Rigging outlines:

>  Every joint chain is a set of bones parented to each other.  Circles in a joint chain represent actual bones, while arrow-looking shapes are actual arrows indicating a direction from a parent to its child.

> Each bone can have only one parent.  Therefore, if you tried to parent something and notice that one of your existing joint chains starts missing a link, you probably reparented one of your bones from its parent to something else.

>  Originally create three separate joint chains (spine+neck+head, one arm, one leg).  You can connect them later by parenting them together in such as way, that the entire skeleton gets highlighted when you click on a root joint.  

>  Root joint (a parent of all the bones in your skeleton) needs to be positioned in the area slightly below a belly button of your character.

>  If you click on the root joint, you entire skeleton will turn green.  That does not mean that you have selected your entire skeleton.  If you go to Hypergraph>Hierarchy you'll see the the only joint selected is still just your root joint.  The reason the entire joint chain gets highlighted is because all of the bones get highlighted when you select their parent and root is everyone's parent.  In order to actually select the entire joint chain, select it's first bones (the whole joint chain will turn green) and go to Modify>Select Hierarchy.

> As a rule, you don't want to move your bones into position (unless it is a starting bone of your spine, arm or leg – a parent for that whole chain).  You can only rotate and scale, otherwise you local rotation axis will be broken.

> To make your bones thicker or thinner for viewing convenience, go to Display>Animation>Joint Size

>  To see local rotation axis, go to Display>Transform Display>Local Rotation Axis.  

>  Most likely, die to the curvature of your model, Maya will not get your local rotation axes correctly on the spine and the leg.

> To select and be able to modify your local rotation axes, switch to a component mode:
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> General rule is:  within each of your three separate joint chains (torso, arm, leg) your local rotation axes should be oriented the same way (X points from parent to child, Y and Z are pointing at a uniform direction).  

>  If you have a few local rotation axes that are pointing a different way from the majority of them, say, on the spine, the best way to rotate them using one of the following scripts:

rotate -r -os 90 0 0  will rotate your selected axis 90 degrees on the X axis

rotate -r -os 0 90 0 – on Y

rotate -r -os 0 0 90 – on Z

>  Make sure your bones are all named properly (after their function).  For arm and leg, make sure you put a prefix in front of its name.  If it's a left leg, it would be “L_”.  L_hip, L_knee, etc.  For right it's be “R_”.

> Do not create both arms and legs by hand.  Create one of each and duplicate it to the other side.  To do that, select your arm (or leg) and go to Skeleton>Mirror joint option box.  There make sure that “Mirror across” option is set to define a plane that separates the left side of your character from the right one, “Mirror Function” is set to behavior and “Search for:”  is set to L_ and “Replace with:” - to R_ if your are mirroring the left arm to create the right one.

> Once you mirrored your joints from one side to another, you'll see that local rotation axes of the newly created joints are flipped.  Leave them like that, don't try to change them.  

> The final skeleton should look like this:
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