Autodesk # [E[VAIEE 1R KN

Autodesk Maya = fa& FKIAUEE i AL

AR5 RR
EgE: 50 E
EiRHS[E: 180 %
IREFhE: BB SR

ERAR:

[ZiXFRs])

—. Maya &t

(4%) Maya I3 5&87% . - - . . . . .
(2%) BniEhl @M TA . - - oo

—. Maya Modeling Zf & H

(0-2%) Maya NURBS % . . . . . . . . . . ..
(4%)Maya ZIHTBRRE . . . . . . . L.

(0-2%) Advanced Modeling Workflow . . . . . . .
(2%) UV g . . . . . .« o oo

=. Maya Hypershade #74  Jlfi |t B

(10%) BAFRRAL . . . . . ...
(2%) MERGeE . . . . .. oo
( 2%) Utilities TE . . . . . . . . . . . . . ..

Y. Maya Randering 47 )t:7e Jufbibh

C6%) T - - - - - o ..o
C4%) Maya fFyESds . . - . o o o oo
( 4%) Arnold J&E4egs . . . . . . . . . ...

i+ Maya Animation 2/ & B

C 2%) shm4Eeh . . . . . . oo oo
( 2%) de&shmgmis . . . . . . . ...

75+ Maya Rigging 45 5E fHkk

C4%) B3 . . . . . . . . ..o
CA%) 2980 . o o o o
CA%) BERARGE . - - . . . . ..
( 4%) RIEEEEHIFER AK) .~ . . .o
( 2%) Autodesk® Maya HumanlK® . . . . . . . .
( 2%) Maya Muscle (JLA &%) . . . . . . . . .

. Maya FX #5380

( 6%) Maya Fur&nHair . . . . . . . . . . . ..
( 6%) nCloth Akl . . . . . . . . . . . . . ..
(6% Maya Bl T8RS . - -« o o

.................. ¢ 28D
.................. C 18



Autodesk # [E[VAIEE 1R KN

( 6%)MayanParticles - - - . . . . . . . .. L. (3 15)
C2%)Maya JiARFIEEE - . - - . . . (158
( 2%) MayaPaintEffect . . . . . . . . . . . . . ..o (1 8
( 4%) BIfrost . . . . . . . o s e e s (2 &)
(2%) MayaZif8diAR -« o o o (180
C2%)IBENETE - - - - o o o e e (18

—. Maya £ffi [B&i2 7] (3§

11 XfsRaSiEsuns (278

o EUALALTE (Optimize Scene Size) - - - . . . . . L Lo Lo (e
o BEHNEIGEBAE . . . . . . e (k)

HALAMNER A 2%

SANZE A

B3

S AP R A 445 PR
o TREHZEB . . . oL L L e e s (% %)

B THEHER

WE T H®

TTREH S — &t
o BERIEBEITR . . . o (%)
o HERIRITER . . . o (%)
o BEBRFTETEBIR © . o (%)
o WBREEIGTMBRUGEL . . . . (k)
o FHPTEENUBME « . . o . (S d k)

s n

(ETe

s

B g S i 44 FL
o HEEAWMELINGIE - - - - - . . o o s (k)
o M TE . . . (%)

FEES

NURBS it £&/[fi 2 %4

LIS
o HIEERRUAEA . . . ., (%)
o fEH WMustrator BHZE - . - -« « . . L L L (% %)
o MFHIRBETI - - - o e e e (%)
o MERHEERIIR . . . o e, (k%)
o BRBUEEREE . . . . . (k)
* Scene Assembly Tools - - - . . . . . Lo (Y% )



Autodesk # [E[VAIEE 1R KN

12 ErEHSBEATER (18
o BEEEEIR . (kK )

VIR VE

Polygon &4t 1t

Subdiv P

i A

S

ik

PR il

7|

LA
o HTEMHPFRME - - - o o o e e e e (k)
e NURBS XTRHATCERMBEFRIEH] - - -« -« o o o oo (k)
o Polygon MBITEEFMAREEH] . . . . . (k)
o Subdiv QIR RIS . . . . (k%)
o Transform 5 SUEEMEMRGI R RBEIEEE] . - -« . . . . L (ke de k)
o Maya SBFREEREE . . . . . (koK)

Maya.env (1% &

Maya #8172 g )

o BRI (Attribute EItOr) - - - . . o e e e e e e (%)
o Qutliner B - -« « . . L e (Y )

P AERTRL T 5
X AT ALY R AT 1A

o HE (Hypergraph) . . . . . . . . Lo Lo (koK)
WS R 25 18]

e Connection Editor {8/ - - - . . . . . L oL o (k%)
T A A A
Je A SRR R U

e NodeEdit i HmMEEET - - . . .« . . .o e (k)
B
e P

—. Maya BiE#ER [ 2457] (33)

2.1 NURBS ZE#&E#AR (0-1 %)

o XFFFFEM (AlignSurface) - . . . . . . ..o (Fek k)
(AR
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2.2

