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2D ANIMATION

m Asset Import
m Sprite Editor
m Rigging & IK

— Demonstration
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3D ANIMATION

m Supported Formats

m Forward & Inverse Demonstration

m Bone Constrains
. Rigging in Blende 2 Multi-Aim Constraint

DEF-spine.006 (Transform)

Source Objects

arget (Transform)

Constrained Axes
Min Limit

Max Limit
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ADDITIONAL RESOURCES

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

Source: [YouTube] MetaHuman: Andy Serkis Performance
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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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