2018/11/25 - Makehuman

Rigging is a pain in the butt. I've been looking at the easiest way to go about this. It looks like using a Makehuman model and importing it using mhx2 script,
documentation here, with the settings shown in the attached image gives me what (I think) | want.

The MHX body rig is actually pretty good, as far as | can tell. Beside there is a facial rig with pretty decent weighting, which should allow me to make pretty
good facial expression. I'm gonna have to test it some more. I'll be adding some screen shots. I'll also upload the blender file as soon as | have the rig
working.

It'll need some modifications. I'll have to create a better way to control the face. It's finicky at the moment.

The next challenge is going to be clothing. Makehuman clothing is not great, so I'll need to see what | can come up with.

| also need to test the Manuel Bastioni lab, issue with that is the developer has stopped the project. So it's not going to be improved on.

UPDATE:

Found this addon which allows using rigify with Manuel Bastioni lab. I'm still looking if there is a solution for having a face rig with Manuel Bastioni


https://www.google.com/url?q=https%3A%2F%2Fbitbucket.org%2FDiffeomorphic%2Fmhx2-makehuman-exchange%2Fdownloads%2F&sa=D&sntz=1&usg=AFQjCNGevPSYkoMULIJI7hMskFRe7vZx7Q
https://www.google.com/url?q=https%3A%2F%2Fthomasmakehuman.wordpress.com%2Fmhx2-documentation%2Fimport-into-blender%2F&sa=D&sntz=1&usg=AFQjCNGfLYyH8b1D7a5oENE9tNNUU3RYkA
http://www.google.com/url?q=http%3A%2F%2Fwww.manuelbastioni.com%2Fmanuellab.php&sa=D&sntz=1&usg=AFQjCNGymORYVe1Rif90C9hnEv2_SS1WcA
https://www.google.com/url?q=https%3A%2F%2Fblenderartists.org%2Ft%2Faddon-meta-rig-for-manuel-bastioni-lab-addon-for-an-addon%2F701022%2F10&sa=D&sntz=1&usg=AFQjCNG2dCMb0MI2Ol-JP8Fgn7u6gKOmwg
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