Gettind
started

@INSTALL CURRENT FBX®))
PLUG-INS AND CHECK
\_ SYSTEM REQUIREMENTS. /

D MotionBuilder

CLICK ON ONE OF THESE TILES
TO VIEW THE COMIC STRIP!

2)ExporT AsCENE ) ((3)Loap A scene )
FROM 3DS Max® OR IN MOTIONBUILDER®,
\_ Maya®. A N

>

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

\-
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@ EDIT THE CHARACTER\ @ PREPARE FOR A @IMPORT A )
ANIMATION, _ EXPORT. y MOTIONBUILDER SCENE
< \_IN 305 Max oR MAYA. /
~ N~ { THE END}




1) Go T0 HTTP://WWW.AUTODESK.COM/FBX TO
DOWNLOAD THE LATEST FBX PLUG-INS.
CL1ck DowNLoAD FBX PLus-INs.

Autodesk’
BEFORE YOU cAN
GET YOUR WORK Iindustries | Products | Purchase | Services & Support | Communities
MOVING BETWEEN Autodock FBX — ,
3bs Max / Mava o VYR IDE o

AND MOTIONBUILDER,
MAKE SURE YOU HAVE aC PR
THE MOST RECENT Autodesk -
FBX PLUG-IN ; '

INSTALLED ON YOUR
SYSTEM.

Download the FBX SDK

‘Visit the Community

Download FBX Ph.lg-ins{b

Autodesk® FBXS technology is one of the most widely used and supported platform-independent 30 data interchange solutions

{2 ON THE NEXT PAGE, CLICK ) (3 ON THE FBX PLUG-INS DOWNLOAD PAGE, DOWNLOAD THE PLUG-IN.\
FBX PLUG-INS, CONVERTER, CHOOSE THE APPROPRIATE FBX PLUG-IN Y
AND QUICKTIME VIEWER FOR YOUR OPERATING SYSTEM AND FOR File Downlosd - Security Warning
\ DowNLOADS. / \_ YOUR PRODUCT, INCLUDING PRODUCT VERSION. Do you wani to run or save this file?
Nzpe: fbx20102_1_3dsmax2010_win_x64.exe

FBX Plug-ins, Converter, and QuickTime Viewer Do fipe: Application, 19.3MB

Downl
< . From: images.autodesk.com
~EE\X Plug-ins, Converter, and QuickTime Viewer Downloads > FBX Plug-ins
a - The Autodesk® FBX® plug-in alows all types of data to be packa
authoring software. fn ] [ Save ] [ Laned ]
- FBX Plug-Ins—Package many types of data into one file format th 9 Make sure Maya
avaiable for Autodesk® 3ds Max® software on Microsoft® Windol i
Windows
Windows, Mac OSE X, and Linux® operating systems. and 3dS Max it o e e e e ot
= FBX QuickTime Viewer—A component plug-in that enables pla . = . emputer. I you do not trust the source, do not
applications. E FBX 2010.2.1 Plug-in for 3ds Max 2010 (exe - 18667Kb} are not runn'ng When Software. What's the risk?
* FBX Converter—Enables conversion of OBJ, DXF™ files, and 30} (Updated December 1st, 2008)

and easily transfer project data between applications. Available fol you insta” the FBX

E FBX 2010.2.1 Plug-in for 3ds Max 2010 64-bit (exe - 1973

FBX Software Developer Kit (Updated December 1st, 2008) PlU -ins
The FBX Software Developer Kit is a free®, easy-to-use, C++ softwa g 5
manipulate information stored within FBX with minimal effort. Particula [F] FBX 2010.2.1 Plug-in for 3ds Max 2008 (exe - 18663Kb)

development teams. Available for Windows, Mac 0S X, and Linux ops (Updated December 1st, 2009)

PLUG-IN FOR MAYA FOR THE FIRST
TIME, IN MAYA, SELECT WiNbpow >
SETTINGS/ PREFERENCES > PLUG-IN
MANAGER AND ACTIVATE THE OPTIONS
FOR THE FBXMAYA.MLL FILTER.

TO SUCCESSFULLY COMPLETE THIS TUTORIAL, YOU NEED THE CURRENT
VERSION OF THE AUTODESK PRODUCTS, YOU NEED TO MAKE SURE
YOUR COMPUTER MEETS THE MINIMUM SYSTEM REQUIREMENTS AND fitirarisiator.mi
YOUR HARDWARE IS CERTIFIED BY AUTODESK. SEE: Fiur mi

SYSTEM REQUIREMENTS:

HTTP!// WWW.AUTODESK.COM/ MOTIONBUILDER-SYSTEMREQUIRMENTS NOW THAT YOU HAVE INSTALLED THE

FBX PLUG-IN FOR 3bs Max or Maya, YOU
CAN LOAD A SCENE IN 3bs MAx or Mava,
THEN EXPORT IT TO MOTIONBUILDER
USING THE FBX FILE FORMAT.

