CSE 458 - Character Setup Demo

· Building a skeleton          (Build up half a human skeleton)

· Placing joints

· Selecting joints

· Navigating joint hierarchies

· Moving joint pivot points

· Joint limits

· Local rotation axes 

· Freezing transforms

· Are based on view port where skeleton is built

· How to rotate the local axes

· Connecting/removing/re-rooting joints

· IK handles

(Set IK on a leg)

· Rotate Plane vs. Single Chain

· Setting preferred angles on joints

· Parenting geometry to joints

· Skinning 

· What is it?

· Rigid bind vs. Smooth bind

· Constraints

· Point/Orient/Pole Vector

· Centering objects using Point constraints

Making Mack

1. Build a skeleton

2. Add IK and test

3. “Bind” Geometry

4. Constrain – Build hierarchy of constraints

5. Test, and alter as necessary (pivot points, constraint placement, etc)

-Test examples:

· Walk (2 steps)

· Head turn

· Bow

· Point

