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	Fig 11.1: 
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	Head and tail should be the other way round in Fig 11.1

Correct Fig 11.1:  
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	266
	The seventh point reads: 

7. It’s time to add the IK constraint. Switch to Pose Mode.  Select the IK target bone, select the ankle bone while holding Shift, press Shift+Alt+C, and choose Inverse Kinematics from the third column.
	Should read: 
7. It’s time to add the IK constraint. Switch to Pose Mode.  Select the IK target bone, select the ankle bone while holding Shift, press Shift+Ctrl+C, and choose Inverse Kinematics from the third column.
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