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Motion Capture Animation Overview
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Motion Capture Animation Overview
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Motion Capture Animation Overview
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Getting Set Up in Maya: Why?

1. Windows menu> Workspaces> Animation Shows you all Animation tools
2. Windows menu> Settings/Preferences Hotkey Editor Extremely useful! |
Other items, Animation, Playback, Playback Toggle Spacebar lets you play, likdterFX
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Save and Close

3. Display> Animation> Joint Size> 0.01 So that bones appear normally
4. Animation Settings Icow So that playback is normal speed
Framerate: 60 fps

Playback speed: 60 fps x 1

5. File-> Import-> So that motion files load properly

Namespace Options

Use namespace: Yes

Merge into selected namespace and rename incoming: Yes
Should be default next time you import
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Welcome

DMD Motion Lab MOTION LAB
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ABOUT US RESEARCH MOTION LIBRARY CHARACTER RIGS CLASSROOM

CMU MOTION DATA

This list contains the CMU Motion Data maintained by the DMD Motion Library.
These motions have been curated and rescaled to work with the Rigs here.

CMU Motion Target Rig:
Provides you with CMU_Motion_Target.mb
Targ ets ' CMU Complete Motion List:
CMU Maotion List (Full)
Walking & Running
PI’OVideS you W|th Source ID Motion File Description Details
curated Motions. cMU 05.01 05_01m.fbx Walking Normal
CcMU 0701 07_01m.fbx Walking Normal
DMD Motion L
.. 0'[_0 al.) CMU 07_04 07_04m.fbx Slow Walk Normal
Digital Media Design
Florida Gulf Coast University cMU 07.12 07_12mfbx Brisk Walk Normal



DMD Motion Lab
dmdmotionlab.com

Provides you with
a variety of Rigs.
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