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TO VIEW THE COMIC STRIP!

< MoGonBuilder
(1) INSTALL THE Y (2)ExPORT A scENE
APPROPRIATE FBX® FROM MAYA® OR
\_PLUG-INS. Y, /)

(3)

LOAD A SCENE

IN MOTIONBUILDER®,

S

-
5) ANIMATE THE CHARACTER BY LOADING ANIMATION OR\
BY KEYFRAMING THE CONTROL RIG.

/

LOADING
ANIMATION

KEYFRAMING

y

PREPARE FOR
EXPORT.

% ™
(6) EBIT THE CHARACTER
ANIMATION.

/'CED ("

\ _

@IMPORT A

MOTIONBUILDER

“
SCENE
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THE END




BEFORE YOU cAN

GET YOUR WORK
MOVING BETWEEN

3bs Max or MAyA

AND MOTIONBUILDER,
MAKE SURE YOU

HAVE INSTALLED

THE MOST RECENT
FBX pLUG-IN.

N

(
2 )FILL OUT THE FORM THAT
APPEARS AND CLICK SUBMIT.

FEX Flug-in and Converter Downloads

*inchetrs & remquiend fisid

*First Name

“adress 1

Bddess 2

ey

SCOUATRAGRN | Selert |
“Aatewronce

* ZpPostal Code

Wk Phonn

"Emnl Addenan

“Emad Ackiran
(re-confirm)
YV 1 I8 Tolowiny Best dRSCDeS you O YOUr businass
Samct w

GO TO WWW.AUTODESK.COM/FBX TO DOWNLOAD

THE LATEST FBX PLUG-INS. CLICK DownLoAd FBX PLUG-INS.

Industries | Products | Purchase | Senices & Support | Cammundies

Autodesk FBX
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phug-ins are avallable ot no-charge on this website. The FBX SDK is a free,
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YOU ARE TAKEN TO A PAGE WHERE YOU CAN DOWNLOAD\

THE PLUG-INS. THEY ARE CATEGORIZED BY TYPE,
OPERATING SYSTEM, THEN APPLICATION VERSION.

N

FBX Plug-ins for Autodesk Applications

The Sutodesk FEX plug-in allows all types of data to be packaged into one file format

that can be used by most of today's 30 authoring software.

Linux

D FEX 20091 Plug-in for Maya 2008 (- 6419K5)

D FBX 20091 Plug-in for Maya 2008 B4-bit (- 6582K5)
D FEX 20091 Plug-in for Maya 8.5 (- 64168 b)

[ Fen 20091 Plugdn for Mays 6.5 64-bit (- 6581K5)

@DOWNLOAD THE PLUG-IN.

=l

File Download - Security Warning

Do you want to run or save this file?

MName: fbx20091_3dsmax2009 _win,=xe
Type: Application, 10,7 ME
From:  images.autodesk.com

Aun | [ Save | [ Cancel

While fles fiom the Intemet can be useful, this il ype can
potentially haim your computer. f you do not tust the source, do not
1un or save this software. 'what's the rskc?

9

Make sure Maya and 3ds Max
are not running when you
install the FBX Plug-ins.

4 |

Make sure that you've
uninstalled older versions

of the FBX plug-ins before
you install.

To FIND OLDER VERSIONS
oF THE FBX PLus-1INs,
CLICK THE PLUG-IN AND
CONVERTER ARCHIVE LINK
AT THE BOTTOM OF THE
PAGE!

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.

THE END



http://usa.autodesk.com/adsk/servlet/index?id=6837478&siteID=123112

START 3bs Max AND SELECT @ IN THE OPEN FILE DIALOG BOX THAT )
FILE > OPEN FROM THE MENU BAR. APPEARS 60 TO THE MOTIONBUILDER
ArrvouHave | e = HELP > GETTINGSTARTED DIRECTORY,
INSTALLED THE . SELECT THE EDWARD.MAX FILE AND
LATEST FBX e cL1ck OPEN.
PLUG-IN FOR OrenE e
3bs Max 0 Histor: | .My Documents\3dsmarsscenes =
YOU fA/;'CIELOCAEDNE Look ir: |b GeltingStarted ~| & @&k E- Thumbnsil
A SA 5 |Z)Ed_animated fom (A _runjump. fbom
AND EXPORT IT TO i - -
MOTIONBUILOER. o ) -
[E5)Ed_finished_Maya.fbm
File pame:  [Edwerd max | Do
= em==wns| Files of type: | 3ds Ma [ mas] -] %-“

THISs 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.

