RI D £TCROK
B M),

Praducer Right Translation:

RMOR—XEERTE SR8
5 [Resources|™ -t > K7 T, [Pose Controls|¥ 7% %2 w2 L, [Create]

7&7')‘y7bi3’0

[Pose] 7 T IR —ZAAEMI NET,

Fr I IVAT > aOMER. ZOHR—ZAD Mia DRT 1 DAL
BICEENET,

6 [Pose]7 T YT Poses 7+ NFEEML, R—X2FRLET,

7 ERRUL7=R—ZX%Z4271 v~ L. Rename ZER L THHEiTZ [Walk 01]
IZAHE L £9(B),
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Pose Controls: A. R—XD{ERk B. [Pose]7' > U ¥ D Walk 01] R—X

HITYA 7D 2 DEDR—XDIERK:

1 ROMDOESIZRABDEDIZ, Mia DHIEizllEL £7,
m GREEIT7z VA ZERL,. Mia DRSHEICELS ETERTFHICZA S
4 RIBET,
m ORI, BWEHTAEDIC, EREI 7 77 %EIRL. Mia %D
MBEETEHICASA REEXT,

m by TSI T EREL, MiaOBEARERTHRWEEICHITET,
2 Mia:ServoControl T7 =7 % 23R L, Mia DIEHIZHKD XD IZH—R
T—LEBHLET,

3 Mia:ServoControl 25E4R X 11T B REET Asset Browser @ Properties
% 7%y 27 L. Close_Open 7' 0/37 1 (B)Z MM L T/N\Y I 25
EFETROKZBH),

A HTH A 0)LD 2 DEHDAR—X B. Close_Open Z'O/XF 4 T, /N\NY I ZHH
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4 [Pose Controls] C[Create] Z7Uvw oL, TOR—ZXIZ TWalk02]
EARTEMT E (A,

Pose Controls: A.2 DEHDR—XDEFIE Walk 02 [CEE

FHITY A )0 3 DBEGER)DKR—ZXDIERK:

1 ROMOEIICHASESIT, Mia OMIEBZEREL £T,

2 Mia:ServoControl T7 =7 % &R L., H—K 7—L%, Mia DRiHE
T, ISICMHIFLET,

3 Mia:ServoControl 2%GER TN TN SIREET, Properties 71 > KD
Close_Open 7O/)NXF 1 ZffHL TNY I 2 I 5IZHEET(B).
ZOR—ZTIE, EMIBATBEH L, —F8 7Y —ARZFAICBEHL £
. ZHITED., BT IIVORRED 1 B05ER L ET,

P Rl

A. HTY A )LD 3 DEDMKR—X B. The Close_Open 7'A/XT 1

4 Pose Controls T Create #7 UvZ7 L, ZOHR—ZXIZ Walk 03] & %Hi
2T £,
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BE, >— i3, 3EEOR—XNHDET., 3 DDOR—XA, Pose 7
FUTFIZU A RSINTVET,

ST 0D 3 DR-XEMER L /IR

R—REFE>TT7 A= a2V EERTS

ROFIETIE, RIFEERLZ 3FEOR—-2FHAL T, 191 7))V &}
SERRUET, TEIERTIL—LTINSDR—AIF—T L —LZREL
T HWBRTY A= 3 2 2ERL LT,

1 Character Controls 14 > RUTERINTVWE LT =/ ¥ %2 T RTER
fEfR L. Full Body ¥—1 > 2 E— ROBBIRSN TSI EZMHRLET
(A

Character Controls: A. Full Body ¥ —41 >4 E— R BEIRZENTWET,
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2 Pose 7o UHY T, Walk0l] R—XZ24& 7)Y 7 LT Mia lZX—
ZRLET,

Pose Controls: A. H{TH A Z L DRHDR—X B.Mia [ [Walk 01] R—XEX—
R b LU7iREE

Pose Controls 7 -t > R @ Gravity. Translation, 3T\ Rotation 77
Yadid FIAINITT VT4 TTRESNTHET., DED, R—X
FLAER—ZOBEHEEEX. AL NFr I 5DOERSNELT
7 OBEFBIUEIEE —~B L LT, Gravity+ 7> a > 0sER 20, R—
A RTEDOR—=ZDFY DF)V LAV TRAEIEL FCGRHEIIRIE D& ),

3 by I/ HEREIRLTHNS, Transport Controls D7 L —2A 012
BEL£7,

AEYyTDITV9%&ERB AL s T7—AlF0
4 [Key Controls|™7 1 > R™7T, [Type] A= a1 —25[Auto] ZRIRL £,

[Layer] A = 2 —7" & [AnimLayer1] #3#&R L(A). [Flat]Z27 U v 27 LT, 7
Ty MEF—TL—LZHFELET®B.

ECtrl+K F—EWLTHT7 Iy MaF—T L —LEHRETEET,
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Key Controls A. AnimLayer1 %#4R B. Flat +—

6 7L —LA41TBHLT. ROBEEETLET,
m Walk02 R—X2¥ 7). 71Uy LT, Mia iZR—ZA L ET,

m Ctrl F—Z#MLANS RF—ZML T, FlabhF—T7L—LZREL
ES

TUL—A4: A FTHAL 20D 2 DBDR—X B. Mia [Z[Walk 02]/R — X %& R —
R~ L7=ikEE

7 JL—LA8KBHLT, KROBEEETLET.
m Walk03 R—XZ2¥ 7). 27Uy 7 LT, Mia iZRXR—ZX kL ET,

m Ctrl F—ZHLANS5 KF—2ML T, FlaF—7 L —LEHREL
ij‘o
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T —L4 8 A BTHA 2D 3 DEDK—X B. Mia [Z[Walk 03]R—X & < —
A~ L7=ikKE

8 7o A—a ek ElLTIANLATAT A Ir—FERITv T L,
TZTHER L 1 2R L ET,
3D00F—T L —ABOFHENCE - T 1 B0BEERESNET,

R—X&EZIS—-U2IT5B

KDENETIE, Pose 7I3UHMBE 3 DDR—XE2I5—U T LT, BEDH

THAINEERLET. T PFINOR—ZDBICI FT—Y 27 L=R—XIT
FTL—LEREL T, HOBTYZA—2a P ETRITET,

1 [Pose Controls]™” 1 > R T, [M Mirror)];h% > %4 2L £9(A)
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Pose Controls: A. [Mirror]& 7+ >

2 JL—A121TBEL T, ROBIEEZEFTLET,
m [Walk01] R—=XZ2F T U v LET(A),
'Walk01) R—=ZMIS—U 73N, FvII7FIIR—AbaInE
FTBRR—ZA%2IFT—R—ZA M L=DT, EMPEIC. GHSEAIE
0. KRBOBITH A ZIVDikT s £,

m Ctrl F—ZMLANS KF—ZML T, FladF—T7 L —LZREL
ES

7L —A512: A BFEOHTYA I IORYIOR—X B. Mia IC [Walk 01] R—
X&ER—R b LiREE

3 JL—A161CBELT, KOBMEZETLET,
m Walk02] R—XZ25 7)Y v o LEIA),
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'Walk02] R—=ZAMNIF7—V 73N, FvII7FIIR—XFENFE
3B,

m Ctrl F—ZMLAN5 KF—ZML T, FlabF—T7 L —LZHREL
iva_o

Miz Chrl:Hi|
TL—A16: A BEDHTHA 2D 2 DEDKR—X B. Mia IZ TWalk 02
R—X%ER—R N LIpREE

4 TJL—A20TBEHLT. ROBEZFETLETD,
m Walk03] R—X25 7)Y v o LEIA),

'Walk03] R—=ZANIT7—VU 73N, FvrII7FIIR—XPENE
3B

m Ctrl F—ZMLANS KF—ZML T, FlahF—T7L—LZREL
S
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T —Ah20: A BEDHTHA 2D 3 DEDR—X B. Mia [C TWalk 03]
R—X&R—R I LI=kEE
ToA—=2aliE 6 DOF—TJL—Lh6BERINET. BRID3 D
OF—TL—L1F. FYIIIOEMIIT—1 2 TINTHRED 3
DOF—T L —ALIHHIN, ELBBITIMERIERL £, E2BT
ZA=TarUAIINVEERT DITE. T OHREEKEZERTUIC
TOLHENDDET,

5 [Transport Controls]D[Action]¥ 1 L5 A>T, 7L —ALO0DF—T L —
LEFEIRL, [CIF—2MLEBNSF—T L —LETL—L24I1TRT VT
L¥ET,

TL—L0DF—TL—LNT7L—A24ICOIE—3INET,

INTY A= 3 2OBIREK T OMENF CIZ20, 31 Z)Vn5Ek
LEY.
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TA—= a2 HB4%ET 5

1 [Transport Controls]™7 1 > BT, [Action]|¥ {1 LT &7 Uw oL,
[ctri]+[shift J+[a]F—Z#HL T, [Action]¥ T LT D7 ZA— 3
D24 T L —AITXRTIZTL—ALLET,