CERTIFIED HARDWARE:
HTTP:// WWW.AUTODESK.COM/ MOTIONBUILDER-HARDWARE




3ds Mﬁxrepari n g
for G Xport into MotionBuilder

START 3bs Max AND FROM THE Ve \
AFTER YOU HAVE APPLICATION MENU, CHOOSE \?) IN THE OPEN FILE DIALOG THAT
INSTALLED THE CURRENT OPEN > OPEN., APPEARS, 60O TO THE MOTIONBUILDER

FBX PLUG-IN FOR

3bs Max, YOU CAN
LOAD A SAMPLE SCENE
AND EXPORT IT TO
MOTIONBUILDER.

—— T 2011 HELP > GETTINGSTARTED
- [ TELT DIRECTORY, SELECT THE EDWARD.MAX
A FILE AND CLICK OPEN.

(& Open File ==

C: \Program Files\Autodesk\MotionBuilder 2011\GettingStarted

GettingStarted Thumbrail

NoTe: 3bs MAX VERSION
2011 AND MAYA VERSION
2011 were USED TO DO
THIS TUTORIAL.

FROM THE APPLICATION MENU, SELECT

THIS CHARACTER MODEL ExPORT > ExporT.

IS MADE UP OF AN
OUTER SKIN THAT
CREATES ITS APPEARANCE — . o
AND AN UNDERLYING : .
RIGID SKELETON MADE - |
UP OF ABOUT 75
BONE OBJECTS.

B 5O —a
ot Help
ges==——= Ni1Y

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

SELECT "FBX" AS THE FILE TYPE, SAVE YOUR APPEARS, cLICK OK.
FILE IN MoTIoNBuILDER 2011 > HELP > i £t ot Ve 113
r GETTINGSTARTED DIRECTORY, AND CLICK SAVE‘

(5 NAME YOUR FILE "EbwaRD_FROM_MAX", ) ( 6 ) IN THE FBX EXPORTER THAT ]
=

Now THAT You've
EXPORTED A

SCENE IN THE

FBX FILE FORMAT,
YOU CAN LOAD

IT IN
MOTIONBUILDER.

-
€]

elect File to Export @

GettingStarted

e

|_character.fbx

@ run_jump.fbx
P Echward.fhx
% Ed_ru\h urnp.fbx

P2 Ed_finishidbx

o= A, todesk (" FBX) - THE END




MayaPreparing

 for export into MotionBuilder

El) START MAYA AND SELECT FILE > ]

OPEI.\J SCENE FROM THE MENU BAR.

AFTER YOU HAVE
INSTALLED THE
CURRENT FBX
PLUG-IN FOR
MAYA, YOU CAN
LOAD A FILE IN
MAYA AND
EXPORT IT TO
MOTIONBUILDER.

=
e
L]

]
=
=
]
e
L

@IN THE FILE OPEN DIALOG BOX, 6O TO
THE MoTIONBUILDER HELP >

GETTINGSTARTED DIRECTORY, SELECT THE

| EDWARD.MB SAMPLE FILE, AND CLICK OPEN

\

A

il Open

(%]

Cancel

THE EDWARD CHARACTER
LOADS IN MAYA.
THIS CHARACTER HAS AN

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

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

EXPORT" IN THE FILE TYPE, ENTER

w

F)IN THE EXPORT DIALOG, SELECT “FBX

Maya_EDWARD", AND cLIck ExPORT ALL.

& Export An

SELECT FILE > EXPORT ALL FROM THE
MENU BAR.

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

Now THAT YOU HAVE
EXPORTED THE EDWARD
CHARACTER AS AN

FBX FILE,

YOU CAN LOAD IT

IN MOTIONBUILDER.

THE END




Loading
o scene

in MotionBuilder

AFTER YOU HAVE 1 ) START MOTIONBUILDER AND SELECT
CREATED A SCENE 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.
FIRST, CREATE A
SHORTCUT TO THE
SAMPLE FBX
FILES YOU WILL
BE USING WITH
THIS GUIDE.

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

Please choose a folder.

GettingStarted

4 ) Autodesk
Ji 3dsMax 2011
e Fex

2 ) RIGHT-cLICK IN THE ASSET BROWSER

WINDOW AND SELECT ADD FAVORITE
PATH FROM THE CONTEXTUAL MENU.

