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NOTES ABOUT INSTALLATION The Autodesk MotionBuilder 7.5 Extension 2B software for Microsoft
Windows and Apple Macintosh is now available for download at the
Autodesk website.

RESOLVED ISSUES

For additional last minute information about the MotionBuilder software, or
for any downloads, consult our Support page at:
http://www.autodesk.com/motionbuilder-support.

You can find information about the MotionBuilder software at:
http://www.autodesk.com/motionbuilder.

For information about the Autodesk Media & Entertainment products and
solutions, please visit: http://www.autodesk.com.

The release of the Autodesk MotionBuilder 7.5 Extension 2B software
product addresses FBX® compatibility issues as well as performance and
stability issues.

Notes About Installation

Install the Autodesk MotionBuilder 7.5 Extension 2B software by following
the installation instructions on the screen.

The default installation path for MotionBuilder 7.5 Extension 2B on the
Windows platform is C:|Program Files\Autodesk\MotionBuilder 75 Extz and
on the Macintosh platform is Macintosh Hard
Drive/Applications/Autodesk/MotionBuilder 7.5 Extension 2.

Note: The MotionBuilder 7.5 Extension 2B software is not certified or
supported with Windows Vista™.

For information on qualified system requirements, please visit:
http://www.autodesk.com/motionbuilder-qualified-hardware.
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Autodesk MotionBuilder 7.5 Extension 2B
Release Notes, 15 May 2008

Resolved Issues

The following describes the issues addressed by this release.

Loading CgFX Shader
e You can now load scenes containing CgFX shader(s) and continue
working in MotionBuilder.
Playback and Recording

¢ Dual-core processor computers running Windows XP Service Pack 2 may
experience poor playback and recording.

To resolve this issue, dual-core processor computers require the Windows
XP 32-bit Service Pack 3 or the Microsoft hotfix Article ID 896256.
Plotting Pull Vector and Pull Number

e Pull vector and pull number are now supported when plotting. However,
when you choose the Smart Plot option, a lot of unnecessary keyframes
are added to the model affected by the pull relation.

Rigid Body Behavior

¢ When creating a rigid body, a new rigid body is created from a group of
selected markers. When using the MotionBuilder GUI, an anchor point (or
rigid body marker) is created at the center of the rigid body, and this is
the desired behavior. Now, when a rigid body is created using fboptical.h
in the ORSDK, the anchor point is created at the center of the new body
rather than at the origin.

Saving .fbx Binary Files as .fbx ASCII Files
e Connectors on Relations constraints are now saved in .7bx ASClI! files
after saving .fbx Binary files as .fbx ASClII files.
FBX Compatibility
e Compatibility issues with the FBX are now addressed in the upcoming
Autodesk FBX 2009.0 release.
Change Media File in Story Window

e You can now update an .fbxfile that a current MotionBuilder session is
referencing by right-clicking the track in the Story Window and choosing
Change Media File from the contextual menu.

Character Clip First Loop Settings

e The “First Loop” field values of character clips are now preserved after
saving and reloading the scenes.
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Character Clip Mark In Settings
e You can now continue working in MotionBuilder after changing the Mark
In field values of a clip.
Character Controls Reach Properties

e The Character Controls window Reach properties are no longer
permanently disabled when you assign a character to a Story window
Character Animation track.

Character Hip/Chest Offset Settings

¢ The character hip/chest offset settings now behave as expected.

Characterizing, Creating and Setting New Control Rigs

e You can now use Python scripting to characterize, create control-rigs, and
set new control-rigs as Character inputs.

Loading and Merging Characters into Scenes

e You can now use Python scripting to load/merge characters into scenes.

Loading Files with the FBX Plug-In

e The scaling issue when loading files via the FBX plug-in is now resolved.

Mapping Character Skeletons to Character Templates
e You can now use Python scripting to map characters’ skeletons to new
Character templates.
Muting Track in Story Window and Animating Reach

e You can now continue working in MotionBuilder when you animate the
Reach properties in the Character Controls window after muting a track
in the Story window.

Reading Point Cache

e MotionBuilder can now read multiple point cache in the same scene.

Rendering AVI files

¢ You can now render AVI files at 48 KHz with an End frame set at 1073741
or greater at a frame rate of 24fps.

