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Biped Animation Blending By 3D Studio MAX Script
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# 1. Biped Blending Unit

Unit Blending Set
Head Head, Neck
Spine Spines
Pelvis Pelvis
Arm Clavicle, UpperArm, Forearm, Hand, Fingers
Leg Thigh, Calf, Foot, Toes
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 Pick & Blending
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