Q FROM THE MENU BAR, SELECT FILE >
EXPORT

THE Epward
CHARACTER LOADS.

WHEN THIS MODEL IS
BROUGHT INTO
MOTIONBUILDER, THE
BONE OBJECTS ARE USED
TO DEFINE THE
CHARACTER'S STRUCTURE.

& T T iz 5
= | . . R L
E D) (e

|
had (SO

5 ) IN THE DIALOG BOX THAT APPEARS, NAME 6 ) IN THE FBX EXFgRTER THAT
THE FILE "EDWARD_FROM_MAX", SELECT /_APPEARS, cLICK Ok.
p FBX AS THE FILE TYPE, AND CLICK SAVE. % = 5
— I == '

avein | O GetingStated - e BerE- R, I st Now THAT You've
Il]_: Ed_animated.fbm Ed_character.fbx Sl o EXPORTED A

Ed_character.Fbm Ed_finished.fbx L inchade 1 SCENE IN THE
\JEd_finished.Fbm ed_finished_maz. fbx 2| Arwaton ] FBX FILE FORMAT
() &d_Finished_ma.fbm Ed_finished_Maya.fbx Dv— e !
\CIEY_Finished_Maya.bck Ed_runjump. fbx ‘:‘mm : YOU CAN LOAD
I3 \Finished_Maya.fom &3 Edward.Fbx sty ITIN
IC2)Ed_runjump.fbm Brun_jump.ﬂ:x ?mmum : ‘ MO"'_[ONBUILDER.
() Edward.fom
‘B Ed_aniniated. ftix (o AdvacedOirs )
Fil e ‘I*mmm i Sa )
Save az type: |Aut0desk [*.FB] LI o, | gk k| @lﬂ THE END




AFTER YOU HAVE
INSTALLED THE
FBX PLUG-IN FOR
MAYA, YOU CAN
START TO LOAD
FILES IN MAYA,
THEN EXPORT
THEM TO
MOTIONBUILDER.

ey
R — . - = =
; P Fo e

" bt —t e
- ——— il

2 )IN THE FILE OPEN DIALOG BOX, GO TO
THE MoTIONBUILDER HELP >
GETTINGSTARTED DIRECTORY, SELECT THE

EDWARD.MB SAMPLE FILE, AND CLICK OPEN.)

e

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

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

3) SELECT FILE > EXPORT ALL FROM THE
MENU BAR.

Il o0 ool ool ol ol ol B

4 )IN THE EXPORT DIALOG BOX, SELECT FBX
AS THE FILE TYPE, ENTER "MAYA_EDWARD",

AND CLIcK EXPORT.

FB

5 CLICK EXPORT IN THE
X EXPORTER WINDOW.

SEE THE BEST PrRACTICES

FOR A TIP ON SPEEDING
UP THE FLOW OF DATA
DURING EXPORT.

TETTEnTrTY —~
My D ocumentstmayatprojestsh default 4] Prasets
=] Shatisties
~ s = Fiie Hame
Loskin: | 3 default RN il = e Diesnarys €1
- s Ayt Unine Corminanans|
A Edata
MyRecent  |(Sjimages
Rier @ =] e
particles ot
(irenderData [ ——
(Crenderscenes ol pes-vonen Hosmals [~
Deskiop  |scenes Commt ol cbpts [~
~ (Sysound Cormat NUFES nafacets: [RUFES -
L) (Csourceimages 7| P
text
by Documents | e .
ugn @
T 2l EnbedMeds I
g. _+| Advanced Dgtions
MTLIZ36E102
My Network  File name: | | Export |
Places
Files of type: | DAE_FBX [* das) = Cancel
Set Project Options.
e

Now THAT YOU HAVE
EXPORTED THE EDWARD
CHARACTER AS AN

FBX FILE,

YOU CAN LOAD IT

IN MOTIONBUILDER.

= —  THEEND




in MotionBullder

AFTER YOU'VE
CREATED A SCENE

1 ) START MOTIONBUILDER AND SELECT

RIGHT-cLICK IN THE ASSET BROWSER
WINDOW AND SELECT ADD FAVORITE

LAYOUT > EDITING FROM THE MENU BAR.

