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ñThe easiest way to understand why MOTION is so 

 revolutionary is to play with itò 

Allen, Spencer, Button, Huet 

Motion is a behavior-driven motion graphics application that allows you to create amazing imaging 

effects for a full range of projects, including title sequences and broadcast graphics. Motion lets you 

create movement and other effects in real time. You can create your own type of behaviors using key 

framing or some of Motionôs built in behaviors (such as Spin or Throw) or filters (such as Glow or 

Strobe) onto an object in the Canvas and watch your composition come to life! 

One of the key benefits of using MOTION is you can put your graphics in a 3-D world in the 2-

dimensional playing field called your monitor! You can create a 3-D world using the ñcamerasò and 

ñlightsò to create your own stage. Just as a precaution, ITV recommends not trying your hand in the 3-D 

stage until you grasp the key concepts of using MOTION (such as what button does what, how can you 

work through layers, what are ñbehaviorsò, etc.) 

You can incorporate MOTION into your news program through the creation of lower thirds, show 

openers, credits, segment openers, graphics to illustrate what you are reporting, etc! THE 

POSSIBILITIES ARE ENDLESS! If you think it, you can create it in MOTION! While you are starting 

to get a grasp on using this program you may want to try using one of the many pre-built templates!  

Inside of MOTION you can use pre-built templates. Once these templates are opened, all you have to do 

is insert your own pictures, change the font and there it is, you are done! You can change ANYTHING 

you want inside of the templates such as colors, but beware how much because until you get a grasp on 

the program you may change something you didnôt want to and will have trouble getting it back to 

where you wanted it! 

In the rest of the guide we will take you through a tour of the main screen, important buttons, show you 

some important and useful keyboard shortcuts to help you work quicker! Without further ado letôs take a 

look at the main screen! 

Composition 

refers to your 

final work-

the image 

that you will 

see on 

screen. 

You can open a 

template by 

going to FILE  

and clicking on 

OPEN 

TEMPLATE  
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Motion 4 Update October 2009 (What to do about LiveType) 

 

The new Motion 4 has very few differences from Motion 3. This Quick Reference Guide is still current 

enough to help you with basic Motion projects. 

When Final Cut Pro 7 was created, Apple did not update LiveType. Instead, Motion has all of the 3D 

text and LiveFonts that were used in LiveType.  

To use text in Motion 4 follow these basic steps to help you create text as were used in LiveType. 

1. Launch Motion and click start with new project. If the welcome window does not pop up after launch-

ing Motion, just click file > new. 

2. Click the text tool from the tool bar above the canvas and type. 

3. Highlight the text. Click the library tab in the utility pane.  

4. Click LiveFonts. The window to the right will open with three folders; all (52 items), Collectors Edition, 

and Pro Series. Choose your choice of font and click apply at the top of that pane. 

5. You will need to play the mini timeline below the canvas window to see the LiveFont. 

To find lower thirds, you will need to click (open template) under the file menu. 

1. Click any of the themes except the (3D Themes).  

2. After choosing a theme, find lower thirds with that template. 

To work with basic templates with text, click open template under the file menu and choose (3D Texts). Choose 

the any of the templates that are not PAL. 

After opening any of these templates: 

1. Play the timeline located in the just below the canvas and stop it so that the text may be seen. 

2. Next open the layers tab by pressing F5 or command 4. 

3. Find the layer with the text from the template that you wish to change. 

4. Click on that layer. 

5. Click inspector from the utility pane, the window to the left of the canvas. 

6. Click text. At the bottom of the pane, you will find that text to be highlighted and changed. 

7. If you want to apply one of the LiveFonts, click Library, choose the font and apply. 

 



3  

MOTIONôS WORKSPACE 

Utility window Project pane Canvas 

Tool bar Viewer 

Press F5 

to toggle 

open the 

Project 

pane. 

Press F6 

and you 

will see 

the 

Timing 

pane at 

the 

bottom! 

Timing 

Pane is 

also 

referred 

to as the 

timeline. 

 

UTILITY WINDOW : This is where you will find the files you can use in your project either 

on your computer or files already built into MOTION. 