T [ERE

\ [tbome @]

4 ) DRrAG THE EDWARD FILE FROM THE
GETTINGSTARTED FOLDER INTO THE
VIEWER.

) Maya2011
4 |} MotionBuider 2011

i bin

/" GETTINGSTARTED Y
FOLDER IS ADDED
AS A FAVORITE PATH
IN THE ASSET
BROWSER.

)i Documentaton
PR
|, GettingStarted
L. OpenRealitySDK

Lo J( e |

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

FBX Merge  *

THE EDWARD
MODEL LOADS

T1IP: CHECK OUT
THE BEsT PrRACTICES
TO RESIZE OBJECTS IMPORTED
FROM MAyA

WHEN YOU FIRST LOAD A

MOTIONBUILDER CAN'T
RECOGNIZE THE STRUCTURE
OF ITS SKELETON.

To MAKE EDWARD A REAL
CHARACTER, YOU NEED TO

'SET UP PROCESS SO THAT
WMOTIONBUILDER CAN TELL
HIS ARMS FROM HIS LEGS,

CHARACTER MODEL LIKE THIS,

| (IDESCRIBE HIS BODY STRUCTURE
BY COMPLETING THE CHARACTER

THE END




setting UP

@ charactel

in MotionBuilder

NOW THAT YOU HAVE LOADED A CHARACTER IN
MOTIONBUILDER, YOU CAN SET IT UP FOR ANIMATION.

HAS NO WAY OF RECOGNIZING ITS BODY STRUCTURE.

CHARACTER MAPPING PROCESS.

CHARACTER MAPPING TELLS MOTIONBUILDER “HERE ARE

WHEN YOU FIRST LOAD A CHARACTER MODEL, MOTIONBUILDER

TO INTRODUCE A CHARACTER, YOU NEED TO COMPLETE THE

THE CHARACTER'S LEGS, HERE ARE THE CHARACTER'S ARMS,"

©)
-

FROM THE CHARACTER FOLDER IN THE
ASSET BROWSER, DRAG A CHARACTER
ASSET INTO THE SCENE.

III

PHIRE! il

AND SO ON.
N@* Dopesheet | FCurves | Story | Animation Trigger | 2 IN THE SCENE BROWSER, R
e [E AT o e, RIGHT-CLICK AND RENAME THE
@ sane CHARACTER ASSET AS EDWARD'.
+ 8 Cameras TopitType W acie
+£ ;‘:ch::; TnptitSatie=s | V] [ Plot Character... | [ Reset Al Properties |
o Al w[a] [# Eitor..

45 o U:a = THE CHARACTER

it e SETTINGS APPEAR IN THE
b e NAVIGATOR WINDOW, AND
S vt i THE CHARACTER ASSET IS

EoTERE LISTED IN THE SCENE
¥ Reach BROWSER.

Character Contooh RG] IN THE CHARACTER SETTINGS, SWITCH TO THE )
CD) G i e i T B T Iﬂ"g?:f;fﬂfﬂl\gg 15
BASE GROUP OF SLOTS IN THE MAPPING LIST. Y ALL THE REQUIRED
h Character Settings | I BONES FROM YOUR
rCharacter : Cankrol Rig U
[ Characterize | Clear Mapping List. | [ Extract Naming Template | || [ ceae | CHARACTER'S SKELETON.
‘7* — L i i B
ST z IF YOUR CHARACTER HAS
.\V <Drop Object Here> = = = 7 TafBel=" = 7 7 7 TR ': MORE THAN THE 15
T RE | T —rr | REQUIRED BONES, YOU
HE NAME = LeftFaoot <Drop Object Here> : <ol : CAN MAP THEM TO THE
OF THE CHARACTER Is — RightUpLeg <Drap Object Here <Mot : OTHER SLOTS IN THE
ALSO UPDATED IN THE I RightLeg <Drop Object Heres | 9 D O 1 MAPPING LIST.
CHARACTER CONTQOLS (= RightFoot <Drop Ohject Here> D Dns :
— Spine <Drop Object Here> =
CURRENT CHARACTER —L:ftArm <Dro; Ob;ect Here> : O D O @, O : FOR EXAMPLE, IF YOUR
MENU. I LeftFarearm <Drop Object Heres OMP AR A : CHARACTER HAS A RIGHT
r— LeftHand <Drop Object Here> 1 5 PRO 1 SHOULDER BONE YOU
I Rightarm <Drop Object Here> | 1 !
= RightForearm «<Drop Object Here> 1 A O ! CAN MAP IT IN THE
= RightHand <Drop Object Here> 1 <No) : AUXILIARY GROUP OF
" Head :[lnmnohlact Here: : I < : SLOTS' ______
! 1

_________




CLICK IN THE VIEWER WINDOW AND PRESS CTRL-W TO SWITCH TO THE
SCHEMATIC VIEW, THEN PRESS A TO FRAME ALL OF THE NODES.