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

3 ) IN THE OPEN DIRECTORY DIALOG BOX,
BROWSE TO WHERE YOU INSTALLED
MOTIONBUILDER, THEN SELECT THE
HELP\GETTINGSTARTED FOLDER AND
cLrek OK.

Please choose a folder.

Gettingstarted

(=) Autodesk.
) 3ds Max 2009
i ) MayaZz009
+ =) MotionBuilder 7S Ext2
=) MationBuilder 2009
{23 bin
=) Help
=]

() images_commen
) MBHelp

J

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

PATH FROM THE CONTEXTUAL MENU.

(4)

. 4]
it
;'H-E\"\
GETTINGSTARTED
FOLDER IS ADDED
AS A FAVORITE PATH
IN THE ASSET

BROWSER.

THE EDWARD
CHARACTER MODEL
LOADS IN THE SCENE,

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

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
SET UP PROCESS SO THAT
MOTIONBUILDER CAN TELL

HIS ARMS FROM HIS LEGS

I - .




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 )
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

1

FROM THE CHARACTER FOLDER IN THE
ASSET BROWSER, DRAG A CHARACTER ASSET
INTO THE SCENE, AND SELECT
FBX MERGE > NO ANIMATION.

IN THE SCENE BROWSER,

Navigator
" | Dopesheet ] Flurwes W Story T Mation Blend 1 Animation Trigger I

RIGHT-CLICK AND RENAME THE

# Groups

Sets

+ < Lights

+ @ Materials
Poses

-I-@ Shaders

+ 15 Takes

4@ Textures

+) vidso

Active
Extensions

¥ Solving

~ Retargeting

Match Source

Action Space Compensation Mads
Action Space Compensation
Mirror Animation

¥ Reach

P Offsets

Fiters... || = i FIES \ Character Definition ]
-I-. Scene
[t g 0
:% c;g:i;s Al Suurr-e' I 7“ Flok Eharasier. { ‘ Reset: All Properties |
Lo
., Constraints v|d J# Custonize. .

THE CHARACTER
SETTINGS APPEAR IN THE
NAVIGATOR WINDOW, AND
THE CHARACTER ASSET IS
LISTED IN THE SCENE

BROWSER.

CHARACTER ASSET AS "EDWARD".

# Groups
= sets
+ % Lights
+@ Materials
Q Poses
-I-G Shaders
)

THE NAME
OF THE CHARACTER IS
ALSO UPDATED IN THE
CURRENT CHARACTER
MENU OF THE
CHARACTER
CONTROLS.

T1P: CHECK OUT
THE BEsT PrRACTICES
TO FIND OUT HOW YOU CAN
COMPLETE THE CHARACTER
MAPPING PROCESS
AUTOMATICALLY.

IN THE CHARACTER SETTINGS, SWITCH TO THE
CHARACTER DEFINITION TAB AND EXPAND THE
BASE GROUP OF SLOTS IN THE MAPPING LIST.

THIS BASE GROUP OF 15
SLOTS LETS YOU MAP
OUT ALL THE REQUIRED
BONES FROM YOUR
CHARACTER'S SKELETON.

IF YOUR CHARACTER HAS
MORE THAN THE 15
REQUIRED BONES, YOU
CAN MAP THEM TO THE
OTHER SLOTS IN THE
MAPPING LIST.

FOR EXAMPLE, IF YOUR
CHARACTER HAS A RIGHT
SHOULDER BONE, YOU
CAN MAP IT IN THE
AUXILIARY GROUP OF

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:

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.

EETLRET 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.

& EERE W

F[s[S[5[e]!

R~ THIS TELLS

MOTIONBUILDER THAT ON N

YOUR CHARACTER MODEL,
THE LEFTUPLEG OBJECT
IS THE LEFT UPPER

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

TO DRAG EACH BONE INTO ONLY ONE SLOT. ez Vel FLTE

DRAGGED THE REQUIRED
BONE INTO EACH

BASE SLOT, THE
CHARACTER MAPPING IS
FINISHED.

| Feurves | Story | MotionBlend | Animation Trigger |

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

8

(¢ 9 CLICK BIPED IN THE CHARACTER )
CHARACTERIZE DIALOG BOX THAT APPEARS, SINCE THE CHARACTER IS NOW CHARACTERIZED.
EDWARD IS A TWO-LEGGED CHARACTER. MOTIONBUILDER CREATES FLOOR CONTACT
\ MARKERS FOR THE HANDS AND FEET, AND
e [+ N THE STRUCTURE OF THE MODEL IS LOCKED.

