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Hide the mesh

Select any part of the
biped such as the
head
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Click on the second
bip file to highlight it
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Click on the Edit
Transition icon
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box opens. Lets look
more closely at what it
contains. Notice that
its divided into source
clip and destination
clips.

The source clip is the
clip that it is
transitioning from the
and the Destination
clip is the clip that the
biped is transitioning
to. The source clip is
81 frames and the
destination clip is 184
frames.

The frame number in




the Start Frames
window indicates
where in that clip it
begins transitioning to
the next clip. Here,
Max starts blending
the source clip at its
frame 55 with the
destination clip at its
frame 87. Max
automatically blends
the end of the first clip
into the beginning of
the next clip

Probabil

Lengl

Ang

- Source

Looking in the active
window we can see
tow stick figures, we
red and the other
yellow. These
represent the
overlapping motions of
the two bip files. The
yellow figure is the
source file motion and
the red figure is the
destination file motion.
Notice how the biped
blends the movement
of the fist file into the
movement of the
second file
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Max forced the
Destination clip to
begin at its 87™ frame,
thereby cutting off
almost the first 3
seconds of that clip.
Change the
Destination Clip’s Start
Frame to 0




Now when we view the
animation, we see the
beginning of the
second clip starting
from its O frame
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The is another way we
can edit the

transitions. If we select
one of the bip files .....
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Click on the Optimize
Transition icon




Tranzition Optimization
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The Transition
Optimization window
opens. Max will try to
find the best fit of
ending footsteps from
the source clip to
match with the
footsteps of the
destination clip. This
should give the
smoothest transition
between footsteps and
avoid any sudden or
jerky motion. Click OK
to close this box
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We can now see that
Max found it best if we
start the Destination
Clip at its frame 43 so
that it blends more
smoothly with the end
of the Source clip
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Drag the time slider
and pay careful
attention to the
transition

M aticrn Flow |

|
|
[ﬁﬁfgx
A\.‘-

[- Motion Flow 54 5how Graph]

FE DA S5e wwm 42

There’s one more way
that we can edit our
clips. Select the Show
Graph icon
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Select the dragqueen
clip by right clicking on
it. Note how the clip
begins with biped’s
arms extended. We
can choose to use
whatever portion of a
particular clip that we
want
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If we change the start
frame to 15, this clip
will begin at its 15"
frame rather than its
first thereby cutting of
the first 14 frames
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View the animation
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Click on the
dragqueen clip in the
Motion flow Script
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Click on the Edit
Transition icon

dragqueen -> FlySpinKick
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We can now see that
the dragqueen clip
begins at its 15" frame
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