BE#EFEME (Rebuild Surfaces) - - . . . . . . .. (k)
VLACHE E R IH

R NURBS VR - -« o o o o o o e e (%)
NURBS i U V J5 [f] 5752875 7]

NURBS W RERBERE . . .« - o o o o oo (%)
BEIMGAEARME - - - - - . . e (%)
#4 (Stitch)

R4 (Stitch Surface Points)

il1%%4 ( Stitch Edges Tool)

45554 (Global Stitch)

Polygon E1E#AR (2 71)
BEMEBEE R Polygon X4 -« o o o o oo o (%)
WERAREERL Polygon XF 4 -« o o o o oo (%)
# Diplacement ¥ i #6 i Polygon X 5% . . . . . . . o L L oL oL (%)
BRZITEAE . . . L (Je k)
Advanced Modeling Workflow (0-1 §&)
WA 1 B RS ARG .« .« .« o . (Jek)
B TEBIZ © o o o o (k)
ELE TR - -« - o o e e e e e (k)

UV w48 (1 31)
TR UV ORI N TN . - - . o (koK)
Normal %2754

As Projection

As Stencil
UV PSS TUIRIIRT R -« o o o o o o o e (K k%)

NURBS [ UV 7 fi
Polygon X} % UV %

UV Texture Editor UV SCHEGB S804 . . . . . . . . . . (k)
Assign Shader to Each Projection . . . . . . . . . . . L Lo Lo (%)
SPHBRES (Planar Mapping) - - - - . . . o oo (k%)
FAEBRST (Cylindrical Mapping) - - - -« o o o o .o (k)
BRIZMLS (Spherical Mapping) - - - - - . o oo (KA k)
A (Automatic Mapping) - - - - - . . oo e e e (k)
BT UV (CULUVS) -« o o o o o e e e e (k)
EIFUV (Merge UVS) - . . . . o o L L (k%)
PEUL, RN (Copy UVS. Paste UVS) . . . . . . . . . . . . . . (k)
B UV IH—ABAEFE (Normalize UVS) - -« o v o o o o e o e e (%)
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BERER UV s 81 0~1 Z8[A] (Unitize UVS) « « . o o oo (kok)
WEHE UV (Rotate UVS) - - o o o o o e e (%)
fEIR UV (Cycle UVS) - . . . . . . . . o o o (%)
MRt UV 1% (Map UV Border) - . - . . . . . . . oo (%)
FABE UV (Relax UV) - - v o o o o o o (k)
3BDUVGrabTool BDUVIMEL T E) - - - - . . o . o oo oo (%)

Maya Hypershade # FRMEI#ER [ 2 53] (6 &)

MR (5 &)

Maya HAF 573 9 3 25 RIIM B M A E bt e . . . - - o . o oo (k)
BT 7 /) = = O (k%)
BIASEMBL CANISOOPIC) - - -« « « © o e (k)
Shadingmap - - . . . . . . . L e e e e (% %)
Surface Shader 5 - - - - - .« . . o o . s (Y% %)
Ramp Shader - . . . . . . . . . ... e (% %)
TEAFT (Use Background) - - .« . . (%)
M (Layered Shader) - . . . . . . . L Lo (k%)
2 (k%)
Hair 15 - -« -« o o o o e (hk k)

MEESE (17

VIR FER S0P (Substance Procedural Textures) . . . . . . . . . L (e dkk)
A% Substance 7 £

Substance ZCH I T

ML (BUMP) -+« v v o e e e (Ak k)
2D M1 R

3D MY A

RS G SCAESH . . . . (S d k)
PP — M SR LA AW Rl 2D 808, 3D 403,

SCASUERL ) 4 P

Y TR P SO 4 N SO S

SUEGIER . . L (YD)

SUR RN, JURMR S 808 B B

B ZE YK (Create Texture Reference Object)
MHBRZ% ¥k (Delete Texture Reference Object)
RS HEYAR (Select Texture Reference Object)

A (Layered TeXtUre) - - -« o o o oo e e (k%)
SR T RS FAMESEEAL - - - - o o o (k)
Mandelbrot 5 /5 - - .« . . . . e e e e (%)
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M.

Substance TR - . . . . e e e e e e e (%)

Utilities TH& (1 &)

f ] Connection Editor & FHRAE T A JE MRS . . - - o o o o o oo oo (o)
FAEENBEERBERIN - .« . . . e (k)
PESTHSTATERLE . . (k)
PEAEREERIE . . L (ko dkk)
Bony WEE. PRAR LT AREE R R

T TR . . o o o e (k)
Sampler Info

Reverse

Condition

Blend Color

Set Range

Clamp

Maya KTHERAER [BRE2 9] (8 &)

4.1 4T (3

FOEHIICR © .« o o (e k)
R HERR

YT eHER: S B

ITHERERE .« o o (k)
Tt %

o

Bkt

4.2 Maya B#HiEZ (27)

SEEPEEAR . L L (e k)
BB RSO L L L L (%)
BRI R © .« o o (e k)
SEEEISEEAR L (%)
MRS HORE . . . . (e k)

4.3 Arnold ;2238 (2 &)

Render Setting W - - - - - - . . . . . (%)
MR B2 (Render Pass) MUMHFT . . . . . . . . .. (%)
AO 5 M I (Ambient Occlusion) . . . . . . . . . . Lo ek k)
FEBE (CaUSLICS) - - - v . e e e e (%)
IR ERCER (Final Gather) - . . . o o o o o (k%)
4 JHEEER (Global Hlumination) - -« - . .« . L (%)
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h.

