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Horizontal Bar x

Path

Prop:  Jeep
i Rermove | "B Trmpar

"_ Collizion

[ set as Dummy |

- |

Linkags
Unable to pass —e Transform data of water

through the prop

L
T
T Loak at Direction;

Attach Water Size:

SET Different Colors In Modify

Blue Color Keyable parameters

~Particle Setting

Plant or mow the grass
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Content Manager

Tl Etfect
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Color Adjust
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effect list

Preference Setting

Preference
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——e Grid and snap settings

——= Resource path setftings
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Real-time Render Options

Quality:

Render quality and
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—e Mode switch hotkey
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Mode
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|—~ Perform hotket list

—* Move hotkey list
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Dperate
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‘Open Drowr from Livi,.
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If the selected object is an
iProp, the Perform section will
change fo Operate. You may
then utilize the listed buttons to
have the actor and the iProp
interact.




The MixMoves (motion graph) system automatically
generates natural transitions between previously
selected motions for male or female actors

Creating Faces & Facial Features ANIMATION Different Colors In Modify

Blue Color

Record wave

i Facial Anirnation E

F W Trapert .€T5 |

uction 00l for digital actors, environments,

ut Davice Rasltak HO Audio Input  house motin capaing
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Import Motion

Motion

MixMoves Motion List

Keyable parameters
"8 Ttmport.cle |

Black Color

Unkeyable parameters I e N ort Woice / Add Emnaticl
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PRO On|y s Crossed. HadonHips  HandsonHips = — - » {5 ne |
o 1§ ® Fecord
Enhance and
. . E T | modify the path
Select one of the effector points for puppeteering SR ESREED
Create Motion FTTrpe N Anchor height parameters of & i Path i
e ———— EEpTEE the path to match terrain i Pivot _ﬁ
Adjust the angle and orientation of EpreEsiom ek i Tr‘f"“s‘%fm _ﬁ
the face ¥ E_ Edit Path =
Enable these two
boxes to lock the =
Move and/or Rotate f Edit Path
i of a effector point p——— Have iClone connect to the
Iinzelil CRIEES > ‘ plug-in and starts receiving [ Neutal ] [4 ] = [ Close Path
move the selected motion data from it ey
Paste the image from the ) . effector points ; ;
Clipboard Turn on Ediif Front fo do the facial If the Microsoft's Kinect L [/ Project to Terrain
A fitting and color adjustment rotate the selected Sensor is installed on your Precision
Crop animage effector points local machine, choose this [ |28
radio button -
[Calm ] [ Distrust 1] Tangent type:
If the Microsoft's Kinect () Linear
Rotate an image BYH Converter Sensor is installed on another
A - - computer on the network, (® Smoath
- T choose this radio button -
2 The new motions of the selected | HalSieR =
: i isti Attach
Mirror an image slider Control: [ align Actor Mation Select the body parts that = e fe}Gfo?TS Crlrre b\?(rj\ged info fo existing BE_ ad ]
Constantly change Mouse Control: you intend to motion- wpression Streng clips after recording
the character's motion ~ The mouse [ Reset Motion Rect capturing o) g e Recording in various levels of accuracy

on Edit Side to set the profile

weights and speed movem§n1s frigger
values during Previewing  the motion of the v

or Recording character

Define whether to have the path
curved or straight/linear between
point to point

utomatically adjust color levels i et
Facial Edit i

—e Specify the input device that is used
to trigger the movements of your
character during recording

Manually adjust color levels When you are editing an effector

point, the stafus of other effector

Select one of the effector points to
reach the corresponding bone to a

Drag the two vertical lines to define
the textures (front and side images)