2 Loop (A). Play DJEIZZ Y w27 LET,

“lwluwwlﬁrllu
F-A=av[CT7b—A A Loop 73y
TZA—=Ta EEETDE, ENV—TREERBTHA VI ERRLE
£

DT A= 3>TlE, BENEZERL,. EN707(RED L2
LEEMHVET, FCurves V1 > RUTTY A= 3>D 7703
=TT, BEEREONITEHIENTEET,

. o oy
=T -
ITTTTTT T IT T T
‘ |

o)

ZOFa—hUTITIE FvI7F7RR—XEERL, ERLER—-ZXDF—
TU—LZSIEKIXBRA 2 MIREL, BT ZIVEERLE L

E:
Story U« > R EH L BTH A ZIVEERL WSS V-7 %ERL
TLZE W,

KOFa—+r U7, FvI305 7 A—2a>wz2)F—7 v hT5(60R—
D) TR BB3F I 0IMEHOF Y IIIN ToA—=a2®F v I77
Y IOAT>Ia Dy —ry hEERELET,

FvS08T7A—arEYI—TybTB

ZDFa—hUTNTR F¥I75 714 XFADFY I FMSHIOF v 52
T A= a>zUs8 =7y b5 FEEHMALET, V—RA Fv¥ 5704
WWRFY S0 TVRAT>a dgEn, =7y b Fv I3 5I03EEN
BN, FYITIY TVRAT 2 a DU =Ty T 1 2T BIBETY,
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ZDFa—hrIUTITERT STy b

m  mia_fk_runstopturn.fbx

m  Gremlin.fbx

F: Fa—MUTIVAHD T v M3 Asset Browser @ Tutorials 7 + )V 4 (F /-1
3 A5 I E®D MotionBuilder 5« L 7 kU N® Tutorials 7 + )L 5 )iZdH 0 £7,

=R D

KRDFNETIE. MotionBuilder > — > Z#fi L. ZOFa—bU T7ILZBET

2D

1

KBS T 71V EREZET,

AZa— )N—m»5 File > New Z#ER L., Layout > Editing ZZERL £
(Ctrl+Shift+3 F—)

MotionBuilder {3, Editing L4 77 bZHEHL THLW3ID >— %K
RLUET. ZOLATT ML ZOFa— MU TZIVTEET 2 DITHE
BERTOY 1 > RUNFRINET,

Asset Browser T Tutorials 7 + )V 5 %27 1) w27 LET,

Bl D & 512 mia_fk_runstopturn 7t v ~(mia_fk_runstopturn.fbx 7 7
1I)%& Viewer 74 > RUIZRI v LT, FRSINDAZTFIX R A
—a—75 FBX Open > All Takes 2R L £7,

Mia EWSELHTOEFIVD, H—RT7—L] FvYIIVF¥ITIXT 3
> E—FEIT Viewer IZRRINE T,

FvS508 7 A—2arEVS—S Yy T B|61



Mia_fk_runstopturn 7 £y &2 —2 (T RSy
4 [File] > [Save As] &R L £7
Save File ¥4 7 O7 Ry 7 AMFRINET,

5 774N ERET DT 1 L7 MI(GGF T 4)V D MotionBuilderTutorials
Fa4 L7 NI DTF 2 L7 NUICKEIL., [Save]2Z U v LET,

Save Options ¥ 1 7 07 Ry 7 AMEREINET,
6 Save 27U v/ LEY,

5 7 %)l b ® MotionBuilderTutorials 57 # )V RUSN DT T 5 )L M2 T 7
ANBRETDHIET, LD fbx 77 1IN EEEZINEFE A

7 Transport Controls T, Playz27 Vv 7 L TAMiaF+v 575 DT ZA—
Ta MR LET,

Transpait Controls - Keying Group: TR
3 Tk 00 O oo |

L |\in|h' T O O

Transport Controls A. Play R4 >
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FvSI98 T A= 3z2RETS

KRODFIETIL. Save Character Animation 7> 3 2L TFv¥ o745 7
ZA=Ta ERELET. ZHiCXD. [Load Character Animation|+ 73 3
CEMALTMiaDY 2 A= 3  E2HOF Y I UHITA R—FTEET,

1 [Character Controls] A = 12— 5, [File] > [Save Character Animation]
ZREIRL 9,

[Character Controls] * — 1 — A. [Save Character Animation]4 7> 3 >

2 Fv I ToA—a ERETDIHEMIIBEHL. 7y 1% E AL
T. Save 27U w7 LET,

FvSO8 T A=aEVY—S YT S|63



Save File
Save in: |E}New Folder M @ ? 2 '

My Recent
Documents

[

Desktop

=

22

My Documents

&

My Cornputer

5

File name: |mia_animati0n. fbx ’ Save ]

B =]

My Metwork. | Save as bype: |".Fb:-c [Birany) ’ Cancel ]

Save Optionz
Embed Mediazs  [Images, Audio, Yideo and Animation Clips]

[] Save One Take Per File

Use Take Mame

Save File #4704 Ry IR

3 #/RI N Save Character Animation Options 4 ¥ 0/ 1R w 77 A T,
Save Control Rig # 7’3 5 > & Save Character Extensions %7 7 7 1 7
IZLT, Save 227U v LET,
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Save Character Animation Options

Takes Export As T

run_skop_turnlso | FLM_

Cancel

Save Character Animation Options ¥4 704 Ry ¥ X

YIA=Ta EFYITUY TIRAT T a i x 77 A ELTHR
FEINET,

=% ERT B
KIE, = EERLET,

1 Ctrl+N F—2#H LTI —22ERL £T.

2 F/REIND Save changes ¥ 7O 1R 7 AT Don't Save 227 1) w7
LT,

Save changes?

Save changes ¥4 704 Ry H R

FvSOI T A= a3 EVY—S YT H]|65



3 Asset Browser 25 Gremlin 7t b & —2 T KZ v L. FBX Open
> No animation Z&R L £,

Gremlin 2> —VICRS v LET,

FvSO05 T A—-3EO0—-FTS
Kic. WMOFMCRELEF YT 05 T=A— 3> &0 KLET,

1 Character Controls 7 r > R C, File > Load Character Animation %
BIRL £9(A),
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Character Controls: A. Load Character Animation >3 3 >

2 ZOFa—hMUTNTHRIZERFELE x7 7 IVITBEE L TN EER
L. Open 227U w27 LET,
Load Character Animation Options 1 7 0% iR 7 ANFERINE T,

Load Character Ammation Options

Load Character Animation Options ¥4 7 0% Ry & X

3 ERTIRE:
m Load Technique #E#(A)T. Plot to Control Rig 7> 3 > &4 I
LEY,
m Control Rig 3 T. Replace Control Rig 4+ 7' a >B)&4 IZU X
kR

m Control Rig fH3 T, Reset Control Rig’s Rotation DOF #7725 >(C)
EFACLET,

FvSOI T A= a2 EVI—S Y T D67



m Control Rig ##{ T, Remove Constraint Reference %72 3 > (D)A?
FUTBOTNWD I EeBL £,

m Character Extensions fE# . Process Animation * 73 3 > (E)Z+%
IZLET,

m Character Extensions #!# C. Copy Missing Character Extensions 7
Tal®)EFIZLUET,

Load Character Animation Options

Load Character Animation Options ¥4 7 04 R ¥ A TDRE

4 Open 227 Uv 7 L%,
Mia D7 ZA—3 3>, a>ha—=)LUJ, FvI37% ITVAXAF>T 3
> Gremlin F+ /70— REINET,
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L
Wigw « Display @ <—=+ e, . £

L]

C
[ 4
C 4
=
®

o
b

a
g =)

]

Producer Perspective Translation: Use manipulator

Mia D7 - A—>a>yéarbaO—=)L USH Gremlin ¥+ 5o 7ICO—Rank
ER

Mia DY —R 7—Al3. AEOFK T 77 FIZR7L > MeahTns
720, —FR 7—AERLCEDIZ Gremlin ¥+ 777 v FINE
ERS

FvSOI T A= a2 EVI—S YT S|69



TA—= a2 HB4%ET 5

WROTY ZA—a>Z2HELET,

1 Transport Controls @ Play 227U w27 L TY ZA—2 3 > &2HEL LT
(A,

A MiaD7=-A—> 3 %ERAT S Gremlin B.Gremlin®a> ~O—J)L U

HY—R 7 —ALAET A= a > OWAFNEDLSIZ Gremlin F+v 57 %
FITIEINEZNTEEL TLZEWA), Gremlin DAY PFH)LDa> k
O—)b UNe— 2RI N EdB), Z#ud. Load Character
Animation Options ¥ 7 17 1R 77 X @ Replace Control Rig ZER L
T2l FEAETEHHETY, Gremlin 3> bO—)L UZ A Mia @3> b
O—)V V7 EBEHEASNTNET,