PROJECT PANE: In this window you can look at your layers, what effect is on a file, quickly 

change opacity or blend modes to a file, see what media (still pictures, video, or audio) is 

included in your composition. 

TIMING PANE : In this area you can see where each file lines in the length (time) of your  

project. 

CANVAS: This is the area where you will import or drag and drop your files to use. In this area 

you can see what your final project will look like. 

TOOL BAR : This is where all of your tools are located with drop downs displaying each indi-

vidual tool. 

VIEWER WINDOW : In this window you can preview what media you will be using. 

Timing pane  
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CREATING AND MANAGING PROJECTS 

BUTTONS AT A GLANCE 

Behaviors and filters are applied directly to objects that have already been added to 

your project. They do not exist on their own. Instead, they must be attached to an 

object or layer to have an effect. Both behaviors and filters can be customized after 

theyôve been added to a project under the inspectors tab or HUD. 

If you have installed third party filters on your computer, they appear in this category 

ready to use. 

Generators are user-customizable computer-generated objects that can be used to 

create a variety of graphic elements. When you add a generator to your project, it 

automatically adapts to the frame size and frame rate of the project. Generators also 

have infinite duration, so they can play as long as necessary. Generators have all the 

property parameters belonging to other objects. Properties specific to each generator 

also appear in the Generator tab of the Inspector whenever a generator is selected. 

You can also save customized versions of the generators in the library for future use. 

Several categories of pre-made particle emitters let you quickly add effects ranging from simulations of smoke, 

fire, and explosives to animate abstract textures that you can use in different ways. All of Motionôs pre-made 

particle systems can be customized once you add them to your project. 

Several categories of pre-made replicators let you quickly add background transitional, or other types of 

animated patterns. All of Motionôs pre-made replicators can be customized once you add them to your project. 

This category contains pre-made shapes that you can use either as visual elements or as image masks. Each 

shape is a Bezier shape that can be further customized using Motionôs shape editing tools. 

The Gradients category contain gradient presets that you can use in the gradient editor found in particle system 

emitters and cells, as well as in text objects and shapes. Motion comes with a collection of gradient presets, but 

you can also save your own custom gradients created with any gradient editor. 

Fonts and LiveFonts that are installed on your computer appear in these categories. Fonts are organized into 

subcategories based on the categories of fonts you define in the Font Book application. You can use the font 

categories to preview the fonts that are available on your computer. You can also drag fonts and LiveFonts onto 

text objects to change the typeface they use. 

Text styles are presets that can be applied to text objects in your project to instantly change their style 

parameters. These style parameters include face, outline, glow and drop shadow parameters. Dragging a text 

style onto a text object instantly applies that style on the text. 
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Motion ships with a collection of pre-made graphics and Motion-generated objects 

that appear in the Content category. Any of these objects can be dragged into the 

Canvas and used as design elements for your own project. Some of the subcategories 

contain objects used to make the templates included with Motion. The one exception 

is the Particle Images subcategory, which comprises particle cell sources used to 

generate the particle emitter presents included with Motion. 

By default, the content files that ship with Motion are stored in the  

/Library/Application Support/Final Cut Studio/Motion folder when you install the Motion content.  

You can add your own customized versions of generators, filters, behaviors and gradients to categories in the 

Library. Furthermore, if you work on one or more programs that frequently recycle the same graphic elements, or 

if you have a library of graphics that you use regularly, you can add these media files to the Favorites category. It 

is recommended that you add custom content to the Favorites category. Content you put into the Library is 

available to every project in Motion. 

Shape styles are presets that can be applied to shapes and paint strokes to change their 

style parameters instantly. Dragging a shape style onto a shape instantly applies that 

style to the shape. 

These categories allow you to browse for and import audio files directly from your 

iTunes library and image files directory from your iPhoto library. The Music 

subcategories that appear in the Motion library are playlists created in iTunes. The 

Photos subcategories are albums created in iPhoto. The contents of each library, 

album, or playlist appear in the file stock. 

USING CUSTOM OBJECTS FROM THE LIBRARY 

When you drag a custom object from the Library to the Canvas, the center of the object is dropped at 

the location in which you release your mouse button. If you use the Apply button in the preview area to 

add the object, the object is added at the center of the Canvas. 

