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W EYIMA1TE (Set Start Position)

WEF LA E (Set Rest Position)

I =k K (Delete Entire Hair System)

k% ph 2836 0 Hair JE 1% (Make Selected Curves Dynamic)
1Bk ih4: (Modify Curves)

IEREREYIR (Make Collide)
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CHrZhae) RliEEEE (Collide Strength)

fib4% )& 105 (Collision Properties Maps)

& Z&5MEB (Rest Length Scale Map Type / Rest Length Scale Map)
21758 (Paint Vertex Properties)
ZE S JE M (Paint Texture Properties)

Rl & fi# 5 (Bend Solver)

nCloth 7%} 2
221¢ (Caching)
£ & (Position)
fi B 53 (Position and Velocity)
B /1%IR4 (Dynamic State)
nCloth ikl £ 5
Transform (ZB4fe) 23
Component to Component (L cE|ZHI0) 41K
Point to Surface (5T ) LW
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Weld Adjacent Borders (X 4%ifi4) £k
Force Field (zh/13%) #K
Attract to Matching Mesh  (JEAAIERD) £
Tearable Surface (W[ #iR[i) LK
Disable Collision (il 2 %)
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Air (537
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Newton (4-iiji3z)
Radial (J8UH7)
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Uniform (%—3)
Vortex (iAJiEis)
Volume Axis (f&FR%5137)
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e f# nParticles
f1% nParticles
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FHRLT-iEs: B (Per-particle rotations)

filf 9% (Collision Ramps)

KM%k S (Surface Tension)

FHEE K/t (Viscosity Scale ramp)

FERLF TS )8 M (Output mesh per-vertex shading)

TH RIS RS SR (Velocity Per Vertex for motion blur)
UV &I 5 & (Uvw Per Vertex)

Ml (Collide Strength)

nParticle {13 H
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10.1 &F (1§

o HFFEMEAMS S BN

PR Sz
o (EREFMSIREETY)
THE X5 48 % i
B 1551
FEFCAE: 150, e, BHIR
44 K

10.2 Gtk (1@
AR
BN
AE3h 7157 HAA
MkZE 4% (Container)
&7t (VoxeD
o TYEJiE
o ENA
o UiAREEH
e AR EBhERS (Dynamically resize a fluid container)
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. H 3iE R
. P B B ) At
. Pl 21 e A R A
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+—. Maya Paint Effects [4 4]

45 Paint Effects E R

11.1 Paint Effects E#R (1 81)

Y ARE X

B RS fRAE S 3TIT
2 5E

ISR

YL
TED A b2
i E

46 Paint Effects SR S K zhE 45BN

11.2 Paint Effects Ef RS E LB R (1 8

VTR 2 fih

EESR AR FEA 2 S

HMIEE L

R

Paint Effects #4171

FH it e 2 i ZE A TR & B

LD, 7 (A

E fih 3 5 B

1) FH 0 T 2

EfSHILE

S HIE

RAEEME

BT 51 B % (New Leaf and Flower attributes)
¥ A A PH (Leaf Face Sun)
AEZEm F K FH (Flower Face Sun)
FHS% 771 (Sun Direction)

B TG BN F YR (Transfer All Strokes To New Object)

47 Maya Live

+=. Maya Live (1 &) [2 4]

Live ff) TAFiifE
LA EAM B E BT
MU BRER BT o
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s Live AR %, (hedkook )
s Tfi# Live FRUAANZY IE AT

+=. Maya ®IEHAK [6 5]
48 RixFXNEHAMERFSHM

13.1 RIEAEBAHEARESHM (18 (k)

JHIAS S 44 B AT X
Fak A E RN
JEVAS B A5 R
A EREE )
49 R
13.2 &®¥ (1@ kk)
Sin() sind() cos() cosd() asin() acos()
abs() pow() min() max() rand()

50 pyMEL

13.3 pyMEL (1 &) (k)

Y $% Python 164 # 1 =44 /F: Nuke, Houdini, Softimage XSI, Maya

SN MEL B JUA 5 Import maya.cmds as  mc/from maya.cmds import *
pyMEL 4nfi[$447 MEL #§4

OS A {4 iy B A FH VR ) 5 0 B
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