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NHCTpyKuUma 1.

icmonb3oBaHMe mute Ha nucleus

1. BbigpenaeM gBa napaniesibHbIX
N 0>Ka

3To OBa 3naXa (edges) Ha reomeTpun, KoTopble ByayT NCMONb30BaTbCA Kak 6ba3a aonsa rivet-a.
OHW JOJKHbI BbITb COCEAHMMUN U NleXKaTb Ha OAHOM y4acTKe NMOBEePXHOCTU (HanpuMmep, pSAoM Ha

KOXKe, TKaHW, BoJiocax).
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2. Acnonb3yeMm cnepyrowmm CKpunT
ona rivet

// Copyright (C) 2000-2001 Michael Bazhutkin - Copyright (C) 2000 studio Klassika
// www.geocites.com/bazhutkin

// bazhutkin@mail.ru

//

// Rivet (button) 1.0
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// Script File

// MODIFY THIS AT YOUR OWN RISK

//

// Creation Date: April 13, 2001

//

//

// Description:

//0Use "Rivet" to constrain locator to polygon or NURBS surfaces
//[0Select two edges on polygon object

//0or select one point on NURBS surface and call rivet

//0Parent your rivets and buttons to this locator

global proc string rivet ( )

{

string $nameObject;

string $namePOQSI;

string $parts[];

string $list[] = "~ filterExpand -sm 32°;
int $size = size($list);

if ($size > 0)

{

gif ($size '= 2)

O{0error("No two edges selected");
O0Oreturn "";

0}

Otokenize($list[0O],".",$parts);
O$nameObject = $parts[O];
Jtokenize($list[0],"[]1",$parts);
Ofloat $el = $parts[1l];
Otokenize($list[1],"[1",$parts);
Ofloat $e2 = $parts[l];

Ostring $nameCFME1l = “createNode curveFromMeshEdge -n "rivetCurveFromMeshEdgel"";
O0setAttr ".ihi" 1;

(0setAttr ".ei[0]" $el;

Ostring $nameCFME2 = "createNode curveFromMeshEdge -n "rivetCurveFromMeshEdge2"";

O0setAttr ".ihi" 1;



O0setAttr ".ei[0]" $e2;

Ostring $nameLoft = “createNode loft

O0setAttr -s 2 ".ic";
O0setAttr ".u" yes;
O0setAttr ".rsn" yes;

O$nameP0SI = “createNode pointOnSurfaceInfo -n

O0setAttr ".turnOnPercentage" 1;
O0setAttr ".parameterU" 0.5;
O0setAttr ".parameterV" 0.5;

JconnectAttr -f ($nameLoft + ".o0s")

(JconnectAttr ($nameCFMELl + ".oc") ($nameLoft +
(JconnectAttr ($nameCFME2 + ".oc") ($nameLoft +

($nameP0OSI

-n "rivetLoftl"";

"rivetPointOnSurfaceInfol"";

+Mist);
“.ic[0]");
".ic[1]");

JconnectAttr ($nameObject + ".w") ($nameCFME1l + ".im");

(JconnectAttr ($nameObject + ".w") ($nameCFME2 + ".im");

}

else
{0$list = "filterExpand -sm 41" ;

O$size = size($list);

0if ($size > 0)

0{

O0if ($size != 1)

J0{0error("No one point selected");
O00return "";

a0}
O0tokenize($list[0],".",$parts);
O0$nameObject = $parts[0];
O0tokenize($list[0],"[1",$parts);
O0float $u = $parts[1l];

O0float $v = $parts[2];

J0$nameP0SI = “createNode pointOnSurfaceInfo

O000setAttr ".turnOnPercentage" 0;
OO00setAttr ".parameterU" $u;
O000setAttr ".parameterV" $v;

OdconnectAttr -f ($nameObject + ".ws")

0}

[else

O{0error("No edges or point selected");

-n "rivetPointOnSurfaceInfol";

($nameP0SI + ".is");



Ofdreturn "";

0}
}

string $namelLocator = “createNode transform -n "rivetl"’;

createNode locator -n ($nameLocator + "Shape") -p $namelLocator;

string $nameAC = “createNode aimConstraint -p $nameLocator -n ($nameLocator +
" rivetAimConstraintl")";

OsetAttr ".tg[O].tw" 1;

OsetAttr ".a" -type "double3" 0 1 0;
OsetAttr ".u" -type "double3" 0 0 1;
[setAttr -k off ".v";

(OsetAttr -k off ".tx";

OsetAttr -k off ".ty";

[setAttr -k off ".tz";

OsetAttr -k off ".rx";

OsetAttr -k off ".ry";

[setAttr -k off ".rz";

OsetAttr -k off ".sx";

OsetAttr -k off ".sy";

[setAttr -k off ".sz";

connectAttr ($namePOSI + ".position") ($namelLocator + ".translate");
connectAttr ($namePOSI + ".n") ($nameAC + ".tg[O].tt");
connectAttr ($namePOSI + ".tv") ($nameAC + ".wu");

connectAttr ($nameAC + ".crx") ($nameLocator + ".rx");

connectAttr ($nameAC + ".cry") ($nameLocator + ".ry");

connectAttr ($nameAC + ".crz") ($nameLocator + ".rz");

select -r $namelLocator;

return ($namelLocator);

rivet;

([0 CKpUHLWIOT:
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3. MNepenMmeHoBbLIBaeM rivet B
Translater

YT06bI B ByOyLLEM NCMOJIb30BaTh €ro Kak gpanBep TpaHCcopMa, HY)KHO AaTb MOHATHOE UMS:

rivetl — Translater (MNW rivet translate ctrl, rivet driver , n T.n.)

