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02. 

DASHBOARD
The Dashboard is the first 
thing you’ll see when you 
launch Masterpiece Motion. 
From here you can see what 
account is logged in. It also 
provides options to get you 
started as soon as possible.
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02. DASHBOARD

Getting Started

This will present you with a guided tutorial, and will wait for you to complete 
certain actions before progressing to the next. You can return to the Dashboard 
at any time by clicking the Main Menu button.
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02. DASHBOARD

Tutorials

This will present you with a list of videos that show examples of how to use 
many of the tools within Masterpiece Motion.
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02. DASHBOARD

Import Model

Select a model to import into your project. Opens a file browser that lists your 
3D models. By default, the file browser will open to 
‘Documents\Masterpiece Motion\Imports’.
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02. DASHBOARD

Load Project

Loads a previously saved project. Opens a file browser that lists your saved 
projects. By default, the file browser will open to 
‘Documents\Masterpiece Motion\Projects’.
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02. DASHBOARD

Right Handed/Left Handed

If you are right handed, choose ‘Right’. If you are left handed, choose ‘ Left’. 
The palette will appear on your non-dominant hand.
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03. 

FILE
Shows options for opening 
and saving projects, models 
and images.
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03. FILE

Open Project

Opens a file browser where you can select and open a previously saved 
project. By default, the file browser will open to 
‘Documents\Masterpiece Motion\Projects’.

Save Project

Saves your current project.
Projects are saved to ‘Documents\Masterpiece Motion\Projects’.
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03. FILE

Import Model

Opens a file browser that lists your 3D models. By default, the file browser will 
open to ‘Documents\Masterpiece Motion\Imports’.

Reference Images

Opens a file browser where you can select a reference image to open.
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03. FILE

Export Selected Model

Exports your selected model as an FBX so that it can be opened in another 
application.

File Name
Selecting the text field will display a keyboard. The text you type here will be used for the file name 
of the exported model.

Location
Displays the location that your exported file will be saved to.

Open with. . .
Choose a program to open your exported file. The file will be exported to 
‘Documents\Tvori\Stuff\fromMotion’, as well as ‘Documents\Masterpiece Motion\Exports’.
The file can be exported as FBX, Blender or Tvori.
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03. FILE

Export Selected Model

Humanoid Rig
If a model can be exported as a humanoid rig, this checkbox will be available. Enabling this checkbox 
will name bones on export, so that Unity will recognize the rig as humanoid.

Manual Fix
our model may have unweighted vertices. This button will help you find which ones are unweighted.

•   Show Unskinned Areas
 Highlights unskinned areas on the selected model in red.

Automatic Fix
Your model may have unweighted vertices. This button will do its best to fix that by normalizing all 
vertices. This will not always fix the model completely.

•   Normalize All Vertices
 Normalizes all partially weighted vertices. Any non-weighted vertices will be unchanged.



19

05. 

RIGGING
Provides options for creating 
a skeleton for the model. The 
lines between bones represent 
different connection types. 

A solid green line is connected 
to the root bone.  A dotted 
green line is a bone that is a 
child, but not connected as a 
joint.  

A dotted orange line represents 
bones that are too small to 
display. A solid green and 
orange line connects meshes to 
bones.
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05. RIGGING

Auto-Rig Humanoid

Performs an auto-rig algorithm that analyzes the model structure to create a 
humanoid bone rig automatically. Model must have a humanoid structure in 
order for this to work.

Import Rig
Opens a file browser where you can select previously created rig. The file 
browser opens to  
‘Documents\Masterpiece Motion\Rigs’.

Save Rig
Saves the current rig structure. The file is saved to   
‘Documents\Masterpiece Motion\Rigs’.
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05. RIGGING

Rigging Creation Tools

Shows the different tools for modifying and creating a rig.

Draw
Allows you to draw bones. These bones are added to the rig, and are parented to the root bone 
if not connected to another bone. Drawing a bone while near the tail end of another bone will 
connect the newly drawn bone to it.

Delete
Allows you to remove bones from the rig. Pressing the trigger while a bone is highlighted will 
delete the bone.

Rig Move Tool
Allows you to move bones in a different way. Pressing the trigger on bones while in this mode 
will move the bone, and all of its children.
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05. RIGGING

Rigging Attachment Tools

Provides options for changing the relationships between bones and meshes.

Attach Mesh
Attaches a mesh object to a bone. To attach a mesh, you have to have imported at least one 
other mesh, and have it selected before using this tool.

Detach Mesh
Detaches a mesh object from a bone. Click the mesh you want to detach.

