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IK spine controls.
FK spine controls.
Realistic body movement with IK. (realistic hip motion)
Adjustable IK stretch.
Adjustable FK stretch.
Adjustable IK stretch value.
Adjustable FK stretch value.
IK - FK blending.
IK stretch - FK stretch blending.
Auto show hide IK and FK controls. (with show IK and FK controls same time option)

Body Features (image 8)

•
•
•
•
•
•
•
•
•
•

Independent motion attributes for each joint chain. (image 2)

Show hide control attributes. (all puppet controls) (image 3)

Show hide joints. (for each joint chain include IK and FK joints) (image 4)

Show hide mesh. (for each model part) (image 5)

Poly smooth attributes. (for each model part) (image 6)

Low resolution color attributes. (left, right and center) (image 7)

Configuration Features
•
•
•
•
•
•

52 morph target.
Visual controls.
Independent eye manipulation.

Head Features
•
•
•

Smart hierarchy under just one node. (image 1)

Scaleble.
True stretch (volume calculation) for all parts. (body, arms, legs)
Independent motion for each joint chain. (head, arms, legs)
Low resolution body parts for animation. (with adjustable colors)
IK and FK joint representation by lines. (arms, legs)
"Gimbal Lock Proof" main root.
"Gimbal Lock Proof" character root.
Custom UI can be developed for any purpose. (image 14, 15, 16)

General Features
•
•
•
•
•
•
•
•
•

Thank you for downloading Safak Oner’s “Rigging Demo” and
“White Paper”. This document will inform you on the rigging demo.
These features can be applied to any other character using by soStorm.

Foreword

Part One : Features, puppet controls, deformation etc.
Link : http://www.safakoner.com/11_showreel/soRigDemo.rar

42 MB | XviD avi | 720x576 | 03:20 | .rar
XviD video codec and Winrar required to watch these demos.

Demo Features

I have developed several tools for rigging pipeline. I call this one
“soStorm”. This group is just for rigging pipeline and it has 78 MEL
(Maya Embedded Language) based tools, environment file and custom
local Mel Server (soMelServer). The character has been rigged by soStorm.

About The soStorm

Below you can find the features in this demo.
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Realistic shoulder deformation.
Realistic forearm deformation.
FK arm controls.
IK arm control.
No flip IK setup.
Adjustable IK Stretch.
Adjustable FK Stretch.
Adjustable IK stretch value.
Adjustable FK stretch value.
IK - FK blending.
IK stretch - FK stretch blending.
IK and FK represent lines. (control by auto show hide)
Auto show hide IK and FK controls. (with show IK and FK controls same time option)
Strecthy fingers. (image 10)

Arm Features (image 9)

•
•
•
•
•
•
•
•
•
•
•
•
•
•

Full reverse foot control. (image 12)

FK leg controls.
IK leg control.
No flip IK setup.
Adjustable IK stretch.
Adjustable FK stretch.
Adjustable IK stretch value.
Adjustable FK stretch value.
IK - FK blending.
IK stretch - FK stretch blending.
IK and FK represent lines. (control by auto show hide)
Auto show hide IK and FK controls. (with show IK and FK controls same time option)
Extra controls for deformation.

Leg Features (image 11)

•
•
•
•
•
•
•
•
•
•
•
•
•
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soJbreak
soJconnect
soJorient
soJorientEnd
soJrename
soJrenameEnd
soSpineR
soArmR
soLegR
soFingerR
soGlobalcon
soFKcon
soIKcon
soAttrcon
soFacialcon
soLowRes
soCluster
soInfluence
soImplicit
soChannel
soAttrSp
soWtoL
soKeyc
soJbake
soPlacep
soPlacet
soProjectMan
soDesc
soXray
soWire
soDelSn
soAllInclude
soMelServer

2
2
6
2
2
2
8
12
13
4
2
6
5
6
11
7
7
2
1
37
52
1
15
3
1
1
32
5
1
1
1
1
2

Name Proc
Break joint for independent motion
Connect joint for independent motion
Orient Joint
Auto orient end joints in hierarchy
Rename joint chain
Auto rename end joints in hierarchy
Spine rig (include IK, FK, stretch etc.)
Arm rig (include IK, FK, stretch etc.)
Leg rig (include IK, FK, stretch etc.)
Finger rig
Global control (smart hierarchy)
FK control
IK control
Attribute control
Facial control
Low resolution for model
Cluster
Influence change
Implicit sphere with controls
Advanced channel control
Advancedattribute control
World to local
Key copier
Joint bake
Place to point
Transform placer
Project manager
Description
Advanced Xray
Advanced wireframe view
Delete selected node in channelbox
Required for soMelServer
Local MEL server

DescriptionUI W
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•

•
•

•
•

•
•

•
•
•
•
•
•
•
•
•
•
•

•
•

Proc : Number of procedure Several controls on custom UIUI : Work with more than one MEL fileW :

All MEL files I used for this demo are listed below. These are just for
rigging process. Other MEL files (modeling, animation, dynamic) are
not listed below.

MEL Features | Member of soStorm

I used various softwares for this demo.
Alias Maya 6.1
Autodesk Combustion 4.0
Adobe Photoshop CS2.0

Tools

Mr. Hayri Safak Oner
www.safakoner.com
safak@safakoner.com

Contact Information

s o S t o r m
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Screenshots

image 1
Smart hierarchy

image 2
Independent motion

image 3
Show hide controls

image 4
Show hide joints

image 5
Show hide mesh

image 6
Poly smooth attributes

image 7
Low res. color attributes

image 8
Body features

image 9
Arm features

image 10
Strecthy fingers

image 11
Leg features

image 12
Full reverse foot control

image 13
Puppet controls and low resolution model
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image 14
Custom UI for facial animation

image 15
Custom UI for wrist and finger animations
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image 16
Custom UI show hide option