([0 CKpUHLWIOT:
iy OUTPUT_GRP

translater_rivet

(@) defaultLightset

4. Boipensaem Translater rivet m
o0BbeKT

CHa4vana BblbupaeM rivet ,K KOTOPOMY [0JIXKEH MNPUBA3aTLCSH 00BEKT.

A NOTOM reoMeTputo NN 06 bLEKT KOTOPbLIA Mbl XOTUM MePEMELLATb.
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5. Bbioupaem Constraint —» Parent

Rigging meHto = Constraint — Parent Constraint

[I] OTKpblBaeM OKHO OMUMNNA:
Rigging > Constraint > Parent (C KOpobo4yKoW cnpaBa OT Ha3BaHUSA)

1] CKpUMHLUOT:
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TUME_GRP

O4yeHb BaXHoO!

CHMMaeM v Maintain Offset, 4TOObl 0OBEKT TOYHO
crnenoBan ABMXKEHUIO Translater, @ HE COXPaHA CBOE
CMELLUEHHOE MOJIOXKEHME.

XMém apply

6. 3anyckaeM CUMynAaUuuUIo
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Bcé rotoBo! Tenepb Translater (rivet) oBuraeTca BMecTe C MOBEPXHOCTbLIO, @ MPUBSA3AHHbIN
06BHEKT TOYHO CrieayeT 3a HAM — MOXKHO 3amnyCckKaTb CUMYNAUNIO.



NHCTpyKUNA 2.

Ucnonb3oBaHue pedopmMmepos

CLUSTER

Cluster — o210 nedopmMep, KOTOPbIN MNO3BOJIAET YNPaBaATb
BblOpaHHbLIMN BepTekcaMu n obvekTamMun (nnm CV) obbekTa 4yepes
TpaHCOopM-HOLY, KaK By4TO 3TO KOHTpo/Iep.

O4eHb yaobHO, eCnin HY>XKHO:

e YOpaTb HE HY)XHbIN 3/IEMEHT 13 NOA KaMepbl
e AHMMKUPOBATL BbIOPaAHHbIE TOUYKM ONA YCUIIEeHNS 3P eKTa CUMYIALNN
e PepakTupoBaHMa ohceTa reomeTpun Apyr ¢ 4PYrom

1. BbipensaeM Hy>)XHble TOYKM Ha geo

B pexxume Vertex (F9 mnm MNKM — Vertex), Bbigenn 0aHY UM HECKOJIbKO BEPLUMH Ha reoMeTpun,
3a KOTOpble Tbl X04ellb TAHYTb UM KPennTb 00beKT.
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2. Cozpaem Cluster
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3. Tenepb MO>XXHO aKTUBUpPOBaTb pivot
cluster, HaxxaB W U CABUHYTb TO4YKM
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OUTPUTS

clusteri

Envelope

HDanee B -10 Kagpe Bkto4YaeMm clusters 1

DELTA MUSH

Delta Mush — 3To nedopmep, KOTOpLI NJIABHO pa3rjaa>kuBaeT gedopMaumnm, COXpaHaa npu
3TOM (pOpMy OpPUrMHasIbLHOroO MeLla.
OH OT/INYHO NOMOraeT, Koraa:

e MeLl Nnocne CUMYNAUNN/CKUHHUHIa/6NeHaWwennoB BbIrNSaUT YyraoBaTo Uan AEPraHo;
e HY)KHO CraagmuTb ">XECTKUK" pesynbTaT CUMYISALNN;
e HY>XHO "NMOo4YMHUTL" apTedakTbl nocie Henoskoro blendShape nnn skinCluster.
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1. Bbigenun reoMeTpuio, K KOTOpOM
Xo4yelwb NMPUMEHUTDb Crila>kuBaHume

3TO MOXeT ObITh:

CUMynMpyemas TKaHb;
pe3synbTaT blendShape;

CKUHWHI C NJIOXUMW BecaMu;

NNV ga)ke NpocTo aHMMUPOBAHHAA reo.