2 Scene Browser T Control Rigs Z&M L. I ~o—)L U7 (Gremlin @
FUPHhoarbto—=)b U&7 Y v 7 LT, Delete Z#RL > —
2= Ty T ULET,
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Animation Trigge

anch

Scene Browser: A. A7 F X M A= 1 —®O Delete K% >

LD

ZOFa—bUTINTR H2Fv 77574 XINFYI7505. HIO
FyYIUFCT A= 322YI—Ty LT VA FY TIN5 —
Ty FYI0ICFYIIY IVRAT > a emELELR,

RDODFa—hITI [FvI5305 72 A= 3 emRETET1X=) T
. FVIPFINOT A= ahb LAY EDT A= a3 > 2HELE,
TRTOLAVEIY—YLET,

Fv SOOI T A—a EiRETD

ZOFa—HFMUTINTIE 72A=aDLAVEERLT, Y2 A= 3>
EEETLHEEEZHBALEYT., Fror50a>hu—=)L UZic7 oy ME#
DT ZA—=23>&2D0PDOLAVYTEELT, FUPFILDTYZA— 3
CEBELEY A= a EREAELET,

ZDFa—bIUTITERT STy b

m  mia_runstopturn.fbx

F: Fa— MU TZIVHDT Y M Asset Browser @ Tutorials 7 + )V 4 (£721%
2 25 I D MotionBuilder 5« L 7 kU N® Tutorials 7 # )L ¥NZH D £7,

FvS09 T A3 ERETSH|T



=R D

PUFOFNETIE. MotionBuilder > — > Z#fE L, ZOF 2 —~Y 7ILVZEFA
TEHDITHER T 7 AIVEREET,

1 AZa— /N—/»5 File > New Z#ER L. Layout > Editing ZZERL £
(Ctrl+shift+3 F—)
MotionBuilder {3, Editing L4 77 hZHEHL THLW3ID >— %K
RLET, ZOLA T RCIE. ZOFa— MU TV THEETZDITHNE
BIRTOT 1 > RUNEFRINET,

2 Asset Browser T Tutorials 7 + )V 5 %27 w 7 LET,
mia_runstopturn 7 v ~(mia_runstopturn.fbx 7 7 { )l') % Viewer
T4 RIICRT T LTA)N BREINDIATFARN AZ2—15 FBX
Open > run_stop_turn180 z %KL £7,
Mia EWD ZRTDOETIVAT Viewer IZERINET(B),

Translation: Usé manipulstor

A. mia_runstopturn 7 v k B. >—>I[CO—REn~E=MiaF+>o%
4 [File] > [Save As]Z I L £7°,
Save File ¥ 7O Ry 7 AMFERINET,

5 774N ERET DT 1L MGG T4V D MotionBuilderTutorials
FALTZ NIDUANADT 2 LT PUNCKEEIL., [Save]Z U w7 LET,

Save Options 1 7 07 Ry 7 ANEKREINET,
6 Save 27U v LXETY,

72|18 Fa—hUTL



57 +)Jb b ® MotionBuilderTutorials 5 7 # )V RSN DF 7 +)L 27 7
ANEHRETDIET. TO .fx 77 1IN EEXINEE A,

Viewer 71 > K INZ%Z U w s L., Ctrl+R Z 2 [E# L T, Producer Left
HAATICYOEFERZET, A—=LT7IRLT, ZUy ReERERRLET,

Producer Left h A5 Ea1—

FYSIOITIORT>aDTZA—23
VEREITD

ROFMETIE, 72A—=2 a3 &2ERL T, V=R T7—LF¥Y I35 TV AT
>Ta OT7 A= a EABELET,

1

TAVERERELT Ctrl+2AX=2/\—) . IXRTOE— 3 > 2
BLET, =R 7—LIEBICHEHL TS,

BE, =R 7—41 FWIAVYIL—L 775 DAmZEELR
NS, Mia ORITHIMA W ETEZREVDRL TWET, ZOTLT7xr74id
Mia DEIZXRT L > MEENTWS DT, Mia BEZEEICONTY—R
7 — LMk B LD ITEHETET,

Ctrl+Home F—Z2HL TFA JDEHIZRKED, 5 —ETIL —L40F£T
HAELXT,

FvS05 T A- a3 ERETSH|T3



7 b— LA 40 TD Mia
3 Key Controls TL-1 ¥ AZa2—25 AnimLayerl 2R L £9(A),

Key Controls

%]

Animation Type : |Auto -

v| -k > X

Zero  Flat  Disc.

FK Ik Sync. &l -

Key Controls A. AnimLayer1 % &R
ZHZ& D, BaseAnimation LA VIZA Y PFINDT ZA—3 3 > ERFF
LDD, 7oA—=2a3> LA VPICF—TL—LEHETEET,

4 Mia:ServoControl T7 = 7 % %R L(A). [Key Controls]D[Zero] & 7
Vw27 L T7b—=A4012E0 F—T7 L —L%H%ELETB),
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Auto

Producer Left Translatio

7 L —A 40 A. Mia:ServoControl T7 £ % B.[Zero]¥—7 L —A RF >

5 Mia:ServoControl T7 =7 ¥ #ER L REEDOE X, 7L —A4 120128
L, Yo F—TJ1L—L2HRELET,

> X

aduder Left

7 L,—A 120 A. Mia:ServoControl T7 £ % %#3#iR B. [Zero]¥—7 L —A K%
b

6 7L —A64ITBELET,

FvS09 TA— a3 ERETSH|T5



ZO7L—ALT, MiaM =R 7—L%& LF5E5C72A—2 a3 > %%
BWLET,

ZL—Ah 64

7 ROBEEZITVET,
m Viewer V1 > ROUNZEZYw 7L, TF—2#L T Translation &—
Ke7r5147ICLET,
m Viewer 7 1 > R D F#EBR4> T, Translation XYZ OfiZz 200, -30, 10
IZRREL £9(A),
m F—TL—LEHRELETB),

76|18 Fa—rUTL



Producer Left

rich [ _z0000 |¥ 3000 |7 10.00

7 L — LA 64 A. Translation XYZ {E% % B. [Key]R% >~

TL—A9 ITBEIL T, ROBEEZEITLET,

m Mia:ServoControl T7 = 7 4 @ Translation XYZ Df& 7% 45, 16. 14
IR E L £9(A),

m F—TL—LEHRELETB),

Producer Left

7 L — A 96 A. Translation XYZ D&% % T B. [Key]?R& ~

FYSUOI ToA=aVERETS |77



78|H1E

9 JL—A104 ITBEL T, KOBMEZFETLET,
m Translation XYZ OfE% 35. -25. 68 IZ#&HEL £T(A)

m F—TL—LERELEITB),

Producer Left

7 L —A 104 A. Translation XYZ {E% 5% E B. [Key]’/KR% >

10 7o A—2 a2 zmAELET.

Mia 2VHE ZED TIRVDIRDBRIZ, V=R 7 —L% LT 2EEICRDEL
720

DT A= g EEET S

ROFETIE, PIOLAYZEMEHLT, Y2A—T a2 z2®RELET. Mian
EOTWBREL FIEL 72 & & LR M < ERTICEMRAE < X DITLET,

1 7L —AL241TELET,

ZDT7 L —ATIE, Mia OEIHBIZES TWBAEICE > T ATV E
T, TDE—3>ZFEFEL T, Mia NEFZENTEIIICLET,

Fa-—-—rUTI



7 L—A 24 TD Mia

Key Controls 7 ¢ > K7 T, Layer A =1 —7% New Layer 2% L (A),
DT ZA—2 a VEBIETS0DL 1 Y EERL £,

Key Controls

Zero

Key Controls 7 1 > R A.Layer »#— 21— >New Layer 77> 3>
lAnimLayer2] WS AFIDL A VAEMENET,

Character Controls 7 1 > R THEEO LT = 77 & Z#IR L(A). Body Part
F—A 27 E—RIYODEZET®B)

FvS05 T A- a3 ERETSH|T9



[Character Controls]V « » RD A BBERD I 7 x ¥ ¥ BEIREN T3 B. Body
Part ¥ —4 5 E— FSBIRENTINS

AT 4 BERTIERASERZTICF—T L —LAZRETUIRVZD, 20
LAVYTTY A= a > &ERT 5 EE13. Body Part F—1 > 7 £— R
ZHEHATEET,

4 KeyControls TZero &7 ) w7 L TEO F—T L —L&EHREL LT (A,

Key Controls =

Key Controls A. Zero keyframe R4 >
5 JL—A 120 CBEHL T Jlo¥o F—T7 L —LERELET,
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Key Controls

L —A5120 A. [Zero]¥—T L—A KRE >

6 7L —A48ICBREL T, ROBIEEZFITLET,
m SO TT 7Y BB LU =EXDIREET, Rotation E— RET7 75+
TIiZU 9 (Viewer 71 > RUNTZ U w7 L TRZHLET),

m Viewer 7 1 > RO TS T, Rotation XYZ D% 35, 0. 2ITHE
L E£3(A),

m F—TL—LEHRELETB:

FvS05 T A- a3 ERETS |81



Key Controls

IK Sync. Al -

Producer Left.

7 L — A 48 A. Rotation XYZ DfE %R B. [Key] R4 >

7 JL—AT721ZBEILT, ROBEEZETLET,
m Rotation XYZ OfEiZ 42, 0. -5 12 EL £9(A),

m F-TL—LZERELETB:

Key Controls

Producer Left

7 L — A 72 A. Rotation XYZ D& %% TE B. [KeylR% >
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8 JL—LA84ITBELT. ROBIIEEZFTLET.
m Rotation XYZ OfiZ 30. -5. 0 IZFEL £9(A).

m F-TL—LZERELETB.