Poece

THIS VIEW
LETS YOU SEE A HIERARCHY
OF ALL THE OBJECTS IN
YOUR SCENE.

EAcH BONE IN EDWARD'S
SKELETON IS REPRESENTED AS A
NODE IN SCHEMATIC VIEW.

TRY THESE KEYBOARD SHORTCUTS
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

SWITCHES BETWEEN
THE SCHEMATIC VIEW
AND THE
CAMERA VIEW.

B ) CTRL-DRAG TO ZOOM IN THE
SCHEMATIC VIEW, THEN SELECT
THE LEFTUPLEG NODE.

[6 ALT-DRAG THE LEFTUPLEG NODE INTO THE LEFTUPLEG SLOT IN THE
CHARACTER DEFINITION PANE.

i N BT Y

THIS TELLS ~
MOTIONBUILDER THAT ON
YOUR CHARACTER MODEL,
THE LEFTUPLEG OBJECT
IS THE LEFT UPPER
LEG BONE.

Transport Controls - Keying Group: TR

ONCE YOU HAVE
DRAGGED THE REQUIRED
BONE INTO EACH

BASE SLOT, THE
CHARACTER MAPPING IS
FINISHED.

Clear Mapping List Extract Naming Template

LATER, IF YOU ARE
MAPPING ONE OF YOUR

CHARACTERS THAT HAS

UNNAMED BONES,

YOU CAN ALT-DRAG

THEM DIRECTLY FROM

THE VIEWER WINDOW

INTO THESE SLOTS.




ACTIVATE THE
CHARACTERIZE
OPTION.

(¢ 9 CLICK BIPED IN THE CHARACTER )
DIALOG THAT APPEARS, SINCE EDWARD
IS A TWO-LEGGED CHARACTER.

\ /

Character

8

THE CHARACTER IS NOW CHARACTERIZED.
MOTIONBUILDER CREATES FLOOR CONTACT
MARKERS FOR THE HANDS AND FEET, AND
THE STRUCTURE OF THE MODEL IS LOCKED.

Now, YOU WILL NEED A CONTROL RIG FOR
THE CHARACTER THAT IS BASED ON THE
STRUCTURE YOU HAVE JUST DEFINED.
LATER, YOU WILL USE THE CONTROL RIG TO
CREATE AND EDIT ANIMATION.

Character must be in stance pose facing the positive Z-axis

Biped ‘ Quadruped | ‘ Cancel
—

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| @ [[#=] || charcter Definiion | character Settings | N\ APPEARS.

Igg:::,as ~Character :

—‘ili‘_t;har.ad?ers W Characterize Clear [Mapping List || Extract Naming Template |

*®, Constraints
# Groups
5 Sets

+ ¥ Lights

+ @ Materials
% Poses

+(B shaders

+ £ Takes

+ @ Textures

+ ) videos

‘Mapping List ‘Naming Templat= |
— Base (required) x

Create Control Rig

I Hips
— LeftUpLeg
—Leftleg

— LeftFoot
— RightUpLeg
- RightLeg
I RightFoot

What type of control rig do you want to create?

<Mot Set

<Not Set>

<Not Set>

<Not Set> /- ~

<Maot Set: q FKJIK h| IK Only || Cancel
<Not Set> N /

Mot Set>

— Spine
— LeftArm
[~ LeftForearm

Licauna

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

N
BASED ON THE SKELETAL STRUCTURE THAT | ¥ LT S (SaaNE reniea, b @3 SCTIIVATE THE CTRL
YOU DEFINED, A CONTROL RIG WITH FK RCEGN"'TTRS'EIEIKG”\!‘['EDD&%ADM;E THE \— RIC IN OPTION.

