Morpher -Face

- Aa=2tat Roc Tue MorpHER MoDIFIER & FAcIAL ANIMATION

3D CHARACTER Your task is to create a brief (100 - 300 frame) sequence showing facial animation.
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DEsIGN Use only your best facial model!
The “Morpher” modifier works by creating multiple
“copy "clones of your original face model. Then Things to tweak:
“tweaking” each clone with a different expression or 1.Eye lids
mouth shape at the sub-object level (soft selection is 2.Ears
useful at this point). 3.Mouth shapes
4.Nose
Note: You can not change the number of polygons 5.Eyebrow area
on the clone(s) or the morpher will not accept it 6.Cheeks - Expand and Contract

as a legitmate “Target”
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1. Place the Morpher modifer on the original
face model.

2. Once the copy clones are made, they
are placed into the “Channel List”
on the Morpher modifier using the

“Load Multiple Targets” button
I

» @ &le=

|Box001

| Modifier List w

& E UVW Mapping
& B EditPoly
% TurboSmooth

& B Edit Poly
Box
3. With the Auto Key turned on, animation
is created by adjusting the toggles next to s
each morph target.
[- Channel List |

4. When the various toggles are adjusted,
the expression is reflected in the original
face model.

—
m
[~
m
&
[=]
=
o
7
L=}
L=}

i

4 4 Kp AF A X Wy 4>
LHD@ - S

| [ Boxoos_[o.0

—‘I Load Multiple Targets...

[aum Key] Selecbed v| bt an e e p (O T
SetKey] J" Key Filters.. |“'| ||0 | =) > @’

|Gr|d 100"

| @ Add Time Tag




7 Morpher -Face

- Ma=2cat Roc Tue MorpHER MOoDIFIER & FACIAL ANIMATION

3D CHARACTER oA
DesIGN Page 2
5. The eyes are separate objects that After you constrain the eyes to the dumbing object

are”linked” to the face.They are then linked to you'll notice that they spin 90 degrees. Check
a "“Dummy”* object using a“LookAt " constraint. the “Keep Initial Offest” button to fix this.
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Save Animation...
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Constraints Attadhment Constraint

jce Constraint

Transform Controllers

Position Controllers Path|Constraint

Rotation Controllers Posiffen Constraint

Scale Controllers

Link Constraint

Animation - CAT

Simulation - MassFX

Parameter Editor...

Parameter Collector...

Wire Parameters

Animation Layers...

Reaction Manager...

Bone Tools... Euler XyZ

->LookAt Con.

100.0
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Set a5 Skin Pose
Assume Skin Pose
Skin Pose Mode

Toggle Limits

Delete Selected Animation

Welkthrough Assistant...

Autodesk Animation Store...
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-* A Dummy object is invisible. It is used as in this case to help control
another object. You can find them under “Helpers”.
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