Key Controls

Animation

Producer Left

7 L —A 84 A. Rotation XYZ DfE%XE B. [Key]R% >

9 HHHOIT VY ERFRRL, YT A—Ta > EHELET,
Mia 32 &, BEHENEEET,

R ENTAVZBET D

TAVERELTTY A= 3 VEHERLET,

=R 7 —L& BT, EREHNT T A—2 320 Eo THAERET S
Mia DAY P FI DY ZA—=2 3 VI —TENTNET,

F: s

ZDFa—HMUTINTI 2DD8REBLAVECIF—TL—LERELTHY
PFNDT A= a B EELER ToA—2 a2 1 D07 VIV —
DLELE, RDFa—bUTI, Db—7Z21ERT S (84 X—)) Tid.
[Story]” 1 > RO ML 725791 7 IV OER AR DWTHEVET,

FvS505 T A- a3 %EIRETSH |83



o o
W=7 %
ZOFa—HFUTZINTIE F¥II7F%27=A—HKL. Story 71 > R THT
BA I INEERT 2FIEICDOWTHAL XY,
ZOFa—bMUTZITERTRT7EY b

m  mia_servo.fbx

m  walkaround.fbx

E: Fa— MU TILHOTY &y b Asset Browser @ Tutorials 7 + )% (£ /=13
A5 I E®D MotionBuilder 5 1 L 7 ~ U N® Tutorials 7 + )V N2 H D £7,

P—rEERT S

KRDOTFJETIE. MotionBuilder > — > ##f L. TOF 12— MU T IVEBIAET
DI Ty AV EREET,

1 AZza— /)N—n05 File > New ZZIR L, Layout > Story ZZERL 7
(Ctrl+Shift+5 F—),

MotionBuilder . Story LA 7 FZ&MHERAL THL W 3D > — > Z2ER
LEd, ZOLATT ML, ZOFa—bUTIVTIEET 2 DITHER
TRTOY 1 > RUNKRSNET,

2 Asset Browser T Tutorials 7 + )V 5 %27 1) w7 LET,

3 mia_servo 7tz & (mia_servo.fbx 7 7)) % Viewer 77 1 > R7IZ K
Z w7 LT, RIZ FBX Open > No Animation Z;&R L £7,

mia_servo 7z v N3, Viewer 7«1 > BRI T-AY > A THRRINET,

84|$£1&E Fa—btUTN



T-REZ VA0 Mia &Y —KR 7—A

4 [File] > [Save As]ZZI L £7°,
Save File ¥4 7 07 Ry 7 AMFERINET,

5 77N ERET DT 1 L7 MI(GGF T 4)V D MotionBuilderTutorials
FALZNIUADT 2 L7 BUNCKEEIL., [SavelzZ U w7 LET,

Save Options ¥ 1 7 OV Ry 7 AMEREINET,
6 Save 27U w I/ LETY,

57 + )L b @ MotionBuilderTutorials 7 + )V S SN DT 7 + )L Mz 7 7
AINEHRETDZET, TD fox 77 A EEEINEH A,

Fv>09 FSIVOEFERT S

ROFIETIE, Story T« > RUTFYSU5 bIw I afElkL. bJ v 7k
RAT25Fv I8 &EHL, ToA—T a3 >&BMLET,

1 Story U > RUT, ActionTrack U XA h&EHZ7 U v 7 LA), I>FF A
r A=z —/5 Insert > Character Animation Track Z#R L £3

W—T"%4ERT % | 85



Story U 1 >~ K A. Action Track U X b
Character Animation kv 7 25813 11E9(A),

Navigator X

Story V4 VRO A Fv504 bS5y o
2 5w ® Character A =2 —T Mia Z2ERL £3(A),

[Story]Y 1 > K A.[Character] * — 1 —TC Mia Z##{RL £ 7,

3 Asset Browser n5F v 774 kT 71T walkaround.fbx % R 5w 7 L
ij—o
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F+S5049 FSvVICRT v ENTIVS walkaround.fox 7 v b,

TL—LO0ODSIHELEDCI Iy T e8Iy T LEY, 7Yy T3
L—L 78 TROSEDMENRDHD £,

Navigator £y |

FvS508 FSYIDIV—LOICRSYTENZIY YT,

E:

Fr o045 NI TCul F—2MLENSERIVvITEHELX—-LL.
Shift F—Z2LABNSE RTI v T TH5ENLET,

ToA—= 3> EHAEL FTT(CUl+AR—ZA/)N—),

TL—AL0TIE F¥ IV YDOERNEL. ERNPEAICKE>TVWEY, 7
L —/. 78 T, Mia 3D AMEEZET, TORETTYTZA—Ta %
W—TFBE, BITHA IRy > THREUCTLENET,

T —L32IBHLET, 20T L —ATIE Mia OF EIZHEICE#
LTWT, EREOINCHESE B> TnET,

Mia ZIEHNSWHRT D/2ONAT Ea—&ZBHELET,

W—T%kmd % | 87



FroducerPerspective

7 b —A 32 TD Mia,
7 U wTNBRENSZEFEDIREET, Razor Ry > 227U v 27 LET(A).

Story 7 1 > KU A.Razor h% >
Uy TIETL—A 32 T2DOIZYanEd,

o3
+

L

FUSFHIVDOUyTHB 2 DICHIENELL.

8 JL—A60ICBELET, ZOTJL—ATIE Miald7 L —A32 &1ET
FIUR—XIZ2> TWET,
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10

1"

7L —A 60 TD Mia.
2FREDHZ Y w TEBIRL TWRNWESIZTZENEZRINL. Razor Ry > %
70w LET,

2FBDOV ) TN T L —L60THWEN, 71 v T1I3DITRDET,

F¥S5949 NSV IRAD3IDODIV YT
DEROEFHROZ Y w FEFROT, Cul F—2#Lans 1HHDY
Uy 7270y 7L T1&BOVY Yy TEIHBHOI Y wTE2RINLT
#%. Delete F—Z#L £9.
TV—LO0THEZIDICHESZV Y wTERIwITLET,

Yy TRTIV—AO0TIREY., 7L—A28 THRDUET,

W—T"%4Emd % | 89



R—XZEERT B

1 7L —40IZB#EL £ 9 (Ctrl+Home),

2 Character Controls 7« > R T, Current Character 7% Mia AGER =
NTWBZEZHERLA)L By T T 777 ZRIRL £ (B).

[Character Controls]” 1 > KU A.[Current Character] * — 1 —/ 5 Mia ##iRL
£9. BEvT I7 09D BRINTNET,

Asset Settings 7 r > K™ C, Pose Controls ¥ 7%& 7 1) v 7 LET,

4 Pose Controls T Create (A)& %~ U w27 L, Poses 7 4 )L % & L TIER
LR —X2MRELET, R—XOLHIET 7 +J)L T Mia Pose] &
2o TWETB)
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Pose Controls 7 1 > K A. Create 7% > B. Mia Pose

5 7L —AL28ICBHL T, ROBIEEZEITLET.
m [Story]|Y 1 > RUT, F+F7% bT v D[Accept Keys|F T a >
277574 7 LET(A), Animate 72 3 >NT VT4 TDEE.
R—=ZDKRT v IANDXR—ZAMLINTEEH A,

Fv¥S59% 5w AlAnimate]t 7> a v ET7 T4 TICLET,

m Character Controls ™7 r > K7 T Right Ankle T7 = 7 %A &7
Uy 2L, #RENDAZ2—75 RightAnkleEffector 28R L £7,

W—TZERT S | 91



Character Controls 7 1 > KU A.Right Ankle T7 £V %
m Pose Controls 7t > R T Paste &2 1 v 7 L £9(A)

Pose Controls 7 1 > KD A. Paste K% >
1 7L =007 0w TMIVL—L28DF¥ 505 vNIwTZIZERINE
9,
ZOr Uy TiZid, R=ZAMLER—ZXDOTF—INFENET, Mia D4
fTRIR E TR T DR—AMNE>Z<FALCITARDET,
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FvS5049 FSY T A TL—L28DFH LI YT

6 Jal(IF—EMLAENS RT v )T DM, [Cull+LERKHF—&[Ctrl]+
FREF—ZFHL T, 72 A= a R NE2T7L—AZEIZ0-> < DBE)
LET, 7T2A=a OiEDEKD VIR UR—XTITN, B EK&D
DDOI)y TORMIZNIBI vy > TNHDET, ROFIETY v > 7 &Hl
BRL £

DUy TETyFIHS
KOFIETIE, 2007w TE2XyFIETITLRL, Y2 A= 3 2HD
X T EHIRLET,

1 RIVUITDFDENTWBEEREIY 7L, AZLTIY vy T2 X—
LA LUET,

2 2FHOI) TEBIRLUET,

F¥3508 bSYIA2BRDIY yTHPERENTHET,

3 Right Ankle 7 = 77 # 73 Character Controls 7 1 > R CTEREI N/ F
FORETH D Z EEMABLETA

W—T"ZERT % |93



Cle tors

CharcterCoans D42 RY A RightAnkle T7 5%
4 Story 7 > R T Match Options "% > %27 U w7 L EF(A)

Mavigator A %)

& Match 0 ‘g5 Match Obje

oo s

.