Character

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
oo P amee | [

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. [ = | #¢| @ |[4=] | |/'CharacterDefinition | character Settings | I\ APPEARS.
+.:5cene -
+42 Audio e el
:%E:;::;s W/ Characterize ezt izppia s ] [ Exract Nemng Template | | (@€ Create Sy

\.L’R e ‘Naming Template L _ze=—] Create Control Rig

- Canstraints — Base (required) =

= S;‘E”F's L bips <hot Set:
+ ¥ Lights — Leftpleg

+ @ Materials
2 Poses
+( shaders

45 Takes
+ @ Textures
-I-.q. Videa

What type of control rig do you want to create?

—Leftleg

— LeftFoot
— RightUpLeg
F RightLeg

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

<Not Set>

FKJIK | IK Only || Cancel

72

= RightFoot <Not Set>

— Spine
— LeftArm
[~ LeftForearm

Licauand

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

12) IN THE SCENE BROWSER,
RIGHT-CLICK AND RENAME THE
CONTROL RIG EDWARD'S

N
ACTIVATE THE CTRL
R16 IN OPTION.

BASED ON THE SKELETAL STRUCTURE THAT
YOU DEFINED, A CONTROL RIG WITH FK
AND IK EFFECTORS IS CREATED FOR YOUR

\@3

N

C R1G" i oot &
CHARACTER. \__ GONRE 19 Y ErRe OO roups | Set |
+4 Audio [Edward ¥|[,Fie |
YOou CcAN USE THE CONTROL RIG +84 Cameras [Body | Hands | Feet -
EFFECTORS TO EASILY CONTROL YOUR ‘E%h;f:;zj Basic
CHARACTER USING FULL BODY IK SOLVING. o C:? e
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 +g :ﬁ:ﬁi . THE CONTROL RIG
SHOW MENU, THEN CLICK IN THE VIEWER $E Tokes
AND PRESS CTRL-A UNTIL YOU SWITCH TO +@ Textures
X-RAY DISPLAY MODE. 4 Video

|Eharacter Contrals J
]m =Tl

TO HIDE THE
CHARACTER'S
SKELETON

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

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




2 ) SELECT EDWARD IN THE

1 )FROM THE ASSET BROWSER GETTINGSTARTED
CURRENT CHARACTER MENU.

FOLDER, DRAG THE ED_CHARACTER FILE INTO
THE SCENE AND SELECT FBX OPEN >
No ANIMATION.

Now THAT YOU'VE SET
UP A CHARACTER IN
MOTIONBUILDER, YOU
CAN LOAD EXISTING
ANIMATION TO MAKE
THE CHARACTER

MOVE.

—
[T Jrseose] |

IN THE CHARACTER CONTROLS,
SELECT FILE > LoAD CHARACTER
ANIMATION.

3

ACTIVATE PLOT TO CONTROL RIG
| AND cLICK OPEN.

LLoad Character Animation Options

BOX, SELECT RUN_JUMP
FROM THE GETTINGSTARTED
DIRECTORY, THEN CLICK OPEN.

( 5 ) IN THE NEXT DIALOG BOX,

Take Durtn:
Ce—
Tonen
Ran_juees Run_jurer

THE ANIMATION FROM
THE RUN_JUMP

FILE YOU SELECTED IS
PLOTTED ONTO
EDWARD's CONTROL
RIG.

Now THAT you
HAVE SOME
ANIMATION ON
YOUR CHARACTER'S
= CONTROL RIG,
EDWARD RUNS — '-ﬂ- YOU CAN LEARN TO
IF you SELECT ONE AND JUMPS., =W _ EDIT THAT
OF THE CONTROL RIG = ANIMATION.
EFFECTORS, YOU CAN
SEE THAT KEYFRAMES
APPEAR IN THE
TRANSPORT
CONTROLS.

THE END




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

™~

ANIMATION US;NG
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 .