¢ You can now render AVI files at 44.1 KHz with an End frame set at
1400100 or greater at a frame rate of 24fps.
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CgFx Shader Semantic Parameters
¢ When you use semantic parameters such as “cameraposition” in your
CgFx shader, MotionBuilder no longer creates a property in your CgFx Ul
which causes your property to override the actual property.
Duplicating a KBoxFCurveRelativeNumber or a KBoxFCurveNumber
e You can now continue working in MotionBuilder after duplicating a
KBoxFCurveRelativeNumber or a KBoxFCurveNumber.
Duplicating OR SDK Constraint Plug-Ins
e You can now continue working in MotionBuilder after duplicating an OR
SDK constraint plug-in.
FBCharacterPose Exposed to Python Scripting

e The FBCharacterPose is now properly exposed to Python scripting with
the addition of the FBCharacterPoseOptions and FBCharacterPoseFlags.

FBModelPath3D Class Method

e The FBModelPath3D class now has a method to set each point, and the
left and right tangents simultaneously.

FCurve Exposed to OR SDK

e The FCurve from an FCurve % box is now exposed to OR SDK enabling
you to get and set keyframes.

Setting Constant Input for a Relation’s Box Through Python Scripting

* You can now set a constant input for a relation’s box through Python
scripting as the SetCandidate and WriteData for boxes is now exposed to
Python scripting.
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© 2008 Autodesk, Inc. All Rights Reserved.

Disclaimer

This publication, or parts thereof, may not be reproduced in any form, by any method, for
any purpose.

AUTODESK, INC., MAKES NO WARRANTY, EITHER EXPRESS OR IMPLIED, INCLUDING
BUT NOT LIMITED TO ANY IMPLIED WARRANTIES OF MERCHANTABILITY OR FITNESS
FOR A PARTICULAR PURPOSE REGARDING THESE MATERIALS, AND MAKES SUCH
MATERIALS AVAILABLE SOLELY ON AN "AS-1S" BASIS. IN NO EVENT SHALL
AUTODESK, INC., BE LIABLE TO ANYONE FOR SPECIAL, COLLATERAL, INCIDENTAL,
OR CONSEQUENTIAL DAMAGES IN CONNECTION WITH OR ARISING OUT OF
ACQUISITION OR USE OF THESE MATERIALS. THE SOLE AND EXCLUSIVE LIABILITY
TO AUTODESK, INC., REGARDLESS OF THE FORM OF ACTION, SHALL NOT EXCEED
THE PURCHASE PRICE, IF ANY, OF THE MATERIALS DESCRIBED HEREIN.

Autodesk, Inc., reserves the right to revise and improve its products as it sees fit. This
publication describes the state of this product at the time of its publication, and may not
reflect the product at all times in the future.

The following are registered trademarks or trademarks of Autodesk, Inc., in the USA and
other countries: 3DEC (design/logo), 3December, 3December.com, 3ds Max, ADI, Alias,
Alias (swirl design/logo), AliasStudio, Alias|Wavefront (design/logo), ATC, AUGI,
AutoCAD, AutoCAD Learning Assistance, AutoCAD LT, AutoCAD Simulator, AutoCAD
SQL Extension, AutoCAD SQL Interface, Autodesk, Autodesk Envision, Autodesk Insight,
Autodesk Intent, Autodesk Inventor, Autodesk Map, Autodesk MapGuide, Autodesk
Streamline, AutoLISP, AutoSnap, AutoSketch, AutoTrack, Backdraft, Built with
ObjectARX (logo), Burn, Buzzsaw, CAiCE, Can You Imagine, Character Studio,
Cinestream, Civil 3D, Cleaner, Cleaner Central, ClearScale, Colour Warper, Combustion,
Communication Specification, Constructware, Content Explorer, Create>what’s>Next>
(design/logo), Dancing Baby (image), DesignCenter, Design Doctor, Designer's Toolkit,
DesignKids, DesignProf, DesignServer, DesignStudio, Design|Studio (design/logo),
Design Web Format, DWF, DWG, DWG (logo), DWG TrueConvert, DWG TrueView, DXF,
Exposure, Extending the Design Team, FBX, Filmbox, FMDesktop, Freewheel, GDX
Driver, Gmax, Green Building Studio, Heads-up Design, Heidi, HOOPS, HumanlK, IDEA
Server, i-drop, iIMOUT, Incinerator, Inventor, Inventor LT, Kaydara, Kaydara
(design/logo), LocationLogic, Lustre, Maya, Mechanical Desktop, MotionBuilder,
Mudbox, NavisWorks, ObjectARX, ObjectDBX, Open Reality, Opticore, Opticore Opus,
PolarSnap, PortfolioWall, Powered with Autodesk Technology, Productstream,
ProjectPoint, ProMaterials, Reactor, RealDWG, Real-time Roto, Recognize, Render
Queue, Reveal, Revit, Showcase, ShowMotion, SketchBook, SteeringWheels, StudioTools,
Topobase, Toxik, ViewCube, Visual, Visual Construction, Visual Drainage, Visual
Landscape, Visual Survey, Visual Toolbox, Visual LISP, Voice Reality, Volo, Wiretap, and
WiretapCentral.