Story 7 1 > KU A. Match Options K% >

5 F/REINB Match Options ¥ 707 Ry 7 ATOKZEZ7U v LET
(A

9 |%1E Fa—rUTI



8
9

Match Options

Match Options ¥4 704 Ky R A.OK K% >~

MotionBuilder ® A = 1 — /N— 5 [Window] > [Asset Settings] 2 &R
L. [Story]V ¢ > RUT2HEOV Uy TE2YTINI) w7 LTHREER
RLUET,

[Asset Settings] T. [In]~7 «+ —)L RA)DEZ 23 [T EL £7

Asset Settings %)

[Asset Settings]V 1 > B A [In]RA > b BT L —A 29 ICRRESNTVET.
[Asset Settings] ™ - > R D [Out] 7 + —)L RIZfE 29 Z AN L £,

2FBHDOZ U TR TV —A23 THEZEDITRD, 7L —A029 THKD
5EIIC1HZBBOZY T EMBEIZTLRLET, ZOTL 2 RICk
0. 7w THEOBITNDLETESNIZRDET,

W—T"%ERT % | 95



2FBHDOVYTRT7V—L 23 THREY., 7L—A29 THDLUET,

10 7o A—3a>z2EAELET, Mia 4, SHITHBE EHEFRTOR—
ZRELCICRD ET,

VT ENET S

ROFETIE, 2207V TEUWHLTH—OZ ) v T ELTRELET, £
D, ZOFHLWI Yy TeFRALT, JlOoFvr I 7527 2 A—FLET,

1 Fv I35 b9 00F v I3 0540EITEIZYy I L, I2>FFA
A= a2 —7/n5 Frame Start/End 2R L £3(A),
BTHANL LA XWAEINET,

7w TORIITED

$9558 FSyLDALTFHER R A= 1 — A EIRE N/~ [Frame StartEnd]+ "
ar,

FvIU5 bIvIEBI—ELEIZ UYL, ATFTFA AZa—0
5 Process Track/Subtracks To New Clip * 7> a > #&IR L £5(A),
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e

FY

FvS504% bS5y o0V TFTF A A=a1— A Process Tracks/Subtracks To
New Clip #7°'> 3>

FoR X N5 [Process Track and Subtrack]% -f 7 0/ T, [Process Rate] %
24 FPSIZAFEL £T, [OK|2Z U v LET,

Process Track and Subtracks

n Frame

Srnatt Plok

Cancel

Process Track and Subtracks ¥4 704 Ry & R

ZKREND Save Clip #1707 Ry Z AT, HLWwr Uy T2
mia_walk_cycle.fbx &\ £ CHREL £T.

COFa—hrUTINETTITBIE RELEZ Y Y THMEIZIRD £T,

W—TZERT S |97



Save Chy el

Savain | () My MotionBuikde Tuscsials > O F @

ftm
My Recert | Dmanalkoyle.bck
Documerfs | _ymiamalkcycle.fom

g % ria_arimation. fbx

Deskicp
Wy Documeris

My Computer

File name: | mia_weak_cycie o v Save
]

by Netwicck  Save a3 ype "o

SaveClip# /4 70J Ry o R
Story 7 > K12, #H L\ mia_walk_cycle.fbox 7V) v 7 %&% 2 %&H
DFv¥I05 Ty INERINETA:

Story U« > K A 5 L L\ mia_walk_cycle.fox Z 1) v 7’

HFTYAIONET AT S

ROFIETIE, HLWBITHA 7))L 71Uy TE2T A LT, 50— TF

LZMEShERLET,
1 (ADESIZ. Loop/Scale 7' a > /% Loop IZHREINTND Z & 21
WL,

Story 7 1 > KD A. Loop/Scale A 7°> 3 (4 Loop ICRREENTUVET,

2 FvI0% hIvyrEX—L T L. mia_walk_cycle 7 U v 7 Dtk
Z7L—A116 ETHIXLETQA), 77Uy T4 —TINET,
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(A)
FvS509 rSv I A TL—ALAMM6ETRHRIILESIY YT
3 EEOF¥YIVHY FIvrERIUw I L, DA2TFAN AZa—D05

Frame Start/End #2#RL £7,

4 1ZHOF Y I NIy ZOMutei Ry > 2710w 7 LA, hIvrE
ML £

*FvS5049 FSvU A Za—-bEER

5 Yo A—1 3 Z2FELET, Miald. 140 7L — A D, B S5NITHET
LT,

o)

ZOFa—hUTINTIE, BWTYZA—=a>r 70y Ths, V—T79 58517
YA I EERLELZ, ROFa—bUTI 70y T 2EETS (99 R—
D) T ZU Y TREETDIETTFYyIVY ToIA— a > 2mETDS
BEEEHLET,

OV T ERETD

ZOFa—hMUTINTIE, ZUyTE2BELTFYIVY T A= a &g
HI LD ERFIEICDONWTHHAL £,

ZDFa—bIUTITERTITEY b
m  mia_story.fbx

m  run_boom.fbx
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F: Fa2a—RMNUTIVHODO T v Mid Asset Browser O Tutorials 7 + )V % (£ 7-1%
> A5 I ED MotionBuilder -+ L7 =1 N® Tutorials 7 + )V F)NZH D £7,

- EERT S

ROFNETIE. MotionBuilder > — > Z#fii L., ZOFa—MU T IVZERBT
DI BERT vV ERHEET,

1 AZa— /)N—/n5 File > New Z#ER L. Layout > Editing Z#R L £9
(Ctrl+Shift+3 F—),

MotionBuilder . Editing L' 177 bZFHAL THL W —2Z2FRRL
X9, ZOLAM 7T MTE. ZOFa— MU TIVTEET 2 DITHERT
RTDOT 1 > RUNFREINET,

2 Asset Browser T Tutorials 7 + )V %27 1) w7 LET,

mia_story 7 v ~(mia_story.fbx 7 7 -1 )V)% Viewer 7 1 > R™7IZ R
Z w7 LU T(A), RIZ FBX Open > All Takes Z R L 7,

Mia &W S ARTDETIVA[Viewer]™7 1+ > K7€ rE(B). Mia 13 b
5w 7 ®[Character] X Z 2 —CTEIRZINTVWET,

E: 7 Uy ROHO Mia 2&RT 51213, [Viewer] 7V« > RO EX—L T
D RNTHRERDDBENH 0 ET,

1005 1E Fa—KUTL



A. mia_story 7 £ v b B. ¥ —Y[CA— K& h/= Mia £7)V

Story 7« > RiZid, 7V w7 &E&$. Clip_Run_Loop & WD A4HD ~
T INHDET,

[File] > [Save As]Z IR L 7,

Save File ¥4 7 O Ry 7 AMFRINET,

Ty AINVERGET ST 1 L2 MU(GG 7+ )b @ MotionBuilderTutorials
FALZNIDUADT 2 L7 BUNCKEEIL., [SavelZzZ U w7 LET,

Save Options ¥ 1 7 OV Ry 7 AMERINET,
Save 27 ) w7 L&Y,

57 + )L b @ MotionBuilderTutorials 57 4+ )V S SN DTF 7 +)L Mz 7 7
ANEBRETDHZET, O fbx 77 A IR LEZINET A,

Story W 1 > RUT, Story ™Y (AW EZH Tz TWRWEEEI,
FNERIRL THNS Character hF w7 B)&EZU v L. AF—2#HL
TrYy T2 7L —ALET,

)y T EEET S| 101



Story 7 1 > KU A.Story K% »%&#EIRL £ 9. B.Character k5 v 2IC1DDY
Uy THRRENTNET,

8 7 A—a ZEHAELFEFICLrl+2AR—2/V\ =) ITRTOTZA— 37
D EMRT 51213, Viewer V4  RUTX—AL 7T NTHDHENRDD T
ERHVET,

AARIRIREFRT S

DTFTOFMETIE, 7Y w7 &22HWL. RIZTD—=AK 71Uy T X7 MVE
EiE LT Mia 2ES5 8205 HimI 8 £,
1 7JL—A 11 BHLET,

ZDTL—AT, LFOROLSIZ, Mia OEZIFHmICEML TWhE
9,

ZL—A11 TO Mia
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2

[Story]™ + > R T, ROEDE D7 v FB)ZER L., [Razor]hy >
BWzErUv I LUET,

Story U4~ K A.Razor Ko > B. #iRLI=o U v
U TMIL—A11 T2DO07 Y vy FIZHEENEI (A,

;’\7599 FSYOAOVYTBAULY N ZAAT2DOD0Y vy ICHIIENE
ROEDE ST, [Viewer]V 1 > R T X-Ray FKRE— RICYIO A,
v 5% K5 7(A)D[Show/Hide Ghost| 47’2 3 > M7 751 7
BoTNDZ EZEMHERL T (A

*F+>50% b5 v Y A [Show/Hide Ghost]A 7" 5~

TJL—AL0IZBEHL £I(Ctrl+Home),

[Show/Hide Ghost|Z 7> a > W7 77« TIahic. KOO KD IZ.
[Viewer]7 1 > Rl d—X b MERINET,

Uy T RN I=ZA NI, &7V TORMERBERLET, 7
w7 &I, BIRLTHRETEZ 1207 w7 X7 ML T—ZA R
HOFETB BLULC),

oy TERET S| 103
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7 Character Controls 7 1 > R @ Active fEi T, Ctrl RigIn #3112l
E£9 (A

CtrlRigIn 24 212§ % &, Character Controls 7 1 > RUDF v 57 %
FORDENTRD LT, £/, Viewer 71 > RIZIE Biped D3> kO —
WOIT LT 27 NERRENET(B)
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A.CtriRigIn #4 >~ ICLUE T, B.Biped LICa ~O—)L VS TT7 2 09 MWRTR
EhET.