Switch to Face

Adjust color balance blend area Puppet points can be defined in this section specific target object .
. ?ﬁf%?é?ee? rggﬁvoenqken Switch to Body Puppet —e Select fo highlight any
Body Puppet — e desired features for
Decides fhe speed of it Motion Layer Edit Motion Layer puppeteering
the looping motion
Modify the values in the
Weight column of the
) ‘ corresponding feature
3D face preview window -
Facial Feature weight
nner and Outer Brows a
rows a
) Left Brow 50
Facial texture 0y ight Brow 50
) Eves Blink i
spread out 1 fink Left Eye 10
WX link Right Eye 10
A Left Lower Lid 100
Face ight Lower Lid 100
rinkling Nose o
Left Nose ]
Ol N 03 B on U7 Nahwal 03 Sy ‘3:; '\[‘frzip T g
ip Lip 1]
L ) . Left Cheek 1]
Texture painting Texture material settings Use the palm dummies to set hand  Use the controls to set keys to change Muscle Detail Select one of the buw!i—m profiles with different doht Cheek ]
tools gestures for the selected character  an effector point to a different status Adjlusf each highlighted  Control up to 52 facial personality from the list i i :
Body control femplates Define the mofion Weidh! o e oy for mask | —® Select one of e effecor poins fo fedlon o the e S pointsiand setkeysiter Select one of the expressions with pre-defined e :
of the selected body parts gup gef gg:irr:g or mas offset the corresponding bones (up to 19 regions) each point weight settings for various facial features o eruazl Rotstion 10
Head Tilting [1]

