)\ ,J
Portfollo

Moriyama Seigo




Rigging



I RS - {EB8Y—/)L Maya
EnNY) 757 SIfEBSER 2024/2/20 SIEEAR 3 B

%

oz E-> 71248
EESFITOBID) X TRIMEFICHE TV ERW,
FELEMTHIBEN) X T2 LELE,

e -
AL EDBENLCE WD, BOAMA—IUNFEDISh 1Dtk < %
BRZRENR, EROBOMBHIMEII L H%2H LCHEALTEEZRELE L,




39« RFY>9—=FL/ AE86 Live e,

5 8% 1 - 7 4348
FYPD) X 7B BRLENT-OEELEL

{EsnziBA

AYMDEIEDI T D> -DAEBEPII L 2R AL L TELK DD,
YDLIREHETEIONEANEZYEZLLY L. ZRNICH=4EH

IZEOWT Joint 2B LE L. YRRV VRRFTY T

N FILOREE. Y7 b= v -#eed 88 L. BEVWEREATETT



ELWE (a—-FKYEFIL) S 49 15 410

Esn k- :?%ﬁ \
EEHET)X > I72BY LEBOERD—TT,

1‘Fmﬁ.ﬂﬂ
— R I ROTHRELE BB EBRT 50 THEFE LI LL,

h%mﬁwﬁ*#ﬁﬁm%01\$ X > THEMRBIE LWL IR ZAH TS LHTHETT,
BROMET*—FENHEICBAET 32> ba—-S—HEHELF L,



YF4EEDNY TEFI S 200118
S9N\

4
7
/
/

( (

\\
V\i .V

ERElE-> 1248
IJIL—THETY ¥> 7 2BY L EBD
ERT. VX2 ITnBER 2ZATWSRPICHEHELE L,

14 5 345 |

FREDIKFK 20 Y B A 21448 % 128,

HF#RoAKOaY ba—-S5S—TYYVYEATEETT,

2zxA4Y %)L joint ZAVWTEronRBAZ2EEELTVWET,




> - . {EAY—IL Maya
1) 2" 5 )L . BoxHuman GIPEBSHA 2024/4 BTH SI/EHARS 28

ERElE-> =824 o \ -
FoA—T 3 vOBETHERY FEFASE N> DTHEL E L e, N

£ Suzi A

CICHKBREICTSE2 2L THELE L,

BETIEHY FTHHEEELH S FHEVWRTIHLIERLTVWET, 5
WEFTEETEIZENTETWEDS>ELTWENSEFOREE o

=)L NS TEET SHEEL MO TIERE TS IR LE L, P =




Scripts



IKFKSwitch generetor

{EA=3E : mel

circle -name IKFKSwitch;

setAttr -e-keyable true |IKFKSwitch.IKFK_switch;

shadingNode -asUtility reverse -name IKFKswitch;

connectAttr -f IKFKSwitch. IKFK_switch IKFKswitch

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

. inputX;
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curve -name IKFKSwitch (thER)

lselect -r curveShape2 curveShape3 curveShape4 IKFKSwitch ;
parent -r -s ;

delete curvel curve2 curve3 ;

addAttr -In “arm_L_IKFK” -at double -min 0 -max | -dv | |IKFKSwitch;
setAttr -e-keyable true |IKFKSwitch.arm_L_IKFK;

addAttr -In ”arm_R_IKFK” -at double -min 0 -max | -dv | |IKFKSwitch;
setAttr -e-keyable true |IKFKSwitch.arm_R_IKFK;

addAttr -In ”leg_L_IKFK” -at double -min 0 -max | -dv | |IKFKSwitch;
lsetAttr -e-keyable true |IKFKSwitch. leg_L_IKFK;

addAttr -In ”leg_R_IKFK” -at double -min 0 -max | -dv | |IKFKSwitch;
lsetAttr -e-keyable true |IKFKSwitch. leg_R_IKFK;

ishadingNode -asUtility reverse -name armL_IKFKswitch;
shadingNode -asUtility reverse -name armR_IKFKswitch;
shadingNode -asUtility reverse -name legl_IKFKswitch;
shadingNode -asUtility reverse -name legR_IKFKswitch;

connectAttr -f IKFKSwitch.arm_L_IKFK armL_IKFKswitch. inputX;
connectAttr -f IKFKSwitch.arm_R_IKFK armR_IKFKswitch. inputX;
connectAttr —-f IKFKSwitch. leg_L_IKFK leglL_IKFKswitch. inputX;
connectAttr -f IKFKSwitch. leg R_IKFK legR_IKFKswitch. inputX;
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