AND IK EFFECTORS IS CREATED FOR YOUR CONTROL RIG" (?haracter Controls . =]
CHARACTER. N : Y, Character Controls | Groups | Sets |
+-84 cameras [Edward 7][. Fie |

YOou CAN USE THE CONTROL RIG — T Characters &L Show
EFFECTORS TO EASILY CONTROL YOUR "{,Eﬁ‘f _
CHARACTER USING FULL BODY IK SOLVING. 4+ Control Rigs Edward's Control Rig

K_. Constraints

f Groups

NoTe: IF YOU CAN'T SEE THE RIG WHEN YOU X f;fm

SWITCH BACK TO THE REGULAR CAMERA VIEW, +@ Materizls

MAKE SURE THE IK AND FK OPTIONS ARE & Poses THIS MAKES

ACTIVATED IN THE CHARACTER CONTROLS *g S“E:Efs THE CONTROL RIG

SHOW MENU, THEN CLICK IN THE VIEWER I. szjres THE ACTIVE MOTION

AND PRESS CTRL-A UNTIL YOU SWITCH TO 4L Videos SOURCE.

X-RAY DISPLAY MODE.

Character Controls =]
TO HIDE THE :::mc«.tras} Groups ]/sm
CHARACTER S
SKELETON [+ .

v K

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

Keying
Ry Awiiary

' Body Pivot

7 Sele| v Floor Contact

Finger Tips

Effector

[T

FK Lock Sel
FK Lock Trs
Skeleton Lock Sel
v Skeleton Lock Trs

Now THAT YOU HAVE
PROPERLY CHARACTERIZED
YOUR CHARACTER, YOU
CAN LOAD ANIMATION
ONTO THE CHARACTER,
OR USE THE CONTROL
RIG TO CREATE YOUR
KEYFRAME ANIMATION
TO ANIMATE THE
CHARACTER!

THE END




@FROM THE ASSET BROWSER GETTINGSTARTED ) 2 ) SELECT EDWARD IN THE
FOLDER, DRAG THE ED__CHARACTER FILE INTO CURRENT CHARACTER MENU.
THE SCENE AND SELECT FBX OPEN >
No ANIMATION.

<No Animation>

Now THAT You HAVE
SET UP A CHARACTER IN

MOTIONBUILDER, YOU
CAN LOAD ANIMATION :
TO MAKE THE

CHARACTER MOVE.

~
3 IN THE CHARACTER CONTROLS, 4 IN THE OPEN FILE DIALOG, 5 IN THE NEXT DIALOG,
SELECT FILE > LOAD CHARACTER SELECT RUN_JUMP FROM THE ACTIVATE PLOT TO CONTROL RIG
ANIMATION. GETTINGSTARTED DIRECTORY, | AND cLIcK OPEN. >
THEN CLICK OPEN. =
/] Take StartfEnd:
s : = | [Fm———
Lookin: || GetingStarted - 0F Ey : :‘mﬁk@m Run_jump. Run_jump
- (L@ plot to control Rig
D oPy | Heiterneneehete)
[l =
Julie Dubse ] Replace ControlRig
% i
ST W/ Remove Constraint Reference.

- T —
Network [ Process Animation
Fie name: run_jump fox Open ye— .
es of type: =t

\

THE ANIMATION FROM TAKE, THEN CLICK PLAY TO VIEW THE ANIMATION.

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 o YOU CAN LEARN TO
TIF Yyou SELECT ONE AND JUMPS. - EDIT THAT

OF THE CONTROL RIG ANIMATION.
EFFECTORS, YOU CAN
SEE THAT KEYFRAMES
APPEAR IN THE ! —=

TRANSPORT ]
CONTROLS. [ — ﬁn-nmu.uu‘_pm R T

ml h T T l;‘ T la{ T jﬂli-( iﬁl T bi T h,_r T bl T iil T _lgi T 1‘;’\ ‘41

THE END




e 'rgming
gczfaracter

2 )IN THE VIEWER WINDOW,

N\ |
@ DRAG THE ED_CHARACTER FILE INTO THE PRESS C;“'é' A UNTIL YOURE
SCENE AND SELECT FBX OPEN > NO ANIMATION. IN THE A-KRAY DISPLAY MODE.

Now THAT You
HAVE SET UP A
CHARACTER IN

MOTIONBUILDER,

YOU CAN CREATE = =
SOME KEYFRAME , ~~ THE EDWARD
ANIMATION USING : Ne— = CHARACTER LOADS
THE CHARACTER'S = S e — IN THE SCENE.
CONTROL RIG. —

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 IS SELECTED AND 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 .