The following are registered trademarks or trademarks of Autodesk Canada Co. in the
USA and/or Canada and other countries: Backburner, Discreet, Fire, Flame, Flint, Frost,

Inferno, Multi-Master Editing, River, Smoke, Sparks, Stone, and Wire.

All other brand names, product names, or trademarks belong to their respective holders.
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Third-Party Software Credits and Attributions

Portions relating to JPEG © Copyright 1991-1998 Thomas G. Lane. All rights reserved. This
software is based in part on the work of the Independent JPEG Group.

Portions relating to TIFF © Copyright 1997-1998 Sam Leffler. © Copyright 1991-1997
Silicon Graphics, Inc. All rights reserved.

The Tiff portions of this software is provided by the copyright holders and contributors
“as is” and any express or implied warranties, including, but not limited to, the implied
warranties or merchantability and fitness for a particular purpose are disclaimed. In no
event shall the copyright owner or contributors of the TIFF portions be liable for any
direct, indirect, incidental, special, exemplary, or consequential damages (including, but
not limited to, procurement of substitute goods or services; loss of use, data, or profits;
or business interruption) however caused and on any theory of liability, whether in
contract, strict liability, or tort (including negligence or otherwise) arising in any way out
of the use of the TIFF portions of this software, even if advised of the possibility of such
damage.

Portions of Libtiff 3.5.7 Copyright © 1988-1997 Sam Leffler. Copyright © 1991-1997 Silicon
Graphics, Inc. Permission to use, copy, modify, distribute, and sell this software and its
documentation for any purpose is hereby granted without fee, provided that (i) the
above copyright notices and this permission notice appear in all copies of the software
and related documentation, and (ii) the names of Sam Leffler and Silicon Graphics may
not be used in any advertising or publicity relating to the software without the specific,
prior written permission of Sam Leffler and Silicon Graphics. THE SOFTWARE IS
PROVIDED "AS-IS" AND WITHOUT WARRANTY OF ANY KIND, EXPRESS, IMPLIED OR
OTHERWISE, INCLUDING WITHOUT LIMITATION, ANY WARRANTY OF
MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE.

IN NO EVENT SHALL SAM LEFFLER OR SILICON GRAPHICS BE LIABLE FOR ANY
SPECIAL, INCIDENTAL, INDIRECT OR CONSEQUENTIAL DAMAGES OF ANY KIND, OR
ANY DAMAGES WHATSOEVER RESULTING FROM LOSS OF USE, DATA OR PROFITS,
WHETHER OR NOT ADVISED OF THE POSSIBILITY OF DAMAGE, AND ON ANY
THEORY OF LIABILITY, ARISING OUT OF OR IN CONNECTION WITH THE USE OR
PERFORMANCE OF THIS SOFTWARE.

Portions of Twofish © Copyright 1998, Hi/fn and Counterpane Systems. All rights
reserved.

Portions of Libxml2 2.6.4 Copyright © 1998-2003 Daniel Veillard. All Rights Reserved.
Permission is hereby granted, free of charge, to any person obtaining a copy of this
software and associated documentation files (the "Software"), to deal in the Software
without restriction, including without limitation the rights to use, copy, modify, merge,
publish, distribute, sublicense, and/or sell copies of the Software, and to permit persons
to whom the Software is furnished to do so, subject to the following conditions:

The above copyright notice and this permission notice shall be included in all copies or
substantial portions of the Software. THE SOFTWARE IS PROVIDED "AS IS", WITHOUT
WARRANTY OF ANY KIND, EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED TO
THE WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE
AND NONINFRINGEMENT. IN NO EVENT SHALL THE DANIEL VEILLARD BE LIABLE
FOR ANY CLAIM, DAMAGES OR OTHER LIABILITY, WHETHER IN AN ACTION OF
CONTRACT, TORT OR OTHERWISE, ARISING FROM, OUT OF OR IN CONNECTION
WITH THE SOFTWARE OR THE USE OR OTHER DEALINGS IN THE SOFTWARE.

Published By: Autodesk, Inc.
111 Mclnnis Parkway

San Rafael, CA 94903, USA
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