Tutorial 2
Working with C3d data in Motionbuilder

1: Make sure your layout is set to Editing (Layout — Editing)

2: Within the Asset Browser tab select the Characters folder
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3: Drag a character from the browser onto your Biped skeleton in the viewport.

4: A pop up box should appear. Select ‘Characterize’ then click ‘Ok to all’ then select
‘Biped’.

5: Drag an Actor into the viewport.
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6: Import your C3d data into Motionbuilder.




Your scene should look similar to the image above at this point
7: Position your Actor to match your C3d markers.

You will need to use the transform, rotation and scale tools for this. Try to be as accurate
as possible when positioning your Actor. Use local rotation for limbs.

8: Use the navigator window to select your Actor and click on the MarkerSet... button
and then select ‘Create’ (See below)

Nawgator

9: Hold down Alt and drag your marker points from the viewport onto the relevant
marker points on the Actor. (See below)



Tip: You might find it easier to select markers in the viewport if your display is set to X-
Ray (Ctrl A). Double click to select marker points.
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10: Once you have matched all of your C3d marker points to your Actor marker points
you can tick the Active box (See above)

11: Play your animation... If the Actor behaves normally you can continue to the next
step. If you have incorrectly matched your C3d marker points or have not matched
enough marker points you may need to delete your Actor, create a new one and redo
steps 7 - 11.

12: Under the Character Controls panel select Character from the drop down list
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13: Click on the ‘Plot Character...” button. Select Control Rig and FK/IK then select Plot.
(See below)



14: Now change input type to Actor Input.

15: Select ‘Plot Character...” again but this time plot to the skeleton.

16: Test your animation and make sure the Biped skeleton animation is the same as the
Actor animation.

17: Save your work
Tip: If you want to load in another C3d file as a new take... Import a new C3d file and

select merge under the import options. Now follow steps 13 — 17. You can have as many
takes as you want in your scene.