Connect
Make a bone a child of a different bone. To connect a bone, first select a bone that you want 
to connect, then click the bone you want to connect it to. The bone will now be a child of the 
second bone.

Disconnect
Disconnects a bone from its parent. Children of the disconnected bone remain attached to the 
disconnected bone.
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05. RIGGING

Rigging Modification Tools

Provides advanced tools for modifying the rig structure.

Rejoint
Joins together two disconnected bones to create a joint. To rejoin, click a bone, and it will be 
joined to its parent bone.

Disjoint
Disconnects two connected bones. To disconnect, click a bone, and it will be disjointed from its 
parent bone.

Mirror Bones
Allows you to copy certain bones across the mirror plane. To mirror a bone chain, select the 
parent bone, and the chain will be copied across the mirror.
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05. RIGGING

Mesh Modification Tools

Allows you to make changes to the selected mesh.

Decimate
Lowers the amount of vertices in the mesh.

Remesh
Retopologize the mesh. 
Attempts to recreate the surface of the model with uniform faces. (currently unavailable).
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06. 

SKINNING

Skinning allows you to 
assign parts of your mesh 
to different bones so 
that when you move a 
bone, a part of the mesh 
follows it.
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06. SKINNING

Auto- Skin (Beta)

Attempts to automate the skinning process. 
Assigns weights based on their proximity to bones. 
Before you can auto-skin, you first need to have a skeleton.

Voxel Resolution
Determines how many voxels are used during the auto-skinning process. If voxel resolution is 
set to 0, a simpler form of auto-skinning is used.
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06. SKINNING

Skinning Tools

Tools that allow you to modify bone weights.

Add
Adds weight to the highlighted area.

Subtract 
Remove weight from the highlighted area.

Smooth
Blends together adjacent weights.
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06. SKINNING

Skinning Tools

Reset to Bind Pose
If bones were moved, this will reset the pose to the bind pose.

Brush Size 
Changes the size of the brush.

Brush Falloff
Changes the brush hardness.

Highlight Unskinned Areas
Shows unskinned areas by highlighting the areas in red.
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06. SKINNING

Skinning Settings

Settings that affect skinning tools.

Brush Strength
Changes how intense the tools are.

Normalize on Brush
When using the brush, weights for other bones can be modified to 
ensure that weights do not exceed 100%.

Use Absolute Weight
Causes draw weights to not be additive, and instead be absolute.
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07. 

POSING

Allows you to pose 
your model and swap 
between poses.

Pressing the grip 
button when posing a 
bone will rotate bones 
normally. 

Pressing the trigger 
when posing a 
bone will move the 
bone with Inverse 
Kinematics.
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07. POSING

Previous Pose

Changes the model pose to a previous one on the timeline.

Next Pose

Changes the model pose the next one on the timeline.

Add Pose

Adds a pose to the timeline in front of your currently 
selected pose.
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07. POSING

Overwrite Pose

Replace the selected pose with the current pose.

Remove Pose

Removes your currently selected pose.

Reset to Bind Pose

Resets the pose to the default pose.
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Overwrite Pose

Replace the selected pose with the current pose.

Remove Pose

Removes your currently selected pose.

Reset to Bind Pose

Resets the pose to the default pose.

08. 

SHARED FUNCTIONS
Elements of the palette that shared between multiple menus.

Undo
Revert your previous action.

Redo
If you undid an action, you will have the ability to perform that action 
again.

File Browser
Opens when loading and saving files. If you have changed 
files outside of Masterpiece Motion, you can click the 
refresh button in the top left corner of the browser. 
The ‘[Parent Directory]’ folder is always present and will 
open the parent folder. .



34

08. SHARED FUNCTIONS

Mesh Views
Show or hide various visuals on your model.

Bones
Toggle the visibility of bones.

Vertices
Toggles the visibility of mesh vertices.

Mesh
Toggle the visibility of meshes. .

Gizmos
Can display a translation gizmo, a rotation gizmo, or no gizmo at all. 
Toggles between all three.
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04. 

SETTINGS
Shows settings for adding/removing fixed cameras, swap controllers, 
Tooltips toggle, View Motion’s Tutorials and Quitting the program.
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04. SETTINGS

Add Camera

Adds a movable camera to the scene. Click anywhere in the 
scene to place the camera, grab the camera object to move it. 
The camera view displays on your desktop.

Remove Camera

Removes a camera. To remove a camera, click a camera with the trigger.

Swap
Swaps the functions of the left and right controllers.
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04. SETTINGS

Tooltips Enabled/Disabled

Hides/shows tooltips. These tooltips show when the trigger 
is held over a button.

Quit

Exits the program.

About
Shows program version information.
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Revolutionize your workflow