Right click Menu

Director Mode cuts

ACTOR Different Colors In Modify
Rardomize facial features by o— rop N o e T S
setting the Variation strength Facial Features W or Up Arrow Key Move Forward.
Keyable parameters Black Colo nkeyable parameters i
_ 4 [ u 4 B Transform 4 Transform ’ Display « S or Down Arrow Key Move Backward.
PRO only Load custom face morph file e—— : : Shift — A / Left Arrow Key Move Leftward.
\ariation Link » Path » | Hair Bounding Mesh Shift — D / Right Arrow Key Move Rightward.
_ Head —_ — |15 Attach Link » )| Upper Wireframe M Shift — E or Page Up Move Upward.
ove
Display 4 Display » | Lower Smooth Shift - Q or Page Down Move Downward.
Body style templates Finger odjusTmenf - " Freeze Frooze Gloves Normal Ctrl - Click on Terrain Move to given location.
Ctrl - Double click on Terrain Run to given location.
Avatar Proportion Avatar Proportion o Materlal Add to Library Shoes - -
A = : X Switch to Previous Move Mode.
d 0 h Add o Library Motion Menu » | Accessory Motion Menu -
Avatar: Chuck & Anime routl Ediit Motion z Switch to Next Move Mode.
Timeline imeli Skin
Timeline
F Eﬂn Femove '] f = Import '] L_Thumb - - Imeli Look At A or Left arrow key Turn Left.
Remove All Animation Remove All Animation — R— D or Right arrow key Turn Right.
- ands otate
W Foot Contact - DramaScript » Persona R Q Turn Up.
W Hand Contact slim e Er Perform — R . - E Turn Down.
Body Style t Control Menu Move R Agree Perform 1~0 Proceed perform presets 1 to 10.
. Ctrl + Left Mouse Button click /double- | Proceed the default Operate motion of the target iProp
?,p L Select Menu Disagree Operate click on iProp when the focus is on the actor. e.g. get in the car.
E Release Actor Get Angry Pointer Ctrl +1 Show/Hide Pointer.
—— Length & e Chesks Cheskbonesd Head Multi-select \ m\ Laugh Switch Follow Camera | F7 Toggle between follow cam-actor and follow cam-bird.
]
Th weight [ Reset all Posing in ront of miror Mode ESC Exit the Director Mode.
ove ) Tansior »
Brow Say Hello
Low High Aftach Rotate (E) Link » Talk
o5 Reaset i > . R
P Resze - an Display Scale (R) Dispiay Thinking Globdl S
Add to Terrain Motion Menu 13§ Look At
Look at Preview Carnera Fi i Idle 01
Lo ; : urrow Raise
e original anda rarget hed ——a————
B9 Look st Cam =) Delete (Del) Remove All Animation Action (Scroll to) Hotkey Notes
. Pick Target Flathen Arch Attach Section | Scroll the Modify panel to the Attach section.
oy Avatar Proportion Look At Section ] Scroll the Modify panel fo the Look At section.
&‘J Path Section P Scroll the Modify panel to the Path section.
Look at Weight Finger Tlme e S OI'fCUfS UV Settings Section U Scroll the Modify panel to the UV Settings section.
5 Mimerd] —e Adjust the Width, Length, or Depth to Transform Section T Scroll the Modify panel to the Transform section.
v . - = Weight balance change the proportion of the body parts T N e N Material & Texture Settings Section | Y Scroll the Modify panel to the Material & Texture Settings section.
1 %] between the eyes otkey Ol€s ‘ otkey S . Top Section Scroll the Modify panel fo the Topmost section.
Eve Convergence and the head Cirl-C Copy keys or clips. Delete Delete keys or clips. Previous Section Alt + Page Up Scroll the Modify panel to the Previous section.
Inward Outward when looking at a Facial Feature Detail Facial Feature Detail A ———— Ctrl - X Cut keys or clips. Home Go to Start frame. Next Section Alt + Page Down Scroll the Modify panel to the Next section.
- target - Ctrl -V Paste keys or clips. End Go to End frame. Bottom Section Alt + End Scroll the Modify panel o the Bottom section.
zight . . . .
= G Shift + Left mouse button click Multi-select continuously. Left Aow Key Go to previous frame.
acial reature agjustimen =
Drag the right edge of the clip i hift + T f i k lip.
(Loogp/ Speged Swﬁch Button down) Loop the clip. i ift + Tab ;g:ﬁ i:::lr::i‘r:isliniy el Full screen mode F11 Press the Full Screen button to enter, Esc to go back.
Drag the right edge of the clip Accelerate/Decelerate : Zoom oul the ﬂme\inle. Play/pause Spacebar For both wu‘:‘d:)w mode or full s.creen mode.
l_ Mute (Loop/ Speed Switch Button up) the clip. Stop Press down *," key to stop playing and go back to the
g first fime frame.
Toggle between the Realtime or By Frame mode for
Sound: Aduenture | . Playback methods F9 e a(Ea 4
Remous || B> Tmport || Individual soundirack Roll X-Z Right mouse button B s onand dragin the 3D viewer fo roll he view
| adjustment Zoom in/out Mouse wheel Scroll the mouse wheel to zoom in/out the 3D viewer.
Volurme i
o : Press down both the right and left mouse buttons to
; =l il Sedlbilaaki speedup zeoming o e b view.
Fade In Tips - Speed movement:
% Notes Holding the Shift key while zooming, panning, rolling and rotating will increase the movement speed by 10x.
- 0 [12
Fade Cut o . . Preview F10 Press the Preview button fo preview the render result. The following table summarizes the hot keys for toggling effects on/off and the performance observations.
. Rotate in different directions Rectify the camera angle B Snap the camera back to the upright position. Note: . . X ) X X X
1) 27 % " - - " " *The hotkey functions can only be used when the system is focusing on the 3D preview window. Simply click on the 3D
Hold this key to temporarily switch to the manipulating preview area to set the window focus.
Create an overall detailed facial look by adjusting the Model Details Quick Light Adjusting / light mode. The first enabled light can then be adjusted «The hotkey functions may be disabled if they conflict with other applications.

by dragging the mouse left (move) or right (rotate)
button.

