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2D ANIMATION
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TIMELINE AND ANIMATOR
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ADDITIONAL RESOURCES

m [Doc] Blender Rigify
m [Addon] Game Rig Tools !

Source [YouTube] MetaHuman: Andy Serkis Performance
[1ZHV] Introduction to Game Development © 2023, Tomas Polasek, Martin Cadik



https://www.youtube.com/watch?v=mkkWCmljMSA
https://docs.blender.org/manual/en/2.81/addons/rigging/rigify.html
https://cgdive.itch.io/game-rig-tools
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