F ¥ I 5FERIE. Biped AT IV LB ANEDOEE LA A—TTERLE
HDTT, F¥ I 7FFRIUT. 2> bO—=)VUTDTZA— NIFEHAT
ELZINRNTOLT 2V IMNEREINET, TN TBiped DUF > IMET
L. 7ZA—RFTELREIZTRDEL .

8 FvIIUHFFRT, AFEHOI7 VY EREIRLET,

0 ~
0-0=0<p>

Character Controls AEFEHNDI 71 V¥ 2#ERT S

9 [FullBody|# 7> a4 ICLET, ZHICKD., a>bho—)LUr2
HEFHALTRT 2B TEET,
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Character Controls

P
O=0=0==0=0=0

P
)i

O

L
3

®@

|

Character Controls A.[Full Body]+ 7' 3 >~

10 Viewer V1 > RUNTZUw L, THF—EHL £,
JERRAEHN > RIVIRFIRENE T,

11 RORDOEDIT. FETABNLET,

FEENT EHNBHY, THICEDE TROMOE S S HRICEH X £,
INT. Fv I35 54 X L7 3ds Max @ Biped % MotionBuilder TZ
BREETZA-RTBIENTEDLIITARDELZ, [3ds Max @
F v 7 % % MotionBuilder T7 ZA—1792% (142 R—2)) LML T
<7ZE W,
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3ds Max DF v+ > 0%

ZOF 2— MU T7IVTIE, 3ds Max TIERR S 1172, AT IV R INA > REN
TAF> F¥ I35 FBX 77A4) 74—~ v hTLY AR—hHL,
MotionBuilder iZf >R —FLTF ¥ IV 5T XTH(7ZA—FNTEDHKEE
29 B)hkEEHHEL £,

IIZAR—FhT2F % T051F ANV CAF L ETFVRAF v EEALEZS
DTY, Ln>7T, FEE 3ds Max D A5 )L k> % Biped A7)V k> &L
AR—=bTHFa—bUTINELTNET,
ZOFa—bMUTZITERTE7EY b

m  Pepe.max

ZDFa—bITIOERDTEY b
m  Pepe.FBX
m  Pepe_rigged.FBX

F: Fa—RMUTZILHDT v M. MotionBuilder @ Asset Browser @ Tutorials
T AN (E =1L 25 A ED MotionBuilder 5« L 7 U N® Tutorials 7 +
IWINZHDET,

3dsMax DF+ SV ET OV RAKR—bT 5B

KDOFIETIE. 3ds Max v 5 7 ¥ % MotionBuilder IZT7 AR — b 3§35k
ICDWTEHIBAL £75

F: ZOFa—bUTILTHE. [SendTolA=a—F 7> 3 > &ML T,
MotionBuilder 33X 3ds Max 2012 D > IV AT v T OMEER T —27 7
O—z2fHALET. NS OEFD 2012 /N—2 3 T2 WEEIR,
MotionBuilder RF a2 A rD w7 [3dsMax OF+ 77 ¥ %L AR—
N5 (131 R=)] #BBLTEI W,

3ds Max DF+ 545 4% Pepe &LV AR— T 3ICIT:

1 3ds Max ZiEZ#HL £7,
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2 77U —=var Ana—n5[Uty MEBERL T -2 EREET Y
7LET,

3 [FAL]##EIRL. MotionBuilder )L— b 5« L2 U N® Tutorials 7 +
NWFZH 5 Pepe.max > —> 771 IV EREEXT,
Pepe.max>—> 7 7 A IVDBAE, Ay aTHDNZ Biped A7)l b >
MERINET,

A w2 TEDLNI 3ds Max Biped AT )L >

4 [Application] A = 2 —7 5 [Send to] > [Send to MotionBuilder] > [Send
as New Scene| 23R L £
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iE: 2012 )N—3 3 > D MotionBuilder 3 & T8 3ds Max 7372 WAL,
[Sendto]4 7' 3 7 7 A T&EEH A, MotionBuilder ® KF a2 A >
FESRLTLEE N,

5 MotionBuilder 2VEEI L. F v 52 % Pepe A3[Viewer] « > R 7ITER
INET,

6 Viewer V1 > RUKNIZH—VILZEE, AF—2HLTFr 5752
7L —ALLZET,

3ds Max O+ + 5 & % Pepe % MotionBuilder [Z4 > 7R— b L7 1kEE

FvS509EFvSU954XTBICL:
1 Viewer 71 > RUT, Ctrl+a F—&(MENHL T X-Ray £— RIZY0
BAET,

X-Ray E—RTIE, FvII7FDAFDTFXHBIATIVE P HRREN
ESCIR

2 Asset Browser T Templates > Characters Z J&Bf L. 3ds Max Biped
Template 7t h&2Fv 574 Pepe DA MO EICKRT YT LE
ED
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F+ 5% Pepe DAY )L b I 3ds Max Biped Template 7 v ~ & #RAL £,

3ds Max Biped Template i%. 3ds Max TEL S #17= Biped EH DT>
L — T, 3dsMax Biped D4 #1HIIEZ D & % Tid MotionBuilder
DF ¥ 775 TRBTERNVED, ZOT>TL— eI 20END
DET,

FREN D AZ 21— Characterize 2271 w7 L £7,

4 MotionBuilder ® A = 12— /)N—"C, [Window] > [Characterization Tool]
ZEIRL 9, [Characterization Tool] Tld. A7)l b i —FS&7za
ChO—=)V U ICHENRRNZ EEERTEET,

Characterization Tool 13, F+ 57 % JA ANIEHRGEIIREA. BIEN
IREESBRH E NS EIREA MEOHLZATIIV Ry F IO
A2 SREIET B5EFREAERLET,

5 [Character Controls]™ 1 > BT, [Control Rig] > [Source Control Rig]
BN £9
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Character Controls Edit X = 1 —

Biped IZF—T L —L 7 A= 3 %A 27291213, Control Rig
Input FEZMEH T 2HLENH D E£T,

Create Control Rig # 1 Y12 iRy 7 ATFK/IKZZ7 1) v 7 LT,

FK &KW, Fv T30 5272 A— 2L BRMHERINDFiE
T,

[Character Controls]™ « > K7 C. [Source] > [Control Rig] Z#IR L *
KB

Biped RICT 7 2 7 ¥ NERSNET RO ZZH),

A CtriRigIn %V [CRE B. ¥ v 509 LICTI 7 V9 BRREND
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8 FvIUVIXRIAMOEBETHD, F¥SIVIDATIVE2ERTLIIC
BREINTVWEY, FvI77FFRTIE Bipedd> hO—)L U T DY =
A= NMIBERTRTOLT 2V IMERINET, T T Biped DUF
UM L, TZA— M TESREICRDEL

9 [Character Controls] T Full Body €— K##R L £7, Full Body E— K
T3, fHx2DRT 1 N=YTRE< YT &fEza> bo—)LTEET,

10 F+vI7I5%FRT. AFEOI 72 VY EEIRL £,

BEFEOIT 7 BBIRESh/=iKEE

11 Viewer V1 > RUNTZUwZ L, THF—2HL X7,
JEREZS N > RIVERINET,

12 ROMODEDIZ. FEFAHNLET,
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FEENT EHBHO, TNICEDOE TEROMOE S & HARICEZ XY,
INT, E—2arFvy 7/ FreF—TL—L T A= a2 EMFAL
TFY IV A—PTEDREITRDEL /=

13 BEE D MotionBuilderTutorials 5« L 7 N U LA DF 1 L 27 MU I E)
L. 771)V% My pPepe rigged &EUTHRIFL XTI,

3ds Max D ¥ + 5 & 4 % MotionBuilder [C1 > 7R—
FLTHF¥S9954XT 3

ROFIETIE, AIOFNEC BdsMax DF v 577 52T 7 AR— KT % (131 X—
D)) YTHRTEL 7= My_Pepe.FBX 7 7 -{ )L % MotionBuilder {21 > R— ML X

T, F+ T2 % Pepe ld 3ds Max Biped T, Av > a&TUTPINFEFTTE

TW5OT, —EHOFNEIZ 3ds Max @ Biped Z MotionBuilder IZ-1 > iR — k
LTFv I35 71 X95126 =) EBTWET, FvIU 5% 2 R—
cL7eB, Fv505 51 ALET,