A - LeftS - Right

I R

D - Back Press F to view the selected object (character, acces-
iont sory, prop) face front . Ctrl +F1 Switch Shader mode.
QuickicameralRosifioning H - Bottom Press Home to snap the camera to a 45 degree Ctrl + F2 Toggle Bump Texturing On/Off.
J-Face perspective of the selected object (character, acces- Cirl + F3 Toggle Reflection On/Off.
. 0 K- All sory, prop).
Timeline Home - 45 Degrees Cirl +F4 Toggle Glow On/Off.
Z-Zoom Cirl + F5 Toggle Reflection Mapping On/Off.
X-Pan Ctrl + Fé Toggle Refraction Effects On/Off.
PRO only Zero Transform Key S G- Rofate X -X Rendering Effects Cl+F7 Toggle Water Effects On/Off.
ActuallSize IRESEH Fes® [y Camera Manipulafion Switch N Toggle Walk Navigation Camera Mode. Cti+F8 Toggle Fog Effects On/Off.
Grouped Sub Track Butfons Break - split clip M Toggle Fly Navigation Camera Mode. Ctrl + F9 Toggle HDR (High Dynamic Range) Effects On/Off.
. | Delete Frame Option ESC Exit the Walk/Fly Camera Mode. Ctrl + F10 Toggle IBL (Image Base Lighting) Effects On/Off.
Object-related Track Fit Window Reset Motion Pivot Al e Fevse Buitien NMeve Camae, Ctrl+ F11 Toggle AO (Ambient Occlusion) Effects On/Off.
Delete N REVERD Iieer Feme Manipulate Camera in Object Edifing Mode | Alf + Right Mouse Buffon | Rofate Camera. Ctrl + F12 Toggle Toon Shader Effects On/Off.
Main Track Paste Alt + Both Mouse Buttons | Zoom Camera. Cirl+F Toggle Frame Rate (FPS) display On/Off.
Play/Pause, Stop Current/Go to Frame Add Flag o i Cil+G Toggle 3D Floor Grid On/Off.
) ) ) — . . pen the Multi-Duplicate panel (a prop or an acces-
Docking Timeline Copy Zooim QUi Loop/Speed Duplicating Objects Shift + D sory must be first selected). Fl Show Online Help.
Add Key Switch q o Open the Scene Manager Search panel for searching Ctrl + P Show Preference Panel.
Search Objects Shift + F a specific object. - ——
F3 Show/Hide Timeline.
g —_— Tips - Speed movement: Ctrl+27 Undo
= roject “-I +I “-I Holding the Shift key while zooming, panning, rolling and rotating will increase the movement speed by 10x. Shader/Display .
n ] [l Note: Cirl+Y Redo.
F Character *The hotkey functions may be disabled if they conflict with other applications. Ctrl + A Toggle World Axis On/Off.
Cil+Q Toggle Transform Gizmo Mode On/Off.
¥ Prop Hotkey Notes Ctrl+D Show/Hide Dummy Props.
0 f i f.
| Fence Alt + Right/Left Arrow Keys Move along X Axis. i+t Toggle LO.D‘\(/ITeve\ Gl Beiell) ©rol
O Proi ! Alt + Up/Down Arrow Keys Move along Y Axis. 5 el WAL 2wt QIO
1 House (DJ roject Transform Cirl + Up/Down Arrow Keys Move along Z Axis. Pop-up Menu Right Mouse Button Show the Pop-up Menu.
O Back Door 1 Switcher I Ctrl + L_e_ft/RighT Arrow Keys Rotate by Z Axis. F5 Switch to Preview Camera.
= _ Muzic =] vcvﬁ?ksampge/;bove Keys Accelerate Movement. %%rr';ero'SwH\;:Vhirég Fé Switch between Custom Cameras.
LI Frant Doar Ctl+0 Open Existing Project. ( ey I 7 Switch between Follow Cameras (an actor or iProp must be
Og o HER ks File Ctl+s Save Current Project. selected)
— iGarage Door — i . Ctrl +N New Project. Alt +F5 Switch to Preview Camera.
O Mailbox(a) reng Selection Ctrl + Left Mouse Button Multi-Selection. Ca_rr]?/rp Switching Alt + F6 Switch between Custom Cameras.
