VRChatT7/\2—[ZConstraint?)
ki (Z ) 2R ET HFIEE

HIESE

Bk Z 7 N\ A—(CRRETEEE T YR NTI2H D iEMMNENSFinallK(HH) E2FES
M. UnityDIZHEEEIZH DIE A EN L L Constraint (B ZFESHD EL LM IZHY
F9,

BV AETIERIgidbodyAHYET M, CHIIERFBEPT—ILFNEZETEASHA XL
TLEWET, MICHIBEMTIH AL AETT A, DynamicBoneZE % (Xl =&k 5%C
XTEFET . ELBEDHIEITEEEA,

% [E (X ConstraintZ{E > 1=tk I DR E A EIC DWW TEHRBELET .
BEEPDHELWVAEBRLGEXHDYEREA, T EESLY,

BRTE K

T INB— O FE ~Unity~D A > —
BRTHESINESIHERD T/ FI—EDLLTLIEELY,
HumanoidRigIZEEA#RAF B 51=O LM HZ BRIES-HDFTI—HR—UHNRBET
T, LG A [EBlenderE T7 /A 2—(TEB ML TS,

SR B OD ZE i

B EA S —R— OBEM FEEAREITTIEENEVEIEITHYET,
TEDEBRDELIICHRELTHVEET,
KPDZHEDATI—R—2 SAEICH LD T HHEREI T,




Hierarchy TR E 9 57 /\2—DArmature I~ L T DHEEZE- TS,
ZREED THADNIEEABLDTEREHYEE A,

Ay | = A SR L

OSpiderLeg
FOUpperLeg-Toe

| LOAImKnee

L OHumanConstraint

SpiderlLeg

ANYPIITDODELDNEDTREIIDEHYFELE A,
EDRENEDHIHBELTOSN DY OTVRATNICLTEEELLD,

UpperLeg-Toe
Bk DR TEREDEZRENSRB D DUEZRENHT-HDELDTT,

PositionConstraintZ B 1 L TSources| Z#1 %% il (D 48 7t “HumanConstraintZ B 0L %

- f*l'\ S
@ Inspector | iz
o UpperLeg-Toe || Static =
Tag | Untagged +| Layer | Default =
¥ .~ Transform a3
Position M -0.3127814 ¥ -0.1033678 Z 0.6300184
Rotation X0 Y0 Z0
Scale X1 |1 Z\1
v t¥ ¥ Position Constraint Q& = %
[ Activate “ Zero J
Is Active [
Weight O (1
Constraint Settings
Lock [
Position At Rest X|(-0.312782 Y |-0.2596177 Z0.6587251
Position Offset %0 Y0 Z0
Freeze Position Axes X [ ¥ [ Z
Sources
— . LegsFront.L (Transform) | |1
— | AL FootCaonstraint (Transform) @1
+ -
Add Component
AimKnee

BB DKHEIZH -5 R—2 DRKARZRDD=HDEDTY,
BRI ORERCERICEEE T VN RDEETHALEY .

HumanConstraint

SR — U DEERESHE TN IXVHICERT 5-HDELDTT,
BRI D DOERE D ERCEZRICEESET,



ParentConstraint# &L TFreezePositionAxesD F v I&XEZEEFANE T,
FreezeRotationAxesD Fx v (F&THLET,
SourcesIZAI—R—2 D RKELEN LB EFE TEHipsh—2FEBMLET,

=& ICActivaterR2 Z L THIEL TS,

PositionConstraintziE il L TFreezePositionAxesDF v oIEYEIFANE T,
SourcesIZH S—R—> D B H EHipsR—2 % BMLET

F#(ZActivaterh 3L TEMIEL TS,

Static ¥

Tag [Untagged ¢ layer (Defawr ]

Sources

= | L LowerLeg.L (Transform)
= | A Foot.L (Transform)
= | A Hips (Transform)

Sources

= IIE: ¥ ITriannrmi I (=]

||||||||| =Tl




IR DER TE
UpperLeg-Toe® PositionConstraintZzActivaterh 2> 2 L TH L L TS
AimKneeD i EZ Mk DR ERI CALE IR B S TS,

125 B 0D 4R 7T [ZAimConstraintZ B /L T Sources|Z # i L7zAimKneeZ B ML E T,

B9k B D BR &R 43 [IZAimConstraintZ 1B il L TSources|Z #£ i L f~=HumanConstraintz 18
mLEY,

=14 - H > ~ hy
Z ™ 7 - \

FERBAESR

U—UFEBAELTHYI—R—2Z8M L THTIEEL,
BN RRGREREZ ST IESLTHIHEMBIEHYFEE A,

VRChatlZTH M E THTHEAEN LGNV FERLET,
HOBENKUZALTHELEWMEE TR PITEBIML TUL=Hipsth—2 O MIEZ 1B
SEHFYREMNSHLTH TS,

EEA LGN FHSEHIOBAEEEHR T T,

Constraint X EZRZF TEMNLLLEH->TLES=6...

ERZECUHZTIERGTREETEERL TS,
EEGREICRLEVGRIEINOPYEL TS,

~ 4=

REDEOICKREEZRNLOEET DEEIX. BT Is ActiveDF Ty IEHNLTMBITOT
<f2ELy,
LY EREMNEDOOI-EICActivate R2UZ L THIMEL TEELY,

ZILEBLEINSEE LD ?

AETEAFKESHEREENSRBBROMEEZRFENCEIYHLTZOHRERA A
BAMEROTNET  ELTRBELZREROAIZAITT, SAKLEEEREDNDANE
[FTLEY,

ZLTRENAGEEASET .. GENDBR LNYZEIMZSHKLSIZL T, HumanoidRig
MASFFI—R—U ERER T TLSEIT T,

=EIZ
WA BEAETLE,
SHTHALNBEHLTNINERDEL 2 MELIEBDE. FinalKESEIH LT
ALTHSICERBICEEABE LN EaMLEEE L,

EHlER-WOMEEFELTZEND s KIANMLTARIIZVET,



EWVEAZEERB(ZLES20E)
https://twitter.com/nizyou2

BHERE

2021/09/22 20:34
HumanConstraint® s8R Z{&1E .

2021/07/01 23:37

UpperLeg-ToeD D FEEIEE LA MILDIEFZEE,
DEEDMUEBIEDOEFEDHR—2 TIFEAEICLERZIZE L f=HumanConstraintmh 5B #EL
UL EAImConstraint &N TLES =0,



	VRChatでアバターにConstraintの​蜘蛛脚（多脚）を設定する手順書 
	前書き 
	設定方法 
	アバターの用意～Unityへのインポート 
	蜘蛛脚の準備 
	SpiderLeg 
	UpperLeg-Toe 
	AimKnee 
	HumanConstraint 

	蜘蛛脚の設定 
	確認作業 
	Constraintの設定途中でおかしくなってしまったら… 
	そもそもどういう挙動なの？ 
	最後に 
	更新履歴 