5 6 ) SELECT THE RIGHT SHOULDER CELL, CLICK
IN THE VIEWER WINDOW AND PRESS R
IN THE TO ACTIVATE ROTATION MODE.
EFFECTOR Now, you wiLL
PINNING AREA, |[EEE BE ABLE TO
CLICK THE T TRANSFORM
BUTTON TO THE WHOLE
DISABLE ARM WITHOUT
TRANSLATION THE WRIST
PINNING ON REMAINING
THE SELECTED PINNED IN
RIGHT WRIST PLACE. ROTATION RINGS
EFFECTOR. APPEAR ON EDWARD'S
RIGHT SHOULDER
EFFECTOR.
- :




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

8 RE-ACTIVATE THE

TRANSLATION PINNING FOR

THE RIGHT WRIST EFFECTOR.

©)

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
CLOSER TO THE
\BODY.

PRESSING Q IS
THE SAME AS
ACTIVATING THE
RELEASE OPTION

IN THE EFFECTOR
PINNING AREA. IT

DESELECT

THE SHOULDER
EFFECTOR,

THEN CTRL-CLICK
TO SELECT BOTH
THE LEFT AND
RIGHT WRISTS.

D

CLICK IN THE VIEWER
WINDOW AND PRESS
T TO ACTIVATE
TRANSLATION MODE,
THEN TRANSLATE THE
WRISTS ON THE Y-
AND Z-AXES TO
CREATE A MORE

.

-

NATURAL POSITION,
WITH A SLIGHT BEND
IN THE ELBOW.

12) AT FRAME ZERO, WITH THE WRISTS )
STILL SELECTED, CLICK FLAT
IN THE KEY CONTROLS TO SET A KEY
WITH FLAT TANGENT HANDLES.

Key Controls =]

| Animation |F‘ﬂl§.,1|3ez|er{21a'ru:, |
[pasenimaton_ ¥] {4+ [ seda] [x]
[Filbosy  w][zerd
Cre] [vove keys | [ K5y
Refs [ v]

NOTE: SINCE YOU ARE NOT KEYFRAMING
OVER OTHER ANIMATION, YOU CAN

GO AHEAD AND SET KEYFRAMES ON THE
BASEANIMATION LAYER.

IF YOU ARE EDITING MOTION DATA
THOUGH, KEEP THE ORIGINAL ANIMATION
ON THE BASEANIMATION LAYER AND
CREATE ANIMATION ON ANIMLAYER]
SO YOUR CHANGES DON'T AFFECT THE
ORIGINAL.

THE LAYER THAT RECEIVES KEYS IS BRIGHT
GREEN IN THE ANIMATION LAYER EDITOR.

100,90

®)

IN THE
TRANSPORT
CONTROLS, 6O
TO FRAME 60,
THEN SET
ANOTHER

FLAT KEYFRAME.

THERE ARE NOW TWO VISUAL
KEYFRAMES ON THE TIMELINE.
EVEN THOUGH YOU ONLY HAVE
THE WRIST EFFECTORS
SELECTED, KEYFRAMES ARE SET
ON THE WHOLE BODY BECAUSE

FuLL BODY Is SELECTED AS THE
KEYING MODE.

Eduard Gt etnstEfector
I ———

(@) T 1ia MJ % 2l 266 |

20 [e[v]E [

T

\ I 73

B T
=)
y @z N T I R I I T =2 P P Py
. B
! leo ' [

e ' e

[

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




14) Go 10 FrRAME 30 AND DO THE FOLLOWING:

<

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

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

CHECK oUT

) THE BEsT PrACTICES
b FOR TIPS ON USING THE
gt > VIEWER WINDOW TO GET THE
e BEST VIEW OF YOUR
SET A KEYFRAME. W SCENE.
(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.

THE ANIMATION YOU HAVE 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.

_—  THE END‘




FOLDER, DRAG THE ED_RUNJUMP ASSET INTO
THE SCENE AND SELECT FBX OPEN > ALL TAKES
FROM THE MENUS THAT APPEAR.

Now THAT

YOU HAVE LOADED
ANIMATION ON
A CHARACTER, OR
CREATED YOUR
KEYFRAME
ANIMATION, YOU
CAN EDIT THE
ANIMATION ON
THE CHARACTER'S
CONTROL RIG.

FBX Merge  »
FBXOpen <All Takes>
<Mo Animajfo

Run_jump

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

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

P T T

BEE[[e[N[]e]

THIs 6IVES
YOU A 600D VIEW OF THE

3 ) SELECT THE HIPS EFFECTOR AND VIEW ITS
KEYFRAMES IN THE TRANSPORT CONTROLS.

B0 ERE R

4 ) Sevect 30 Fes
IN THE TRANSPORT
CONTROLS.

Bojz=]
e
[restra K oo [a]
= o

ANIMATION IN THE
SCENE.

