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IKFKSwitch _generetor

//IKFKSwitch_generetor

circle —-name IKFKSwitch;

addAttr -In "IKFK_switch” -at double -min 0 -max | -dv | |IKFKSwitch;

setAttr -e-keyable true |IKFKSwitch. IKFK _switch;

shadingNode -asUtility reverse -name IKFKswitch;

connectAttr -f IKFKSwitch. IKFK_switch IKFKswitch

. inputX;
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IKFKSwitch_generetor ver.Human

//IKFKSwitch_generetor ver.Human = o
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circle —-name armL_IKFKSwitch;

addAttr -In ”IKFK_switch” -at double -min 0 -max | -dv | |armL_IKFKSwitch;

setAttr -e-keyable true [armL_IKFKSwitch. IKFK_switch; ) ° I\ *J {JF %Z%—""
Z 7 . 7 ' 0)1\;]:,1\&

el A} °
circle -name armR_IKFKSwitch; B'.l i’;ho) IKFKSW | fCh_Genere‘l'OI'
addAttr -In "IKFK_switch” -at double -min 0 -max | -dv | [armR_IKFKSwitch; X 2 (- 1] -
setAttr -e-keyable true |armR_IKFKSwitch. IKFK_switch; & = b L‘ Ai%m L‘
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circle —name legL_IKFKSwitch;
addAttr -In ”IKFK_switch” -at double -min 0 -max | -dv | |legL_IKFKSwitch;
setAttr -e-keyable true |legL_IKFKSwitch.IKFK_switch;
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circle -name |egR_IKFKSwitch; %ﬁ"'ﬂ' % e 70] — -7“ ¥y |} ,\*_Z

addAttr —In “IKFK_switch” -at double -min 0 -max | -dv | |legR_IKFKSwitch;

setAttr -e-keyable true |legR_IKFKSwitch. IKFK_switch; ) — |\7§\ 4 —)T—) i,& —5 n\
N 28 Dl b

shadingNode -asUtility reverse -name armL_IKFKswitch; % n% nz BY 0) AY (!s

shadingNode -asUtility reverse -name armR_IKFKswitch;

shadingNode -asUtility reverse -name legl_IKFKswitch; arml" R I egl" R z -2 5 S

shadingNode -asUtility reverse -name legR_IKFKswitch; ESIJ bq‘—) < J: —3 t:

connectAttr —f armL_IKFKSwitch. IKFK_switch armL_IKFKswitch. inputX; 7:': =) T (A i To
connectAttr —f armR_IKFKSwitch. IKFK_switch armR_IKFKswitch. inputX;
connectAttr -f legL_IKFKSwitch. IKFK_switch leglL_IKFKswitch. inputX;
connectAttr —f legR_IKFKSwitch. IKFK_switch legR_IKFKswitch. inputX;
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