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Lay in the proper number of bones, | made 9,
Skeleton>Joint Tool. The proper # is a subjective
" amount but none of your setups will need more
then 10-12. When creating your joints hold the x key
(snap to grid) so your bones will stay aligned and on track.
Create the bones from the front view do NOT create from
the perspective view as it will create the joints through
space as determined by the selected view. What does
that mean? Well don’t create these joints in a perspective
view. Another reason to snap to grid (x key while creating
joints) is it will allow you to easily spread your bones
evenly along the spring (important!!!).

Create the actual “spring” that will go on the
bones. This spring is a mesh created as per
your concept designs. The bottom of the mesh
must begin level with the center of the bottom
joint and the top edge must stop at the level of
the top joint. Now that you have the mesh
created for the spring, hide it or place into a
layer and turn off the visibility, or template the
layer... you get the idea.
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Ok, now that we have the joints to our spring and the
mesh which will be the spring. Remember bones
(joints) are not visible, nor will they render. We need
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to add some controls to our joints.” This is by creating R =
an IK Spline, Skeleton>IK Spline Handle Tool and R Sofe Fandie Tou FRsca|| v
choose its options ( [ ], next to name). it

Make your settings match these to the right. ‘ ' I o s i

Simply click Reset Tool button in the top right 8

and your settings will be optimal for this project. g e
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Now return to Skeleton>IK Spline Handle Tool and
select the function (not options).

Twist type: [ Linear =)
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‘ ! Now we need to create the IK Spline
handle. This is a straight forward
\ A process. Select the top most
parent joint (the one with the lowest number
after its name) and then click on the

“childmost” joint, the one with the highest
number.

When you click on the joints (see “b

above) it will create an IK handle on
the last selected joint.
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you hide your bones? If you haven't
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we’ll bring them back in a second.

This will make the bones (joints) invisible
but in that panel only. If you look to your
other panels (side, top, persp) you should
still be able to see your bones. Why must

noticed yet, it is near impossible to select
anything near your bones because it will
select the bones (joints) instead. So we
make the joints disappear, no worries as

Now that we have a IK Spline Handle
on the bone joints we need some
“way to control it. For this we need

~ to create a curve point and tell Maya
we want it to be used as a deformer. In
order to select the curve we need to get a
few things out of our way. So go to the Show
menu on the top of your panel and select
Show>Joints (it will remove the check from
next to it.)
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yellow dot to the top of the curve.

With the bones gone for now, select and
right-click on the curve which was created
“~when you used the IK Spline Handle Tool.

This curve is the guide for the curvature of the bones,
it is a sort of “goal object” for the arc of the bones.
You need to select Curve Point, left-click on the
curve and this will make a small yellow dot on the
line. Keep the mouse button down and slide this
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,cont.

i’Now that you have the point on the curve, slide it to the
® end of the curve. You can keep pushing pas the end of

the curve and it will stop at the end. This is a good way to make
sure the point is on the very tip of the curve.
Once the yellow dot is on the tip of the curve you can release
the left mouse button. So long as you dont accidently click
somewhere in the work panel, it should not go away.
curve which will, as mentioned, control the (‘4
joints. With the yellow dot still, ummm .

yellowing, go to Create Deformers>Point On Curve.

NOW, it is time to make the control for the

This will make that point the controller for the end
of the curve.

You'll notice that it has now created a Locator at
the point where your Curve Point (yellow dot). This
Locator will be used as a target for you to grab and
thus control the spring.

While the locator is still selected, Modify>Center
Pivot, this will move the control manipulator to the
center of the locator. If you don't it leaves the
manipulator at 0,0,0 while your object is off in space.

¢

Now with all things visible you should be able
to move the Locator around and make the
spring joints arc around. Often itis a practice
to create a Nurbs Circle, Create>Nurbs
Primitives>Circle, as a controller. Snap the
circle to the locator and

then select the locator
then select the nurbs
circle (give it a name, 1’ll
call mine springCON) and
select parent, (press th
p key or Edit>Parent.
Now move the springCO
around some and tada.

Return to the Show menu at the top o
your panel and re-check the Joints.

The spring mesh is not
yet attatched, nor is th
spring extension setup
That is in episode 2, ge
this done for now.




