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HI. Thanks for using my MEL script advance biped setup. Rgging a biped character is one the most
challengeable things in the 3D production pipeline. Sometimes people like to have all the fantastic
things in one rig and developing such a rig hierarchy will be one of the most challengeable things in
rigging process. When you see other applications like X3 and you see dynamic tail movement you ask
yourself why | can’t add this to my character rig, and when you see how easy it isin XS to create a rig
hierarchy for biped charactersthen you think “why there is not such option in Maya?”

Now here you have all the things you need for rigging a biped character in a Mel script. | should say that
it got me more than a year to develop and debug this script so | hope you enjoy working with it. It’s
based on Alias video tutorials for “hyper real character rigging” and “cartoony character rig” series. You
can have both sides of spectrum in one place :D

If you found any problem working with script and found a bug please email me at ali@cgfx3d.com .

I'll be happy if | receive mail from you for new scripts and ideas . Thanks




01 - Installation

The script isin an installation package. Run the setup.exe file and choose your proper Maya version. The
program will ask you if you want to install add in manager, choose yes, it’ll give you later ability for
online update of plugin. During the installation you must choose a shelf to add the script’sicon.

02- Hrst look at the script

m When you open Maya after installation and look in your chosen shelf you'll
see the script’s icon. Selecting this icon will open the character setu
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window. This window contains two separated section :

1- Biped setup section 2-Manual rigging section

Before opening any of these sectionslet’stake alook at the sectionsyou can see now from top to
bottom

1-  Setup dr(?p down Menu : vv.ith'this menu you’ll Advance Biped Setup BEx
choose different steps of rigging character by

the script and contains step by step order.

2- Mirror buttons : these two buttons will mirror
the place of your template helper system when
you are in first section.

3- Biped options section : this section contains
deferent options for setting your rig's
characteristics and needs of your character

4- Manual TD section : this section contains lots of deferent scripts and Maya’'s default tools
helping you to rig your characters faster and easier.

5- Helper drop down menu : lots of different controllers you may want to use in your rigging as
handles and attribute containers

03-3ep 1: setting your needs

Before you start rigging character by setup menu, you need to set your needs for the rig. If you
didn’t speak with your animators about character needs now is the time to speak with them
because you can’t change these settings after you start the process. There are lots of possibilities for
any biped character in modeling and because of that in rigging. For example a biped character may
have tail or wing or maybe long ears or some sort of sensor on his head. Even if it doesn’t have these
things the possibilities steel can be more than just one or two conditions. For example your
animators may like to have FKfor spine, or spline IK. You may need to rig a cartoony character with



stretchable different parts of body. And as | mentioned before you may like to have those nice

dynamic secondary motions you see in X9 rigs. For
setting these options you must open biped options
section.

In this section you have lots of deferent self explanatory
settings. Some of these settings are hidden by default
(normally you won’t have IKfor tail if you don’t have tail
at all :D ) and will be visible by choosing some of
options. The second part of the section has a dlider for
finger count in each hand. The IK/FK blend option and
Auto Shoulder settings will add more joint hierarchies in
your rig and make it more complex but will add nice
control for automatic movement on shoulder that can
be controlled by attribute and the IK/FK blend that most
of animators like to have. Be careful about using
dynamic tail and other dynamic abilities. They will force
animator to play animation frame by frame to see the
result of the animation and he won’t have the ability to
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see his movement in real time. You may need to add some proxy meshes to rig later on but you
need to understand the rig very well for doingit. So, if you really don’t need it don’t put it in rig. And
if you need it you can add it later on by manual td section or by hand after animation is done.

04 - Sep 2. Oeate helper replacement

Now that you have your settings it’s
time to start rigging your character.
Slect “Create Helper Replacement
System” from setup drop down menu.

After selecting the option, a helper
system will be developed and 2 other
windows will pop up:

1- olorize : this window will change
the color of helpers to better
separate then in view

2- (Change helper : this will change the
shape of the locators if you want

a Colorize

and prefer to use something like spheres for better understanding of bone replacement



If you want to change the shape of locators do it before changing the color so you can change the
color of these new helpers too. For this tutorial I'll leave them as it is and just change the colors.

Now it’s time to move, rotate and replace the helpers for proper place in your character. dust do
spine and one side of the body then use the mirror buttons to mirror the places to other side and
check the result in case that you have asymmetric mesh. Keep in mind that when you are using the
mirror buttons if you have something selected just the selection will be mirrored and if you unselect
all the things the whole system will be mirrored.

05 - Sep 3: Oeate skeleton from helpers

By choosing the second option in the setup menu
a new window will pop up. Depending on the
settings you have some of the diders maybe Bbody port counte
hidden.

The slider numbers are settings for each section’s
bone count so if you have 3 joints in fingers for
example you must set it to 4 (one joint for the
end of the chain). Then hit the “Create joints”
button. Keep in mind that there will be two
separate joint chains created on top of each
other we’ll see why they are there later.

After creating the joints you need to
orient them so, hit “Create orient
helpers” button. This will create some
locators around each joint in
hierarchy. The place and direction of
these locators indicate the positive Z
rotation for the joints. There is a
standard for this script: all the positive
Z directions must be front or top
depending on the bone chain (hands,
legs, spine front and tail, jaw, and eyes
top for example). If you need to
change the direction of positive Z you
need to drag select the bone you need
to change the direction and use Rot
Gui attribute on those bones to rotate the locator around the bone.




When you finished hit the “Finalize orientation” button and you’ll have colorize window again to
colorize the bones.

06 - Sep 4 : Hnalize Character

Now choose the third option in the setup menu and a new window will pop up. | &3 Finalize J@ES
From now on you will do different jobs from this window until you get the final
result :D so don’t close it.

The first thing you need is to write a name for your character let’s say it’s
Charlie. Then hit the “create IK system” and it’ll automatically create all 1Ks
depending on the settings you had for the character.