IN THE

EFFECTOR

CLICK THE T
BUTTON TO
DISABLE
TRANSLATION
PINNING ON
THE SELECTED
RIGHT WRIST
EFFECTOR.

o

B ) SELECT THE RIGHT SHOULDER CELL, CLICK
IN THE VIEWER WINDOW AND PRESS R
TO ACTIVATE ROTATION MODE.
Now you'LL
BE ABLE TO
TRANSFORM
THE WHOLE
ARM WITHOUT
THE WRIST
REMAINING : LA
PINNED IN : Wy il
PLACE. \ ROTATION RINGS
APPEAR ON EDWARD'S
RIGHT SHOULDER
EFFECTOR.




@ A

DRAG THE BLUE
ROTATION RING
TO ROTATE THE |
ARM ALONG THE
Z-AXIS,
BRINGING IT
CLOSE TO THE
SIDE OF
EbwARD's BODY.

7 RE-ACTIVATE THE
TRANSLATION PINNING FOR
THE RIGHT WRIST EFFECTOR.

Chara

ntrols X,

Body | Hands | Feet |[ Edit [, Show

)

Effector Pilging
@ |
o

ITIT@

(8) 3

SELECT THE
LEFT SHOULDER
EFFECTOR, THEN
PRESS AND HOLD
Q ON THE
KEYBOARD AS
YOU DRAG THE
BLUE ROTATION
RING TO ROTATE|
THE LEFT ARM

RELEASE OPTION
IN THE EFFECTOR
PINNING AREA. IT
TEMPORARILY

THEN CTRL-CLICK
TO SELECT BOTH
THE LEFT AND

\ = ———— CLOSER TO THE
S J [T \BODY. )
“Yeracter controls x| 1 )
@ dward YH,FiIe | 10
PEEESSINCE Q1s DESELECT Body | tancs [ Feet | Edit | show | CLICK IN THE VIEWER
THE SAME AS Active
THE SHOULDER _ WINDOW AND PRESS
ZAPSLARL I A 3 EFFECTOR, %) | comen | T TO ACTIVATE

O, Keying Mode —

© & Full Body

TRANSLATION MODE,
THEN TRANSLATE THE
WRISTS ON THE Y-
AND Z-AXES TO

RIGHT WRISTS. Pe—
UNPINS EFFECTORS CREATE A MORE
: NATURAL POSITION,
each T k][ | [ oo [a] WITH A SLIGHT BEND
Reach B [K][ | | oo [a] IN THE ELBOW.
\_ il Al oo A \_ Y-
11)AT FRAME ZERO, WITH THE WRISTS @ IN THE DIALOG BOX THAT APPEARS, ACTIVATE THE "DON'T ASK ME N
STILL SELECTED, CLICK FLAT \—" AGAIN" OPTION AND cLICK OK. »

IN THE KEY CONTROLS TO SET A KEY
WITH FLAT TANGENT HANDLES.

i s L
|v Anirmation | Type : |Bezier-CIam[§I’|
|Base Layer T| IL"M
|F|.|II Biody T|| Zert‘ || Flat || D)sc. |
Sire || Move Keys || Fi [ T wnc. All |,
Ref.: | .r‘l

@)on't ask me again.

You are about to key on Base Layer. Itis recommended to use layers when keyframing with Control Rigs

\| GotoLayer 1

Ok ‘ | Cancel

NOTE: SINCE YOU'RE NOT KEYFRAMING ON TOP OF THE ANIMATION, YOU CAN

SET KEYFRAMES ON THE BASE LAYER. IF YOU'RE USING THE CONTROL RIG TO EDIT
MOTION DATA, KEEP THE ORIGINAL ANIMATION ON THE BASE LAYER, AND CREATE
MODIFIED ANIMATION ON LAYER 1 SO YOUR CHANGES DON'T AFFECT THE ORIGINAL.

FLAT KEYFRAME.

@ THERE ARE NOW TWO VISUAL

KEYFRAMES ON THE TIMELINE.
IN THE EVEN THOUGH YOU ONLY HAVE
TRANSPORT THE WRIST EFFECTORS
CONTROLS, 60 SELECTED, KEYFRAMES ARE SET
TO FRAME 60, ON THE WHOLE BODY BECAUSE
THEN SET FuLL BODY Is SELECTED AS THE
ANOTHER KEYING MODE.

Thal row al ma &l v

THE ENTIRE CONTROL RIG

\_ P -

K @ [almlulela]>nlm=]

LIGHTS UP TO SHOW IT IS
KEYED AT THE CURRENT TIME.

more Q,




14) Go 10 FrRAME 30 AND DO THE FOLLOWING:

<

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

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

CHECK oUT

THE BEsT PrACTICES
FOR TIPS ON USING THE
VIEWER WINDOW TO GET THE
BEST VIEW OF YOUR
SCENE.