Transport Controls - Keying Groups Full Body

N
B ) CLick PLAY AND WATCH THE TAKE TO IDENTIFY
WHERE YOU WANT TO EDIT THE ANIMATION.

[+ View [~ Deper ] Vooww R N P

ANIMLAYERI.

ACTIVATE THE LooP
OPTION IF YOU WANT THE
TAKE TO PLAY

NEDEONS0L H ERE B

| : CONTINUOQUSLY. :

LAYER EDITOR, SELECT

SETTING KEYFRAMES ON
ANIMLAYER] LETS YOU
KEYFRAME ON TOP OF

THE ORIGINAL ANIMATION
WITHOUT PERMANENTLY
CHANGING IT.

THE ORIGINAL ANIMATION

REMAINS ON THE

BASEANIMATION LAYER

AND STAYS THE SAME

UNLESS YOU CHOOSE TO

MERGE THE LAYERS.. . _ __ -
1




7 ) Go To FRAME 20.

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

(8

WITH THE HIPS EFFECTOR )
STILL SELECTED, CLICK ZERO
IN THE KEY CONTROLS TO
SET A ZERO KEY.

IN THE VIEWER, YOU
WILL 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 ) GO TO FRAME 36.

Herg, Eb's

FOOT IS BACK ON
THE FLOOR.

(10) SET ANOTHER ZERO KEY.

YOU WILL EDIT THE
ANIMATION BETWEEN THESE
ZERO KEYS.

SETTING ZERO KEYS ON
ANIMLAYER] 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
BASEANIMATION LAYER.

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

PrEssING Q
TEMPORARILY RELEASES
THE PINNED HANDS AND,

11) 6o o FraME 28,
BETWEEN THE TWO

ZERO KEYS.

12) CLrck IN THE
VIEWER AND
PRESS T.

THrs
ACTIVATES
TRANSLATION
MODE.

NECEORE0E G RERE B

[pcten V]
[ o o
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14 )CoNTINUING TO HOLD Q, 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

3ps Max.

THE END




Preparing
D export from MotionBuilder

1 ) DRAG THE ED_ANIMATED FILE INTO THE
SCENE AND SELECT FBX OPEN > ALL TAKES

NoOW THAT YOU HAVE LOADED CHARACTER ANIMATION, FROM THE MENUS.

KEYFRAMED A CHARACTER, OR EDITED CHARACTER

ANIMATION, YOU CAN GET YOUR CHARACTER READY TO BE

IMPORTED BACK INTO MAYA OR 3bs Max. —

<Ne Anima

RIGHT NOW, THE ANIMATION DATA FOR YOUR CHARACTER i
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 §ONTI:<'OL
RIG ONTO THE SKELETON, YOU WILL PLOT, OR BAKE THE
ANIMATION.

\ N
( 2 ) Make sure ( 3 ) SELECT A CONTROL RIG EFFECTOR AND LOOK IN THE
EDWARD IS TRANSPORT CONTROLS TO VIEW ITS KEYFRAMES.
SELECTED. T e

[l 0[]

(@)
EDITABLE KEYFRAMES

, DISPLAY IN THE
N TRANSPORT CONTROLS. “
(B
[ JJe [« [m [ > T[> v

EDWARD LOADS IN
THE SCENE.

G N
G ZOOM IN TO SELECT ONE OF EDWARD'S BONES AND

LOOK AT THE TRANSPORT CONTROLS AGAIN.
N REMEMBER, YoU

CAN USE THE
SHOW MENU IN
THE CHARACTER
CONTROLS TO
SHOW AND HIDE
ANYTHING THAT
DISPLAYS ON YOUR

Actor (All)
Actor Body
Adtor Skeleton

g CHARACTER, SUCH )| e S
AS THE CONTROL
THLS TIME, THERE RIG EFFECTORS Atacksa

ARE NO KEYFRAMES. FLock T

AND THE SKELETON. Seelton Lock Sel

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
CONTROLS EDIT
MENU, SELECT
PLOT CHARACTER.

Edit Properties
Reset Properties

Switch To Actor
Expert Mode

v Reach Override
v Stiffness Override

6 ) IN THE CHARACTER DIALOG, CLICK SKELETON.

@ KEEP THE DEFAULT )

OPTIONS AND CLICK
PLOT IN THE DIALOG
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.

DEOEREE

RELEORE0

THIS TIME ,THERE ARE
KEYFRAMES IN THE
TRANSPORT CONTROLS

(o[ «[u]>[n[om]=]

Now THAT YOU HAVE
PLOTTED THE
ANIMATION TO
EDWARD'S SKELETON,
YOU CAN IMPORT HIM
BACK INTO MAYA OR
3bs Max.