E: ATOFEZEE L =85813. > A5 A LD MotionBuilder 5+ L7 U N
@ Tutorials 7 + )V 5% % Pepe.FBX 7 7 1 V&AL T 7ZX W,

3ds Max D+ + 5 & 4 % MotionBuilder [C4 > /R— b3 (CIE:

1 MotionBuilder Z&E#H L £7,
2 MotionBuilder @ Af > A= a1 —/n 5 [File] > [Open] & &R L £9,

3 [OpenFile]¥ 1 707 Ry 7 AT, [BdsMax DF+ T 75 %L AR—
9% (131 R—2)) TITHZ AHR— K L7z My_Pepe.FBX 7 7 1 )L % %R
L. [Open]Z&Z Vw27 L THh5, [Open Options]|¥ 1 707 Ry 7 AT
[Open]zZ7 VU vy 7 LET,

7E: £7/213. MotionBuilder ®J)V— bk 5+ L 27 b U @ Tutorials 7 # )1 %5
WZHD., Pepe.FBX 7 7 A I)IVEA > R—FLTHEMEVRER A,

E: LD fox 77 AN EEFEELBNK ST, HIBED
MotionBuilderTutorials 5«4 L 7 FUBSADF 4 L 7 FUICBEH L TH 5,
T7AINEREL T ZE N,

F + 5 77 % Pepe »¥ MotionBuilder ®[Viewer]” 1 > RUIZERINET,
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4 Viewer V1 RUNIZH—=V I EEBEE, AF—2HLTFvI752K
7L —ALLET,

3ds Max O F + > & % Pepe % MotionBuilder [Z4 > 7R— | L7=IKEE

F¥S509EF Y5094 XTBICL:

1 Viewer 71 > RUT, Ctrl+a F—&{MENFL T X-Ray E— RiZYD
BAEY.
X-Ray E—RTIE, F+vITIYDAF D FRITHBATIV N> bERIN
S

2 Asset Browser C Templates > Characters z & L. 3ds Max Biped
Template 7t v cEF+ T 7% Pepe DAT IV D LEICRT v T UE
kB
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F+ 5% Pepe DAL b I 3ds Max Biped Template 7 v ~ & #RAL £,

3ds Max Biped Template %, 3ds Max TEL S #17= Biped DT>
L — T, 3dsMax Biped D4 #1HIIEZ D & % Tid MotionBuilder
DF ¥ 775 TRBTERVED, ZOFT>TL— eI 20END
DET,

FREN D AZ 21— Characterize 227 w7 L £7,

[Character Controls]™ + > K7 T, [Source] > [Control Rig]Z &R L &£

Character Controls A. Control Rig
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Biped IZF—T L —L T2 A—a %A %729I2id. Control Rig
Input FEZFHTEMHENHD LT,

5 [Create Control Rig]¥f 7 0% Rw 7 ATFK/IK|Z 27U w7 LET,

Create Control Rig

What type of contral vig do you wank ko create?

FK/IK IK Only Cancel

[FKNK1Z & Uy o LET,

FK L IKiE, F¥ 775272 A—FT 5L RNICHEHINS FiE
T@_O

6 [Character Controls]™ 1 > R D[Active]f#i T. [Control Rig]Hi4 > T
HBHZEEHRALUET,

Biped EICT 7 =7 ¥ INERSNETCROXZZH),

A.[Control Rigl& 4V [CERE B. ¥+ 509 LICI 7 09 RREND

ZOEEIZED, a2 O—=)V UTNT J T4 7270, Character
Controls DF ¥ 5 7 ¥ ZRNENTIRVDET, Fv¥ySUFERI. Fv 5
DEDATIVE > EANEDOEE LA A= TERLEDDTY, Fv¥ 77
FFERITE, I hO—=V YT DT ZA—-RIFHATESTRTOIY =
JIMNFRINET, ZNTBiped DUFITNETL, FZA—-KTE
DHAIRBEIC/R D £ L 7=,

7 [Character Controls] T Full Body E— RAVERINTND I L &R L £
kR
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Character Controls A. Full Body £— F

Full Body E— RZHMTT B L. BT« N—=VETF TR U T 2fkz0
>hO—)LTEEXT,

8 FvIUIERT, AFEOLT 2V FZERL X7,

O=0=0=¢=0=0=0

Rexchi [H
Pul

AFEOI T V5 ERENRE

9 Viewer V1 > RUNTHZUwZ L, TF—2MLET,
JEREAS AN RIVINERINET,
10 RORDEDIZ, FETFABNLET,
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FEENT EHMSEY, ZRICEDLE TEROMDE S b HRICEIZE T,
INT, E=—arFvy 7 FvyoF—TJL—L T A—a &AL
TFvy 57527 A—NTEDREITHRDEL =,

11 BEE D MotionBuilderTutorials 7« L' 27 MULS DT« L 7 MU IZEH)
L. 774)%& My Pepe rigged ELTERFEL XY,

L ZOTANEFEHALT, ROFa—bUT7INEFVET(BDI2WE. A5
Iy @ MotionBuilder )b — b 5+ L' kU N®D Tutorials 7 )V 7% %
Pepe_rigged.FBX 7 7 1V EFH L THMENEEA),

3dsMax O v 5 7 % % MotionBuilder T7 ZA— r 9% (142 X—)] %%
ML TL/ZE,

3ds Max D + 5 & 4 % MotionBuilder TY
ZA—=FTB

MotionBuilder TF ¥ 57 ¥ %27 ZA—FTBITE 20 DAHENRDDET, 1
DEFHTF—TIL—LEZRETL2HE I 1DEFE—a> Fv 7Ty
F—F AT BHHIETT, ZOFa—rJT7IVTIE, 3dsMax DF ¥ IV ¥
131 R=)DYr 3> TA iR—hL7z3dsMaxF+v 57 % Pepes7 — A—
N2 HEEBHL ET,

Dt 3 ( [3ds Max OF + 5 7 ¥ % MotionBuilder {21 >3 R— KL T
Fv I 74X 5 (137 XR—=)] I OFEEEELZEE13. > AT4LLED
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MotionBuilder )L — bk 5« L' 7 = U N®D Tutorials 7 + )L 512% %
Pepe_rigged.FBX 7 7 1 V& L T 7230,

INEDT A= 3> Fa—bITNORHO E— 3> Fv7Fv5—
FEFRALTF Y7587 ZA— 195 (144 X—)] Tid. MotionBuilder
BT 2E—a Fvy7Fvy 770D 1 D2FHLT Pepe &7 = A—
FNLET, 2DHOF2—-MITINOD F—TL—LE2FHALTFrI75 7
ZA—3 3 > EEIEL, 3dsMax 2TV AR—F3 % (149 R—2)] TiL, F—
TLV—LZEFEHALTT A= a2 &BIEL. MELETZA— 3 2% 3ds
Max TR L £7.

7£: MotionBuilder TF+v 57 ¥ %27 2 A— T 5 h5EZTHEADHIL. 20t
7a idERL ThENER A

ZDFa—MITITERTETEY b
m  Pepe_rigged.FBX
m  [ceslip.fbx

COFa—bUTFIOERODT7 Y b
m  Pepe_Mocap.FBX
m  Pepe_keyanim.FBX

F: Fa—MIUTILHD T MME. MotionBuilder @ Asset Browser @ Tutorials
T AN (E=1E S A5 A ED MotionBuilder 5« L 7 U N® Tutorials 7 +
IWEINZH D £,

%77 MotionBuilder ZffiWBN TV AL, F£I MotionBuilder ®F—iR—
K >a3—brhy 2L MotionBuilder DEHEZFHEEL L £,

m Ctrl+shift F—2HLABANSRI VI LT —2%2F—EY T3

m Ctrl F—Z2HLAENSRIv I LTy —2BX—L A2V 7TI8T5

m Shift F—Z2FHLABNS RIS T L TI—2%)NN2T5
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E—aryFvyIF TF—IEFERALTF S
HET_A—FT 5

KRDFJETIE. MotionBuilder ¥— 7L —A 72 A= 3>OF 7 =w 7 %A
WTE—2 3> FyTF ¥ 7o A= 3 2B T 2 5EE2%0FT,

iDL 2 a > ( 13ds Max OF + 7 7 % % MotionBuilder I2{ > iR— KL T
FYIUEITARXTB (137 R—=2)] I OFIEEEELIZ5E1F. P ATLD
Tutorials 7 + )V %2 % % MotionBuilder ) —k ¥+ L Z U ®
Pepe_rigged.FBX 7 7 1 )l.. £721¥. MotionBuilder ®[Asset Browser] D
Tutorials 7 + )\ 5\2% % Pepe_rigged 7 v b i TEET,

E—2aryF+IFr T—IEFERLTF 4S9 Pepe &7 A — T 3IC
(%:

1 MotionBuilder Z&E L £7,

2 [Asset Browser|®D Tutorials 7 # )V 5. 1Dt 2 3 >( 13ds Max @
¥+ 77 % % MotionBuilder 121 > R—rLTF+ I35 71 X9 % (137
=) )OFNETHRFEL 7= My_Pepe_rigged 7t v
(My_Pepe_rigged.FBX 7 7 1 V)% [Viewer] 7 1 > RJIZ KT v 7 L £,