When you drag an object to the Canvas that were saved with the ñAll in one fileò drop menu option, the 

objects are dropped at the location in which you release the mouse button and are positioned according 

to their arrangement when originally saved to the Library. If you use the Apply button in the Preview 

area to add the object, the objects are added at the center of the Canvas. 

CREATING AND MANAGING PROJECTS 

BUTTONS AT A GLANCE 
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The Toolbar 

View tools: 

Motionôs Toolbar is located at the top of the main window. The default set of controls provides access to 

all of the tools you need for manipulating objects in the Canvas and elsewhere in the application. There 

are tools that create new text layers, shape layers, and masks. There are also icons to apply filters and 

behaviors, and to create particle systems and replicators. Finally, there are icons to show and hide the 

various windows and panes of the Motion interface such as the Timeline, HUD, and others. Tools are 

also grouped into categories of use. The first set are called the View tools because they deal with 

changing the view and manipulation method in the Canvas. 

The second set are called Create tools, because they add new content to the 

project, such as text and shapes.  

The Mask set contains tools that add a mask to an existing layer or group. 

The small arrow indicates hidden tool states. 

The View tools enable you to adjust and manipulate objects in the Canvas. The first button in this group activates 

eight subtools. Click this button and hold down the mouse button to see a pop-up list of all the subtools. 

The select/transform tool is the default. This tool selects and moves objects in the Canvas. 

The Adjust Anchor Point tool changes the point around which an object scales or rotates. 

The Adjust Shear tool distorts an object by moving two adjacent corners at the same time, leav-

The Adjust Drop Shadow tool changes the direction and offset of an objectôs drop shadow. This 

tool never moves the object itself. 

The Adjust Four Corner tool allows you to distort an object by moving one of the corner points, 

leaving the other three corners locked into place. 

The Adjust Crop tool allows you to hide portions of an object (except shapes) by dragging the 

edge or corner of the object. 

The Adjust Control Points tool allows you to modify points and Bezier handles for masks, shapes 

and motion paths. 

The Adjust Item tool is a contextual tool that allows you to modify special controls such as the 

center point of a Circle Blur, or the shape of a particle emitter. 

MOTIONôS WORKSPACE 

THE KEYBOARD SHORT CUT TO ANY OF THE TRANSFORM TOOL IS: PRESS ñSò 

AND PRESS TAB TO CYCLE THROUGH THE TOOLS. 
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The Toolbar 
MOTIONôS WORKSPACE 

View tools: 
The Adjust 3D Transform tool allows you to manipulate objects in 3D space using the 3D trans-

form and rotation manipulators. 

The Pan tool allows you to drag your view of the Canvas in different directions. The Pan tool 

never moves individual objects. 

The Zoom tool allows you to zoom in and out on the canvas. To reset the zoom, double click the 

Zoom tool. 

Short-Cuts: 

Q 

H 

Z 

The Walk Camera tool allows you to navigate through your scene as if you are walking with the 

camera. Click the Walk Camera icon, then use the Up, Down, Right, and Left Arrow keys to 

navigate. 

None 

Create tools: 
The Create tools generate new layers. You can modify the attributes for the newly created layers in the Inspector. 

The rectangle tools creates a new rectangle 

shape in the canvas. R 

C 

None 

B 

B 

P 

T 

The Circle tool creates a new circle shape in 

the canvas. 

The Line tool creates a new line in the can-

vas. 

The Bezier tool creates a new freeform shape with 

Bezier point vertices. 

The B-Spline tool creates a new freeform shape 

with B-Spline vertices.  

The Paint Stroke tool creates a shape based 

paint strokes. 

The Text tool creates new text and lets you 

edit the text of an existing text layer. 
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The Toolbar 
MOTIONôS WORKSPACE 

Short-Cuts: 

Mask tools: 
The Mask tools can only be accessed when a layer or 2D object group is selected. Using a Mask tool creates a new 

mask that hides portions of the selected layer. By default, the area inside of the mask remains visible. Masks have 

their own set of controls available in the Inspector. 

The Rectangle Mask tool creates a new rectangle mask in the canvas. 