THE END




into 3ds Max

Now THAT you
HAVE PREPARED
YOUR SCENE, YOU
CAN IMPORT IT
FROM
MoTIONBUILDER
BACK INTO

3Ds Max.

START 3Ds MAX AND FROM THE

APPLICATION MENU SELECT IMPORT > IMPOR

] et

nnnnnn

nnnnnnnnnnn

|

\D CLrck OK IN THE FBX IMPORTER THAT APPEARS.

& FBX Import (Version: 2011.1)

IN THE IMPORT WINDOW, A
SELECT FBX AS THE FILE
TYPE, NAVIGATE TO SELECT
THE ED_FINISHED_MAX
FILE, AND cLICK OPEN.

@

|G select File to Import

GettingStarted

Name

& Ed_animated fix
& £d_characterfbx
[ Ed_finished.fbx

M ed finished_maxfbx

Ed_animated fom
Ed_character.fbm
Ed_finished.fbm

ed finished_maxfbm
Ed_runjump.fom
Edward.bck
Edward.fom

B Edward.fbx
B run_jump.fbx

i
ed_finished_max fox ~
futodeskc (*FEX) i

ve-HSmooth + Hightigkts]

THE EDWARD MODEL LOADS
IN 3bs Max, AND YOU CAN PLAY
THE ANIMATION.

You HAVE FINISHED!

DON'T FORGET TO CHECK OUT THE BEST PRACTICES
TO HELP YOU ALONG AS YOU START TO WORK
WITH YOUR OWN SCENES.

THE END




1 START MAYA AND SELECT FILE >
IMPORT FROM THE MENU BAR.

AFTER YOU HAVE
PREPARED YOUR
SCENE, YOU CAN
IMPORT IT FROM
MOTIONBUILDER
BACK INTO MAYA.

2 IN THE IMPORT WINDOW, SELECT
THE FBX FILE TYPE, SELECT THE

Eb_ FINISHED.FBX FILE AND CLICK IMPORT.

~

& Import

EDWARD LOADS
IN THE SCENE AND
YOU CAN PLAY THE

ANIMATION LIKE YOU
DID IN
MOTIONBUILDER.

3 )IF You cAN'T SEE EDWARD'S

ACTIVATE TEXTURED.

«\
\

A= Dariaslc
Vrer Panets

(IEE OV Asve s

TEXTURES, DISABLE WIREFRAME AND

©

WHEN YOU 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.

YOou HAVE FINISHED!

DON'T FORGET TO CHECK OUT THE
BEsT PRACTICES TO HELP YOU ALONG AS
YOU START TO WORK WITH YOUR OWN
FILES.

THE END




Best
praCtICeS

MANIPULATING SPINES & FINGERS
— ROTATION WITH

T TIPS A e
m';iii ARES NP WHEN ROTATING OBJECTS IN A SINGLE & : , ';A%%’EL SREEL';??;CE
DESIENED TO CONTINUOUS HIERARCHY, SUCH AS o :

HELP YOU WORK OBJECTS IN THE FINGERS OR SPINE,

SWITCH TO LOCAL REFERENCE MODE IN

S THE VIEWER WINDOW BEFORE YOU

MOTIONBUILDER, SELECT THE FK EFFECTORS.

gﬁ?ﬁ\kﬁij THIS MODE GIVES YOU ADDITIVE - - ROTATION WITH
PIPELINE. THE FINGER OR SPINE BENDS NATURALLY b

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-RaAyY,
MODELS ONLY, AND
NORMAL VIEWS.

CTRL-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 AUTOMATICALLY,
MAPPING PROCESS AND CHARACTERIZE [ | AND THE
YOUR CHARACTER AUTOMATICALLY. CHARACTER IS
| CHARACTERIZED.
You cAN ALSO USE THE EXTRACT -
NAMING TEMPLATE BUTTON TO \ A
MAKE YOUR OWN TEMPLATE OF 3bs Max Brrep,

BONE NAMING CONVENTIONS. USE THE SPECIAL
. TEMPLATE!




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 FROM
THE ASSET BROWSER
ELEMENTS FOLDER 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. [msmmmmy

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

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.

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

CUSTOMIZE

CONTROL RIGS

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

CLIck THE SoLId Look OPTION
TO WORK WITH FK EFFECTORS
LIKE SOLID BONE-TYPE OBJECTS.

P
ose convs IR reers | o |
=) 7T [ vpe ¥ e
4

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

3bs Max, LIGHTWAVE, MAYA,
AND SOFTIMAGE.

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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