E: fiotw s 3 > ( 13dsMax O F ¥ 5 7 ¥ % MotionBuilder I2-1 > R —
FLTFv S5 514 X35 (137 XR—)] )OFEZEML - HE1E.
Pepe_rigged 7 v ~(Pepe_rigged.fbx 7 7 1 )L)% [Viewer] ™ 1 > R
2 RIv T LET,

E: LD fbx 7 7 A EEHFELBNK DI, BIBEED
MotionBuilderTutorials 7« L 7 UL OF 1 L7 NUIZKEIL TH 5,
T ANEREL TSN,

3 FBX Open > No Animation Z#ER L £7
F+ T2 % Pepe 7Y Viewer U 1 > RUIZERRINET,
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7 74)LDOO— K A. Asset Browser @D Pepe_rigged 7 £ b B. 2> —>/[C Pepe

»PO—RkEhsd

Viewer 7 1 > RUDZEDOHEKZ 7Yy 7 L, aF—2#L T2z 7L —
L. Fv¥TT% Pepe \ZAX—L 12 LET,

Ctrl+A F—2MEMMHL T X-Ray T— RIZYIDEZ S &, Pepe DAY

JWhrEarho—)L YUTMERINET,

X-Ray E— RTHRRLZPepe I fO—)L UL

Ctrl+shift F—2MLANS RIv I LTy —2&F—-EY L., F¥
7045 Pepe DAEMEZ#FRLET, ROKESEZIZL T I,
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10

1

Pepe 24 —Ev FLET,

Asset Browser > Tutorials 7 #+ )\ % T IceSlip 7tz t(IceSlip.fox 7 7 -1
IVZERIRL., Viewer V1 > RUDZEOFEBICI KT v LET,

FBX Merge > IceSlip Z#IRL £7,

Pepe D> —ZE—> 3> Fv¥ I F v T RERFAVZTIVE )
MWr—YINET,

HONWAT I N ONFERINDET, >—2EX—L T NCtrl F—%
HLURBRNEETANRI v IILET,

Pepe &, E—>ary F+T7Fv T—FEHFDRTILLY

[Transport Controls] DA fIICH 2 ROy 75 > A= 2 —B)H 5 [30 fps]
R XTI,

[Transport Controls]| D [Play| R % > (A&7 U » 7 LT, EEWAT )L k>
D IceSlip D7 A —aa@EELET,
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kS >RAR—b 3> baO—Jb A. [Play]?R% > B. 30 fps DSEIREN TV S

12 [Character Controls] T, F+ 774 U X MMZ PEPE EER/RINTWVWSZ
& ZHEE8 L £9, [Character Controls] X = 21—/ 5. [Source] > [Skeleton2]
R L £9°( ISkeleton2) 1. E—>a>F¥x7Fvyr 7 A—al %
FEOHBENZATIVE > DARITTT ),
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13

14

15

16

17

Transport Controls D¥ A LT > A > P —F % RTwIT UL TT ZA—
2arEAVITLET, HDWE. TF—2MLIENS Viewer 7 1 >~
RONZEELATIRI v I T5HEDHDET,

INT, ATIVEDT A= a3 >NF v 574 Pepe #EEIdT 2L 5
2R £ L7z

Pepe ZUIIMERINDLDICRDETCri+a F—2MEMFL, 71—
921288 T Pepe ICX—L 1 > LET,

Ctrl+Shift F—2 LS RTwv 7 LT Pepe 4 —Ew FNLET,

HELTHRS L, Pepe DR HOFNEEZEMLTLEL>TND I ENGMH
DE9I,

E—2ary ¥+ T FHHRET. FOEEICEBENSELCTISIKEE
MEOHEZWATEDET, 72A—a 2ENAT TTLTHT
L7,

Pepe DAR—>2DEEZE I FO—)LTHT A= 3 2, EHEMNIC
FORKBRBRDBATIE 2 ER=ZIZLTWS7OTY, /=& A, Pepe
DERFRIFFEANATIN L EHARD ENBDREL, FIZTD0IT/N
SN ERRINDET,

7 741 )% My_Pepe_Mocap.fbx &5 ZEiITHREL £7,

ROFa2—hMUTINTIE ZO77AIVITF—T7L—L%EEML T, Pepe
DFOEEEEIELET,

FE: FEAD OROFa—MUTIVTIE, BELEFY I 745 % 3ds Max N
EIVAR—FTDHEBEMLET.
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F—TU—LZERLTF YS9 TA=a >
ZEFEFL. 3dsMax IC T RKR—FT 3

MotionBuilder Ti&. F+ IV Y ICFETF—TJ L —LEHRETHIETHFy
FPHETZA—RTEEY, ZOHET. FUTPHINDOTZA— 3 > %=ER
THEEDL, E—2a> Fv 7 Fv T2 A—T 3 VIEEZMATZWEEITE
VBET,

ROFMETIE, F—T L —L TZA=a aEERALTE—a> Fvy 7 F v
A= g VWL, RELEZT A= a3 EF vy S I ETT AR—
ML T3dsMax ITEL £7,

MotionBuilder TF+ S 7 ¥ IZF—T7 L — LA ZRET D HiEZ THEADHIZ.
FIE 21 1A, 3dsMax IZF v T 7Y 2LV AKR—KTEET,

F: ZOFa—hUTZINTHE. [SendTolA=a—F 7 a>z2FHLT,
MotionBuilder 3 &) 3ds Max 2012 D> > 7 IV ATy TOMEER T —27 7
O—Z2fHLET. INS5OEED 2012 N—2 3 >0 WIHEEE.
MotionBuilder RF a2 A2 F 2L TLZI W,

F—TV—LEFRALTE—ary F+vT7F+ 7oA=& HMARTSIC
(=

1 MotionBuilder T, RiOFIE( E—a> F+TF v F—FE[FHL T
FvIUY BT A= RT D144 X—)) )DFERD My_Pepe_Mocap.FBX
TyAIVERE E—Yar FvyTFv¥ T—5% Pepe T L £,

E: #OFIEEEKL Z5E1E. Pepe_Mocap.fbx 7 7 1 )L ZBWTL /2
Wy,

E LD fox Ty A E EEELRNEDIC, BTEEED
MotionBuilderTutorials 5=« L 27 FULDSNADFT 4« L 7 RUIZBEIL TS,
Ty AINVERELTLEEI N,

Pepe U MERINDLIITRDET, [Ceri]+alF—2HL £9,

2 Character Controls DF v I 7 ¥ FK/RT, GFEOILTI 05 %E7 ) wY
L9,
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BFEHDI T /9 BBRENKE

3 Viewer V1 > RUNTZUw /L, THF—2MLET,
JERRZS N > RIVIZRIRENE/ Ao

4 Pepe DFZEZFHML THATLLIZI N,

FRENBNIETTT., FHUL, Pepe D7 = A— 3 i, a>ho—)b
U7 TREBLATIVEIZE>Tar hOo—)LEN TS/ TT, Pepe
DE—2a>FvyI7Fv 7oA=2a F—TL—LERET DT
FITATIVE DY Z A= ar%Pepe DA bO—)L U Eiz7 0Oy

RrNA )T BRENRH D ET,
5 [Character Controls] A =21 —"T. [Bake (plot)] > [Bake (plot) To Rig] & j%&
RWLET,

BaketoRig Y > RTId. 7o A= 3> bI v T DOR—=Z L1 V(¥
12 BaseAnimation layenT# 7 1L — LA Z &I 1 D9 DF—2ER I N D
720, RENLDELRVET, (Pepe DFEDLT =745 2ERL T
5E,E1E. B N/=F—7 L — A0 Transport Controls IZZ/R I N E
EDB
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Character Controls 7 1 > K9 ® Edit * =21 —T Plot Character ZEIRL £7.

INT, Fv57% Pepe%1>b0—)L U7 2> THRETEDLDIT
BOEL

Key Controls T Layer A=a2—%7%7 YU w77 L. AnimLayerl Z;#&{RL %
kR

Flat  Disc,

F—T7 U —A%EEMT S7/8IC AnimLayer! ZERLE T,

ToA—=2ay LAVERRTZE, FUPFILDTZA—2 a3 %
BaseAnimation L -f VICREF L2 FE, 7oA a v ERETEET,
Animalayerl %9 % &, BaseAnimation L VIZEREINTNEF—
T L —ADIEFIRIC/ED. AnimLayer]l LA VIZERESNTWEF—T L —
LAIMFRINETEHFEFETIRMBRESINTVER A,

TL—L 80 (MEDHBEFOEENHEEZY A I INIBEHL £,
Character Controls 7«1 > RUDF v I V¥R R TCHETFEDOL I /¥ %
271 w7 L=, Key Controls TKey #2271 v -7 L£T,
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Key Controls x|

FRKF—EWLTF—T L —LEHRTEITHIEDHTEET,

8 7L —A105(HEOFOERENKOEZIAINDBHLT, 51D
F—ERELET,
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