2. HazHa4yb Ha reomeTpuio DeltaMush

deltaMush

2.1 HacTpouM napaMeTpbl:

MapameTp YT1o penaer
Smoothing Iterations Kon-Bo Crina)kmeatoLLmMx NpoXonoB (pekoMeHayeTcs
10-30)
Smoothing Step Hackonbko cnnbHo crnaxkmsaTb (0.5-1.0 — HopM)
Pin Border Vertices 3aKpenuTb rpaHUYHbIe TOYKK, YTOObLI OHM HE CnoJi3anu

Envelope MacwTab BansHUS (KakK y Bcex fedopMepoB)
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3.Kpacum Bec DeltaMush

HaBooum Ha reomeTpuio Ha KOTOPOW Ha3HavyeH gedopmep
Yepe3 npaByto KHOMKY Bblbnpaem paint ->DeltaMush
BblkpallmBaeM cHa4asla Bec B 0 Mo BCen reomMeTpumn

4acTb reomeTpumn B 1

[ ]
X
)
o
o
s
=<
I
<
X

HYI HaM

a

BLANDSHAPE K2

Blandshape — 310 pedopmep B Maya, KOTOpbIN
NO3BOJISET NJIAaBHO CMeLwwuBaTh (POPMy OAHOro MeLla B A pyrom.

PaboTaeT Ha OCHOBE MHAEKCOB BEPLUMUH, TO €CTb:

«BOT MCXOAOHbIA MeLl, BOT uenesas cbopMma — ABUra Beprekcbl ot A K B».

Llar 1: NMoarotoBka o6beKkToB

1. Boibepun 06bEKT, KOTOPbLIN 3TOT 00bEKT CTaHeT UCTOYHMKOM Blend Shape (Source Object).
2. Bbibepn 06beEKT Ha KOTOPbLIN Ha3Ha4vaelb blandshape. 2ToT 6yaeT CAy>XUTb LENbIO
nedopmaynn (Target Object).
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pSphere_geo_input

LLlar 2: Co3naHune Blend Shape

1. B meHto BbibepuTe:
e Deform - Blend Shape [ (c onuusamn).
2. B oTkpbiBLLEMCA OKHEe HacTpoek Blend Shape:
e Y6eanTechb, 4To oTMeydeHbl onuum "World" n "Check Topology".
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ar 3: lNpoBepka co34aHHOrIo0
Blend Shape

1. Boigenute Target Object.

2. OTkponTe naHesb aTpnbyTos (Attribute Editor).

3. Hanaute Bknagky blendShape, y6eauntecn, 410 Blend Shape co3naH n otobparkaeTtcs
KOPPEKTHO.
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LLlar 4: lNoaoroTtoBka K nokpacke
BecoB (Weight Painting)

1. KnnkHNTe npaBon KHOMNKOW MbiwK Ha Target Object.
2. B KOHTEKCTHOM MeHto BbibepuTe MyHKT:
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e Paint -» BlendShape - (HazBaHue co3paHHoro blendShape) —» baseWeights

1 untitied untitled -~ pSphere.
aM|eocTaC

€@ 0500y

NMPABASA
KHONKA
- MblLIN

Paint Setect

LLlar 5: Nokpacka BecoB

Ncnonb3ys KUCTb, okpacbTe Heobxoanmblie 0b61acTu Mogenun, perynnmpys cteneHo
BAMAHMA BlendShape Ha BbibpaHHble y4aCTKW.

B QTG C - nouwesume

cOon -
. e

blendshape]
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NHCTpYyKUKMA 3

Co3paHue n nokpacka
BLANDSHAPE

Llar 1: NMoarotoBka o6beKkToB

1. Bbibepun 06beEKT, KOTOPbIN 3TOT 06bEKT CTaHeT UCTo4HMKOM Blend Shape (Source Object).
2. Bbibepun 06bEKT Ha KOTOPLIN Ha3Havaewb blandshape. 3ToT ByaeT CNyXuTb LEeNbo
nedopmaumnm (Target Object).

Renderer  Panels

.....
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LLlar 2: Co3naHune Blend Shape

1. B meHio BbibepuTe:
e Deform - Blend Shape O (c onuunsamn).

2. B oTKpbIiBLLEMCA OKHE HacTpoek Blend Shape:
e YoeanTechb, 4To oTMeydeHbl onuum "World" n "Check Topology".
e Haxmnte KHOMKy Create.

M File Edit Cre Select  Modify Displa;
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§  Hide Intermediate Objects
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LLlar 3: lNpoBepka co34aHHOI0
Blend Shape

1. Boigenute Target Object.

2. OTkponTe naHesnb aTpnbyTos (Attribute Editor).

3. Hanaute Bknagky blendShape, ybeauntecn, 4to Blend Shape co3aoaH n otobparkaeTcs
KOPPEKTHO.
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LLlar 4: lNoaoroTtoBka K nokpacke
BecoB (Weight Painting)

1. KnnkHNTe npaBon KHOMNKOW MbiwK Ha Target Object.
2. B KOHTEKCTHOM MeHto BbibepuTe MyHKT:
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LLlar 5: Nokpacka BecoB

Ncnonb3ys KUCTb, okpacbTe Heobxoanmblie 0b61acTu Mogenun, perynnmpys cteneHo
BAMAHMA BlendShape Ha BbibpaHHble y4aCTKW.
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