SET A KEYFRAME.
(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.

\_/

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.

e || Move Kevs |

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.




1 )FROM THE ASSET BROWSER GETTINGSTARTED
FOLDER, DRAG THE ED__RUNJUMP FILE INTO

NOW THAT THE SCENE AND SELECT FBX OPEN > ALL TAKES
YOU'VE LOADED FROM THE MENUS THAT APPEAR,
ANIMATION ON =

A CHARACTER, OR
CREATED YOUR
OWN KEYFRAME
ANIMATION, YOU
CAN EDIT THE

oooa! SEREeo)

ANIMATION ON
THE CHARACTER S
CONTROL RIG.

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

4 ) SELECT THE HIPS EFFECTOR AND VIEW ITS

2 ) CLICK IN THE VIEWER AND PRESS
KEYFRAMES IN THE TRANSPORT CONTROLS.

CTRL-R TWICE TO SWITCH TO THE
PRODUCER LEFT CAMERA VIEW.

3 )SELECT EDWARD
AS THE CURRENT
CHARACTER.

Character Controls

THIs 6IVES
YOU A 600D VIEW OF THE
ANIMATION IN THE
e SCENE.

6 )In THe Kev ControLs, SETTING KEYFRAMES ON

THE LAYER MENU. KEYFRAME ON TOP OF

THE ORIGINAL ANIMATION
WITHOUT PERMANENTLY
CHANGING IT.

ACTIVATE THE LooP

WMODo0RRD . S LnR g

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.

7 ) GO TO FRAME 20. 8

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

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.

Q ) 6O TO FRAME 35.

Herg, Eb's

FEET ARE BACK ON
THE FLOOR.

10

SET ANOTHER ZERO KEY.

&)

BETWEEN THESE 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.

YOU'LL EDIT THE ANIMATION.

11) 6o o FraME 28,
BETWEEN THE TWO

ZERO KEYS.

12) CLrck IN THE
VIEWER AND
PRESS T.

THrs
ACTIVATES
TRANSLATION

MODE.

13) PrEss AND HOLD Q AS YOU TRANSLATE
THE HIPS EFFECTOR TO MOVE EDWARD'S
BODY HIGHER ON THE Y-AXIS.

(NoCsORe0! ) S EnE Dol

PrEssING Q

TEMPORARILY RELEASES
THE PINNED HANDS AND
Feet. I g i

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

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.

THE END




* 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.

IO

\
( 2 ) SELECT EDWARD
AS THE CURRENT
CHARACTER.

Character Controls

EDWARD LOADS IN
THE SCENE.

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

[Fate] |

L [o [ 5w | 5]

EDITABLE KEYFRAMES _
DISPLAY IN THE
TRANSPORT CONTROLS,

THIS TIME THERE &
ARE NO KEYFRAMES.

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.

Auxdiary
Pivot
o v Floor Cantact

Finger Tips

e
FK Lock Sel

L FLockTrs

— | SkeletonlockSel

Skeleton Lock Trs




IN THE NEXT STEPS,
YOU WILL PLOT THE
ANIMATION FROM THE
CONTROL RIG TO THE
SKELETON.

ONCE THE ANIMATION
IS TRANSFERRED, IT
CANNOT BE EDITED. IF
YOU NEED TO EDIT THE
ANIMATION LATER, PLOT
IT BACK TO THE
CONTROL RIG.

B )IN THE CHARACTER i
CONTROLS EDIT
MENU, SELECT
PLOT CHARACTER.

Stance Pose

Edit Properties
Reset Properties

Switch To Actor
Expert Mode

v Reach Override
w Stiffness Override

6 ) IN THE CHARACTER DIALOG BOX THAT APPEARS,
CLICK SKELETON.

7 ) KEEP THE DEFAULT
OPTIONS AND CLICK
PLOT IN THE DIALOG
BOX THAT APPEARS.

THE ANIMATION IS
TRANSFERRED TO THE
SKELETON OBJECTS.

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

STILL SEE IT LISTED
IN THE SCENE
BROWSER, AND YOU
CAN STILL SELECT IT
AS A MOTION
SOURCE.

