Stretchy Spine Fix

· Finish your spine setup as per the handouts

· Turn off IK in the spine

· Turn BackStretch to hasNoEffect

· Duplicate the B1 joint chain

· Unparent the duplicated chain and everything that came along with it by dragging it away from the hierarchy

· Delete everything but the duplicated joints (eight joints in all)

· Rename the joints B1Proxy, B2Proxy, etc (from top to bottom, the duplicated B9 becomes B1Proxy)
· Double group each proxy joint

· Name each group something like: backProxyB1Pad1, backProxyB1Pad2, etc.

· Parent each …Pad1 (the top group) to the respective joint, start with the first one, which is B1Proxy and go down the line.  Don’t drag them off of the hierarchy or it messes up the translateX number

Example: backProxyB5Pad1 becomes child to the original B5 joint

**This is so that the proxy joints will represent the original joints for translateX, which has to do with the BackStretch equation which you will edit momentarily**

· Select the BackCurve and duplicate it.  Rename BackCurveProxy.

· BackCurveProxy becomes child to DoNotMove

· Select BackCurveProxy and type the MEL command arclen –ch 2


**This curve will represent the original curve**

Edit BackStretch expression:

B2.translateX = B2Proxy.translateX * (curveInfo1.arcLength / curveInfo2.arcLength );

B3.translateX = B3Proxy.translateX * (curveInfo1.arcLength / curveInfo2.arcLength );

B4.translateX = B4Proxy.translateX * (curveInfo1.arcLength / curveInfo2.arcLength );

B5.translateX = B5Proxy.translateX * (curveInfo1.arcLength / curveInfo2.arcLength );

B6.translateX = B6Proxy.translateX * (curveInfo1.arcLength / curveInfo2.arcLength );

B7.translateX = B7Proxy.translateX * (curveInfo1.arcLength / curveInfo2.arcLength );

B8.translateX = B8Proxy.translateX * (curveInfo1.arcLength / curveInfo2.arcLength );

Create expression MoveThis:

NeckCurve.scaleX = (abs ( 1 / DoNotMove.scaleX));

NeckCurve.scaleY = (abs ( 1 / DoNotMove.scaleY));

NeckCurve.scaleZ = (abs ( 1 / DoNotMove.scaleZ));

BackCurve.scaleX = (abs ( 1 / DoNotMove.scaleX));

BackCurve.scaleY = (abs ( 1 / DoNotMove.scaleY));

BackCurve.scaleZ = (abs ( 1 / DoNotMove.scaleZ));

HipsCurve.scaleX = (abs ( 1 / DoNotMove.scaleX));

HipsCurve.scaleY = (abs ( 1 / DoNotMove.scaleY));

HipsCurve.scaleZ = (abs ( 1 / DoNotMove.scaleZ));
//This expression compensates for the difference in scaling between the rig and the curves in the splineIK.  This will keep them scaling at the same rate.  The equation is y = 1/x, with y being the curves and x being the DoNotMove (the whole rig).

· Now you’re ready to scale.

· Select DoNotMove and scale to the size you want the rig to be.

· You should see the curves stay with the spine and everything should remain proportional.

· Once you have the rig the size you want it turn on the IK and return the BackStretch to Normal.

· The spine should still stretch and nothing wacky should have happened with the rig!