IBL Transform = Q Toggle fo Select tool. [Mini Viewport) Alt +F7 Switch between Follow Cameras (an actor or iProp must be
# Bike Transform Switehing W Toggle to Move tool. selected)
i strai E Toggle fo Rotate tool. i
O Body e A5 B Togg‘e ST el Ly Camera Navi Ci+U Show/Hide Crosshair in Walk/Fly Camera Mode.
Mation = Ctri+E Toggle Angle Snap On/Off. Director/Editor Modes F12 Switch between Director Mode and Editor Mode.
O wheel_B Snap Ctrl+ W Toggle Snap to Grid On/Off.
= Motion Layer . Ctrl+ M Toggle Snap to Model On/Off.
O Stand e i K Related Left Mouse Button Move the Bone.
O pedal Torso Ctrl + Left Mouse Button Select/Deselect IK start bone of Non-Human Character. Viewable Features by Shader Seﬂ‘ings \
i Heda Head [ Drag Left Mouse Button or Offset the Bone
P E FK Related mouse wheel -
O pedal_L ¥ Yiseme i Right Mouse Button Switch among Offset Axis. Quick Shader Vertext Shader Pixel Shader Smooth Shader
Jpedal R Left Mouse Button Move along X-Y Plane. Diffuse Map ° ° °
u eda { .
= Nevs sl R_ol\ Mouse Wheel Move along Z Ams, Opacity Map S P P
B Elaar Bumm . Right Mouse Button Rotate by Z Axis.
S - Y Both Mouse Buttons Scale uniformly. Bump/Normal Map o
=T Leftf Mouse Button Rotate by 7 Axis. Specular Ma ° °
m| P P
Sit_Dummy Rotate Tool Right Mouse Button Rotate by Y Axis. Glow Map ° °
| Headplpe_.ﬁ.:-ele Lip= = (=13 B () Eoth Mouse Buttons Rotate b_yXAms‘ Reflection Map 5 5
% E eft Mouse Button Scale uniformly. Reflecti
O Headpipe Eupres=ion Scale Tool Right Mouse Button Scale along Z Axis. €efleciion hd hd
Facial Layer 5| * Both Mouse Buttons Scale along X-Y Axis. Refraction O O
O Headpipe_L_Cummy - Copy Ctrl + Move/Rotate/Scale Copy the Selected Object. Diffuse Color . . . .
= Reach L Hand = Shift + F2 Open the Prop Puppet panel (a prop must be first selected). -
O Haadpipe_R_Durmmy Shift + F3 Open the Edit Motion Layer panel (a standard or a non-standard Ambient Color b b b b
Reach R Hand = character must be first selected). Specular Color . . . .
1 Wheel F 3 = 7 Open the MixMoves panel (a standard or a non-standard character i ° ° °
L Link = Shift +F5 must be first selected). self ﬁ:’l:\i:\);ﬁon . . .
1 i P . Open the Motion Puppet panel (a standard or a non-standard char- y
Roadsign(1] Visible | Open Specific Panels Shift + Fé acter must be first selected). Specular o o o o
[ '] pen 3p! N Open the Direct Puppet panel (a standard or a non-standard char- Glossiness ° ° ° °
amera Shift + F7
acter must be first selected). 2-sided . . .
F Light Shift + F8 Open the Device Mocap panel (a standard or a non-standard
a Anirnation . character must be first selected). Tree . .
" Open the Physics panel (a prop or an accessory must be first
F Imagelayer Material = Shiff + F9 selocted). Glas . o
O sk Shift + F11 Open the Pivot Edit panel (a prop must be first selected). Water . .
e Y LW = i;‘atacse Bar . 2:0? prev'\ev;/'mg_. S . Animated Texture o o
+ Space Bar art puppeteering and recording. Pixel Lightin o
Track List Sub Track Toggle between puppeteering functions with the Direct Puppet and xel Lighting
Puppet Panels Number Keys (1, 2, 3...) Prop Puppet - Simple Mode panels during Previewing or Recording. Self-cast Shadow b e
QW ERTY Toggle between the Full Face Control templates during Previewing DOF ° °

or Recording.