8 ) TO VERIFY THAT THE ANIMATION HAS BEEN A
TRANSFERRED TO EDWARD'S SKELETON, SELECT ONE
OF HIS BONES IN THE VIEWER WINDOW.

nERREn

N[E[*[s[N[]e

THIS TIME THERE ARE
KEYFRAMES IN THE
. TRANSPORT CONTROLS

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

THE END




N

1) START 3bs Max AND SELECT FILE > IMPORT | 2) IN THE IMPORT WINDOW, A
FROM THE MENU BAR. SELECT FBX AS THE FILE
Bt — TYPE, NAVIGATE TO SELECT
THE ED_FINISHED_ MAX
FILE, AND cLICK OPEN.

Now THAT YOU'VE

A\
PREPARED YOUR Select File to Import 2
SCENEI YOU CAN Look in: Ib GettingStarted j " EF -
IMPORT IT FROM
MOTTONBUILDER g Rl
BACK INTO (E2Ed _finished. i Finished fbx
\hed_finished_max. fbm
3D5 MAX. (L)Ed_finished_Maya, bk | I
[C)Ed_Finished_Maya, Fom |_runjurnp.Fbx
[C)Ed_runjump.fbm ward, b
(C)Edward.Fom n_jurnp.Fhx
Filename: e firisher_max fow | Open
Files of type: IA\I Formats j Cancal ]
(3 .|
\_> CLick OK IN THE FBX IMPORTER THAT APPEARS.
—
(S FBX Import ( Version : 2009.0 ) 3|
Current Preset: IAutodesk Media & Entertainment d
—Statistic:
File Marne: ed_finizhed _max. fbx
File Directary: C:\Program Filss\Autodesk M otionBuilder?S Ext2
‘HelphGetingStarted
File: Wersion: E.0.0
File Axiz Direchion: Y-up
File Units: Certimeters
g;stem Auiz Direction; Zp
System Units: Centimeters
Eie content:
Model: 186
Mot 3 THE EDWARD MODEL LOADS
Texture: 2
Teste 2 v IN 3bs Max, AND YOU CAN PLAY
THE ANIMATION.
rInclude
+| Animation v
Cameras v
Lights rd
(] Geamety I You' |
= OU VE FINISHED!
1 Advanced Dptions [i
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 ... Cancel |
2 THE END
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AFTER YOU'VE
PREPARED YOUR
SCENE,

YOU CAN IMPORT
IT FROM
MOTIONBUILDER
BACK INTO MAYA.

1 ) START MAYA AND SELECT FILE >

OPEN SCENE

FROM THE MENU BAR.

|
B R e e

| I |
L L
———

(3

IMPORT.

IN THE FBX IMPORTER, CLICK

Systas Axis Diresticn: Youp
Systes Units: Cestissters

|| Fiie cresser: MocienBuiider/MsCap/Unline version 7.5 build Fria
07/11/2008 i
File Craacion Timer 2008/7/21 Mdr32rld
File Azis Direction: Y-up

Fila Units: Cantimetaers

2 ) INTHE OPEN FILE WINDOW, SELECT THE
ED__FINISHED.FBX FILE AND CLICK OPEN.

MTLIZXEI | Eerumbame. foe

i

My Hetwodk,
[Best Guers ) -
Sl Progct. |

e a— N G

Opis..

mmmmmmuw—mwwm

[ i|B-n||uu:u+' + & zu: us ? nuitw%ho;e th|lﬁil§fvﬁ|xl—vl—=|_ a;l,g

EDWARD LOADS
IN THE SCENE AND
YOU CAN PLAY THE

ANIMATION LIKE YOU

DID IN

MOTIONBUILDER.

RS TR N S—
e DI S N S I

WHEN YOUu LOAD A MOTIONBUILDER FILE IN MAYA,
YOU MAY NOTICE A DIFFERENCE IN THE SCALING OF YOUR

CHARACTER.

FOR MORE INFORMATION ON SCALING CHARACTERS
BETWEEN MAYA AND MOTIONBUILDER, SEE

THE BEsT PRACTICES.

YOU'VE FINISHED!

DON'T FORGET TO CHECK OUT THE

BEsT PRACTICES TO HELP YOU ALONG AS
YOU START TO WORK WITH YOUR OWN

FILES.

