IK arm setup with 3dsmax5

Ok guys, here is a setup of a arm, done with 3dsmax5, and inspired from IKJoe, the Daniel Martinez Lara setup. It has ergonomic
and easy controls, and at the end, a better forearm setup for the wrist.

The hand is simply made with five chains of four bones. FK stay the best method for animate fingers (you can use AniPose script, or
wiring to have nice movements), so no solver.

ml) Bones chains.

Nothing special here, In the left view, create the arm chains with B_Coll, B_Arm, B_ForeArm, and B_ForeArm_End. Put an IKHI
solver (between B_Arm and B_ForeArm_End), and create a point helper (name it IKsw_Arm) behind the arm. Attribute this point
helper as Swivel Angle for the arm HI solver.

Create now the five chains for the fingers (I won't name them all hey !!), and let these chains without solver.

m 2) helpers.

Ok, let's create the helper !
Create a circle at the end of a
segment (like a pin), make it one
editable spline, place it like on the
screen beside, and center its pivot -
with the B_Arm one. This will be H_BrasRota_Dr
the control for the orientation of T )
the arm ,-). Name it H_Arm_Rota : 3 IK_Bras_Dr

Create at least the hand helpers, :_ ) ) \ :' . o " H_Main_Dr
which will be all centered on the . .
arm IK goal : o | W — H_dummyMain_Dr

H_attachMain_Dr
- A point helper named
H_AttachHand
- A dummy named
H_dummyHand
- A circle (spline) named H_Hand.
This is with him you will
move/rotate the hand !

m 3) links.

Ok, time to do a few links
between all these stuffs !
Do it like this :

- IKsw_Arm --> H_Arm_Rota --> B_Coll (lock the movements of H_ArmRota)
- IK_Arm --> H_DummyHand --> H_Hand

Then select the first bone of each hand chain, and link them on H_attachHand.
Select H_attachHand, and constrain its position on these of B_Arm_end and its orientation on these of H_Hand.

Now all should work nicely.
m 4) A bit further with the wrist!

One of the common problem with such a setup is that the hand rotation cause a break on the wrist mesh, between forearm and hand
bones.

So, we will modify the forearm to get a nice progressive rotation of the forearm. Indeed, your real arm is made of two long bones,
making the arm turning along.

Start selecting B_ForeArm and edit it to make it really fine, like the screen beside. This
bone is now here just for the IK.

Create a chain of four bones like beside.
You have now to create a progressive rotation between these bones. We will use wiring to
set the rotation of each one the half of the previous bone. Name the new bones
B_ArmTwist_01_Dr (beside the hand), B_ArmTwist_02_Dr, B_ArmTwist _03_Dr, et
B_ArmTwist_04_Dr.

Select these four bones, and unlink them (Unlink Selection). Center them along the

B_ForeArm, and link them to. Now these four bones follow the arm while moving H_Hand.
For each one, into Link Info panel, lock their movements on x,y,z and their rotation on y,z.

Ok, time for a wiring party now ... il Parameter Wiring #1 —lol =il



ele B A 0 D g
Paramete a O Rotatio
0 B A 0 D e a

otatio
De eB A 0 Dr a a
d do ente Rotatio

e e econd bone
otation o e one
0 a epea operatio 0

plier doing 0 e e

0 e een beside to see

A O e pone O
progre e rotatio 0 e forea
differe anato artoo oma
e O a etup differe a
be een bone

O a ate @ e

gge O oOp a O A
O e and e O A
0 e otatio of B_A

_ B AT vzt 03 Dy

otatio — o B fuen Tzt _04_De
0 Rotatio — ] Transformn : PostionFotatonS cale £
+ [[F] Posibion : Posdon =
= Rotabon @ Euler 257
and 0 e = e
s
expre 0 oY Botats ezier Floa
[ Aotaton B.z:.rFIo_t
otate e a [F=1Z Rotation : Bezier Float —
[ Scale : Bener Scale
+ == Object [Bone] contiol
er bones, 0 . B_AmmT wizl_03_Di REEY
d 0a do =. arveloim & Pasitior R okabonS cals
| Fasition ; Passson =72

] Rotaton: Exler X2
1]
P

[F=1 Rotation : Bezier Float

Wiorld

~o B_AumTwast_04_Dr
[E] Transtoom : Posshon/R olastion/Scale
+ [f+#] Prositaan - Position 2.2
= =] Rolation : Eubar 2
|
(£ Riolation : Beaes Floal
]2 Riotation : Bexes Flost
[ Scae : Bener Scals
+ == Obyect [Bone]
e B_AumT waizt_03 D
= i!’?__jqun:fu'n Paphor/ R olatiorsS cale
+ i{i‘-"l-"m.h:m Posiion =T
[EZ] Riotation : Euler xvE
|
=] Rotation : Beaies Flost

DoNne O =] Aotatioe: Bezier Float [ Z Riclation : Bezwed Floal
ong a fie] Scale: Baziar Scals [ Scae : Bexer Scals
0 O otatio + o Object [Bone) + == Object [Bone]
= = B_AmnTwast_02_Di = o= B_sumT wast_02_ D
= ] Teanclom : Postion/Hetation/Scale = [liz] Tranzionm : Posion/Holation/Scale
| Pegition : Pasticn X2 [FF] Pastion : Pesition X2
— [iC] Rotation  Euler A = [i2] Riotation : Euller Y2
[F=1Y" Riotabon : Bezier Float =] Y Riotation : Bexnes Flos
=12 Rotation: Bezier Float -] £ Rotation : Beaies Float
] Scale : Bazier Scals [l Scale : Bazes Scale
+ oo Dbject [Bone]
— B_ﬁl.‘th‘.lf!_':i_D.‘ = E!_.-fl.:m'w.'.;l_l'_l'l_l}l
[ike] Tranefourmn - Position/Hotabon/Scala [fie] Trarssfonm : PosshonR olation.S cale
&[] Pogition | Posaon X2 + [ Posiscn & Position A2
- ~ [fE] Rotation : Euler X
+ [ +
[F=]'¥" Alotation : Bezier Float =] Riolation : Bezet Floal
[F=12 Rotation: Bezier Float =] Rotstion ; EBezies Flost
[fe]] Scale - Bezier Scale [ Scale : Beaes Scale
+ - Object [Bone) + = Dbject [Bone]
Update
Expueszice foe B_femTwert 03_Dv's = Rotation Discornsel Exprazzaon lod X_Rotation
*_Rotation =] _Rotation? B
atio
MR |:oi Parameter Wiring #1 = |
bute i et i B ArnTwast_01_D4
D ;:. ﬂ Sidas = o B A Twast 00 _Du
o | Angle PO = [fiz] Teanzform : Posibon/Riotation/Scy
i Rades + [F=5] Posttion : Postion =2
= == Custom_Allnbules e = [[Z] Rotaon : Evler X2
@] =7
= IR (A -
— [F=] ¥ Fotation : Bexer Flost
[F=]Z Rotation © Bezier Flost
coniral [ Scals - Bener Scale + Flash Fropertias
ERI + o Object [Bone] : Benan
4 nhaipolation
Updzte - e
Eprezsion for Foretum_ R olation Detconnect Expeezsion for B_AmnTwast 01_Dr's Radus 250Mem =

¥_Riotshon

#._Rotation

Foarfam_Fctabon

B - Cusshoem Altibabes

Feaediem Rotalion

-