Click at the position where you want one corner to appear and drag 

to the position of the opposite corner. Pressing the Shift key while 

you drag constrains the mask to a square. 

The Circle Mask tool creates a new circular mask in the Canvas. 

Click at the position where you want one corner to appear and drag 

to the position of the opposite corner. Pressing the Shift key while 

you drag constrains the mask to a circle. 

The Freehand Mask tool creates a mask in the shape that you draw. 

Drag to create a freeform shape. The shape automatically closes the 

mask between the first and last points. 

The Bezier Mask tool creates a new freeform mask with Bezier point 

vertices. To create a mask, click repeatedly in the Canvas to add 

points to your mask. To close the mask, click the first point of the 

mask or press C. 

The B-Spline mask tool creates a new freeform mask with B-Spline 

vertices. To create a mask, click repeatedly in the Canvas to add 

points to your mask. To close the mask, click the first point of the 

mask or press C. 

Option-R 

Option-C 

None 

Option-B 

Option-B 
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A keyboard 

shortcut to 

open a 

template is: 

Shift-

Command-O 

CREATING AND MANAGING PROJECTS 

When you first open MOTION a Welcome Screen will appear offering you four different choices to make. The 

first two (Quick Tours and Online Tutorial) will give you an overview of using Motion. The second set of options 

(Start with a template and Start with a new project) are the two you should focus on at this point.  

If you decide 

not to have 

the welcome 

screen appear 

each time 

you open the  

program, 

simply 

deselect 

"Show the 

Welcome 

Screen at 

startupò  

Theme 

Window 

Available 

Templates to Use. 

Preview 

Area 

You can choose ñStart with a Templateò if you would like to save time and use one of MOTIONôs pre-built 

templates. All templates will be organized by different themes. To open one of MOTIONôs templates when 

you are not at the Welcome Screen all you have to do is go to FILE > Open Template.  

When you open the Template 

Window you will see the 

previously made templates that 

you can use. All of the colors, 

graphics, drop-zones and media 

can be altered in the Inspector 

Tab of your Utility Window for 

each of the templates. 

There are a variety of templates to 

choose such as lower thirds, 

openings and transitions. When 

choosing a template, select the 

NTSC or HD format compared to 

the PAL format. To create a new 

project from the selected 

template, click OPEN 

TEMPLATE. 
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ñChanging a templateò 

After you have selected the template, a new project is created using the 

objects contained in that template. You can customize the project by 

editing the text objects or exchanging the graphic elements it uses with 

your own. The changes you make to projects created using templates are 

not saved back to the source template files. 

Drop zones are ñreserved spotsò for graphics such as still pictures and 

video. To add a picture or video to your project simply select which file 

you wish to use from the UTILITY WINDOW and drag that file into the 

intended drop zones in your canvas. 

If you wish to change the text spots you can either highlight the TEXT 

HERE in the canvas or find your text elements in the project pane and 

select the layer. Once it is selected go to your inspector, click on the 

TEXT tab and in the text box you can change what you want the text to 

say in the FORMAT tab. If you click on the STYLE tab you can also 

change the color of your text along with add drop shadows and an 

outline. 

You may 

also view 

which 

filters and 

behaviors 

were 

applied to 

the template 

by clicking 

on the 

behaviors 

and filters 

tab in the 

inspector 

All of the 

template 

media can 

be found in 

the 

LIBRARY 

tab in the 

Utility 

Window 

under 

content. 
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Step #1: 

At the welcome screen, select 

START WITH A TEMPLATE.  

Step #2: 

When the Open Template screen 

appears, select the theme and 

template you wish to use. For the 

example we will use 3D TEXT 

PROJECTS theme and the ATOM 

STRAND template. 

Step #3: 

Your template will open up and you 

can move your play head through 

your mini -timeline to see what the 

full template looks like. 

Step #4: Adding your media to drop-zones 

For step 4 you will begin to personalize your project by putting  

pictures or videos into the drop zone areas. Simply find the picture/video you would 

like to add in your utility window under the FILE BROWSWER tab. Click and 

drag that specific picture or video file into the drop zone you wish it to be at. 

This is what you should see 

with media in drop zone 

USING A TEMPLATE  


