Open the Gundam file
in the Lesson 9 folder

Select the Biped
Selection Set

Thiz =&t containg hidden and/ar frozen objects.
Lo pou want theze objects to be unhidden and unfrozen?
[Chooging 'Mo' means that the hidden/frozen objects will become selected

Click on Yes
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We should see the
mesh and the biped




We want to hide the
Unfreeze Al mesh so select Hide
Freeze Selection Unselected
Urhide All
Hide Unselected
Hide Selection
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Corvert To:

We now should see
only the biped
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Select any part of the
biped so that we can
edit its motion. |
selected the head. It
doesn’t matter which
part of the biped we
select.
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Open the Motion
rollout in the
Command Panel
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Click on the Motion
Flow Mode icon
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Click on the Show
Graph icon




: Motion Flow Graph: Bip01
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We now have an
empty Graph. We will
add a series of Bip
files to this and then
connect them so that
they run continuously
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Click on the Create
Clip icon

: Motion Flow Graph: BipO1
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Click thee times in
three different place to
create clip icons. We
can add as many as
we like but three will
do for now
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 clip1

Clip on the Select
Clip/Transition icon




clipZ:

Right click on clip1

Clip Mame: | zlip1

File M amme:

Length: 1

Start Frame
End Frame IV Active

Random Start Probabili:  [T00 =
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The clip1 dialog box
opens and we can now
load our first bip file.
Click on the Browse...
icon
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dance_hopl_stop.bip dance_hopz_start. bip
dance_hopZ.bip dance_hopz_stop.bip
dance_hopz_180.bip dragmeshpoze. bip
dance_hopZ_back. bip .

dance_hopZ_ |90 hip dragquesn 148 bio

Open

Look, ir: I i female

dance_hopl.bip
dance_hopl_150.bip
dance_hopl_back bip
dance_hopl_L390 kip
dance_hapl_R30 bip

dance_hopl_start.bip dance_hopZ_R490.bip dragqued Type: BIP File

Size: VAT KB (|
KN I
File name: |dragqueen Open

j Cancel I

¥ Set lowest starting foot height to 2 = 0 [ bip files only] S

Files of type: IBiped Filez [*.BIP)

Select your first bip file
from the Bips folder

Clip Marne: |-:Ira|:||:|ueen
File Mame: | D:My DocumentshAnimation Coursehl of

Length: 144 Browse . ..
Start Frame: I':' ﬂ
End Frame: [143 2| W Active Ok

Random Start Probabiity:  [T00 =

We now have our first
bip file loaded, click ok
to close this dialog box
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We are now back at
the Motion Flow Graph

Right click on clip2
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Look i I 3] Karate j L] i g EEE
AeKick. bip FrontSweepKick bip 3] mtf486_Fs. bip mtE
BackKick. bip JurnpRndtick. bip mtE437_Fs. bip mtE
BackLegkick bip KickPunch bip G488 _Fs bip i
CartwhlPunch, bip LegHaakKick.bip mtE497_Fs. bip i

mi5948,_fs. bip mtE495_Fs. bip mtE
miE950_Fs bip mtE499_fs bip i
1] Type: BIF File | i
Size; 2B KB
File name: Fyapnlr\ll.,n Open

j Cancel

Files of type: IBiped Filez [* BIF)

v Set lowest starting foot height to 2 = 0 [.bip files only)

Select your next bip
file, then click on open
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i Motion Flow Graph: Bip01 M =]l
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Finally, select clip3
and load your last bip
file

i Motion Flow Graph: Bip01
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We now have three bip
files loaded
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Next, click on the
Define Script icon. We
will use this to set the
order of the bip files




i Motion Flow Graph: Bip01
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Clip on the bip the file
that you want to play
first, then second, and
then last

Perspective
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We should have
something like this.
Close this dialog box

We should now see
our biped with the
footsteps. If you drag
the time slider, the
biped should move
through the 3 bip files
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Unfreeze All
Freeze Selection
Urhide All

Hide Unsele%ed
Hide Selection

DISPLAY
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YWire Parameters
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We need to save this
Motion Flow script.
Click on the Save file
icon and save this
motion flow script in
your folder

Right click anywhere in
the active window and
then select unhide all
to unhide the mesh

We should now see
the biped and the
mesh




N | select the Biped

Selection Set

Click on Yes

Thiz zet containg hidden anddor frozen objects.
Do yow want these objects ta be unhidden and unfrozen?
[Choozing ''Mo' means that the hidden/frozen objects will become selecteq

Then right click in the
Unfraeze Al active window and

F Selecti .
Uil Al select Hide Selected
Hide Unselected
Hide Selection
DIS|

Ilove

« Rotate
Scale
Manipulate
Properties...

1 — Track Yiew Selected
- Wiire Parameters

Convert Ta »




We now have our
animated mesh
following the Motion
Flow Script.

Save this Max file as
Character1