_— e THEEND




MANIPULATING SPINES & FINGERS

WHEN ROTATING OBJECTS IN A SINGLE
CONTINUOUS HIERARCHY, SUCH AS
OBJECTS IN THE FINGERS OR SPINE,
SWITCH TO LOCAL REFERENCE MODE IN

RoOTATION WITH
LocAL REFERENCE
MODE SELECTED.

THESE TIPS AND
TRICKS ARE
DESIGNED TO
HELP YOU WORK

iiE'EERR C\/,\;?‘H THE VIEWER WINDOW BEFORE YOU

MOTIONBUILDER, SELECT THE FK EFFECTORS.

gﬁg\/l&"‘:r\#\] THIS MODE GIVES YOU ADDITIVE ROTATION WITH
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.

AUTOMATIC

CHARACTERIZATION

DRAG THE CHARACTER ASSET SELECT THE THE MAPPING
DIRECTLY ONTO YOUR CHARACTER. CHARACTERIZE OF YOUR

IF THE NAMES OF YOUR CHARACTER'S . OPTION THAT CHARACTER'S
BONE OBJECTS MATCH THE NAMES IN ' APPEARS. STRUCTURE IS
THE MOTIONBUILDER MAPPING LIST, COMPLETED

YOU CAN COMPLETE THE CHARACTER
YOUR CHARACTER AUTOMATICALLY.

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

MAPPING PROCESS AND CHARACTERIZE [ |

AUTOMATICALLY,
AND THE
CHARACTER IS
CHARACTERIZED.




SCALE OBJECTS

IMPORTED FROM MAYA

WHEN YOU IMPORT MODELS FROM
MAYA, THEY MAY APPEAR SMALLER
THAN YOU EXPECTED. IF YOU PREFER
TO WORK WITH A LARGER MODEL, YOU
CAN USE A NULL TO TEMPORARILY
SCALE THE WHOLE MODEL.

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.

DRAG A NULL OBJECT INTO
THE SCENE WITH YOUR
CHARACTER.

PARENT YOUR
CHARACTER'S ENTIRE
HIERARCHY TO THE
NULL OBJECT.

SCALE THE NULL
UNTIL YOUR
CHARACTER IS
AN APPROPRIATE
SIZE.

BuiLd CHARACTER

EXTENSIONS

UsE CHARACTER EXTENSIONS
TO ADD PROP OBJECTS AND
ADDITIONAL LIMBS TO YOUR
CHARACTER'S CONTROL RIG.

ANY OBJECT OR SETTING ADDED
TO YOUR CHARACTER AS A
CHARACTER EXTENSION Is
KEYED AUTOMATICALLY ANY
TIME YOU SET A KEY ON YOUR
CHARACTER.

RIGHT—CLICK YOUR CHARACTER
IN THE SCENE BROWSER AND
SELECT CREATE CHARACTER
EXTENSION.

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

TRIM INSIGNIFICANT

WEIGHTS (IN MAyA)

BEFORE EXPORTING SCENES

FROM MAYA TO MOTIONBUILDER,
YOU CAN TRIM INSIGNIFICANT
WEIGHTS ON DEFORMED MODELS
TO SPEED UP THE FLOW OF DATA.

CUSTOMIZE

CONTROL RIGS

SELECT A CONTROL RIG IN THE
SCENE BROWSER, THEN USE THE
PrOPERTIES WINDOW TO
CUSTOMIZE THE LOOK OF THE
IK anD FK EFFECTORS.

CLIcK THE SoLIb Look oPTION
TO WORK WITH FK EFFECTORS
LIKE SOLID BONE-TYPE OBJECTS.

L 8 5.8 A Evimtstirs

SELECT THE MAYA SKIN > EDIT
SMOOTH SKIN > PRUNE SMALL
WEIGHTS OPTION.

KFowWoe- =l e

TR Tare]

USE FAMILIAR

KEYBOARD SHORTCUTS

CHOOSE SETTINGS > KEYBOARD
CONFIGURATION FROM THE
MOTIONBUILDER MENU BAR TO
SELECT THE KEYBOARD SHORTCUTS
THAT YOU WANT TO USE.

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
WITH DIFFERENT TYPES OF

MOTION FILES IN MOTIONBUILDER,
YOU'LL FIND SOME SAMPLE FILES
ON THE CLIP ART DVD IN YOUR

MOTIONBUILDER PACKAGE.
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