5.1

5.2

>k
-

HDR GBI AR .« .« o o o o (k)
Maya MBI © -« o o (%)
AOVS S IETEIE « o o o o e (k)

Maya Animation shE#RR [Fa1 2 4] (27)

NEHHEL (18

FHETEES (GhOSE) - - o v o o o (%)
SORENEBIE (Create Motion Trail) -« . - .« .« . L L Lo L (%)
AERARREIE (oK)

HEAR B 2 I
BRI A B 1
2y ph 2 Y12 A A 2 2

FNEMERE . . L o s s e (%)

THEDopeSheet B - - . . . . . Lo (%)
FE&BNERE (17

Al (Character) - - - . . . . . e (k%)

#A7 At (Create Character Set)
#ALFft (Create Subcharacter Set)

Azl R e
LErizH R E

W R B

HOEANE BB

BAR AR B

BASLENE v BUE

F AR B i AR B o B Wi 5 1)

FHERBREE . . . . (k)
E Fr B B

IE R BB N E 5

Maya Rigging #8E#=R [F&E 2 4r] (10 &)

THEE (27)
miEA 1 T A (Edit Membership Tool) . . . . . . . . . . . Lo (¥
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s d 51540 (Mirror deformer weights) . - . . . . . . . oL Lo (%)
BEALE (Mirror Deformer Weights) - - . . . . . . . . L Lo (%)
2R K 51 T B (Paint Set Membership Tool) - - . . . . . . . . . ..o (%)
@R EARIE (Create Blend Shape) - - - - - . . . . L Lo (%)
o B bRk

2B Hbrik

Rt |

Inbetween 77 24,

BUSATEENEIES] « o o o e e (kA
B AR A (Create Lattice) - - - - . . . . . . ... (edkk )
GRS (EItLAttice) - - « « v v o e e e e e (koK)

Reset Lattice

Remove Lattice Tweaks

FEASTEEL (CIUSEEr)  « - o o o e e e e e e e e e e e (Y Y %)
L Y4

FHX 5]

FESEASTEZE (Sculpt) - - - - o . o (Y% )
7T

TER 77 QFERIE . B b 3 Fh

LRASTEEE (WIIE) « « o o o o e e, (k)

SR | 5 i Y [

Lt 42 1 52 i 31

AT o iR

FEAEASTEEE CWEINKIE) - -« o o o o e e e e e e e e (%)
TER7 50

AR XS R P PR |

BEATLE (Wrap) - - -« « o o (%% )
LR A

TR

PIEhAE A Qdiggle) - -« o . L Lo (%)
AL AT A

B4

A A A

EXERY

2R (2 7)

2R E
EZAP VRS
AP
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5§
B (POIND) « - o o o o e e (Kk%k)
HARZIHE CAIM) - . o o o o e e e (Kk*)

JrafEsl: BEsdrm. ErEmaE. AR B EE (World up vector) A DR (world up type)
BE . AT AR R R —NEH A

FELIZI5R (Scale) - - - - o o o e e e e e e e (%)
FZIT (ORBNt) -« « o o o o o o e (Yo )
RLIF(PArEN) « « « o o o e e e e e e e e (k%)

Rifk: LA RN L R IAHPIRES 2R 2R 45 2R
BRI & RNy R 25D 4

JUTZIER (GEOMELrY) -« v v v o o o e e (k)
ELZAIR (Normal) - - - - o o o o e e e e e (Y% %)
PIRZIH (Tangent) - - -« « .« . . o (% %)
HBIZIHMAE (PointonPoly) . . . . . . . . Lo (k)
ML S ZI (Closest Point) - . - o« o o o o (%)

FRARZ (278
RIS . . (k%)
A ) T
W ERER KRR
H (Bone)
Z 74 & 1k (Multi-child as Box)
% (Circle) :
CircleXY
CircleXz
CircleYz
# (Stick)
¥ETE (Square) :
SquareXY
SquareXZ
SquareYZ

HFALT (nsert Joint Tool) - - - -« o o . o e e (%)
FBEETT (Remove Joint ) -« « v o . o e e e e e e e e (%)
IR BT

Wi TFE B (DISCONNECt JOINE) -+« « « v o o o e e e e (%)
LEAEEL (Connect JOINt) - -« v . o e e e e e e e e e e (%)
BRI EL (MIMOr JOIND) « « « « o o e e e e (Hekok)
HHE T 1A

KT, KA. IKFH (K Handle) 252 #E 47845 52 il
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HEEMREY (Reroot Skeleton) - . .« .« . L L e e (k)
BEARAEIETT o o (h*k)
Snap To Projected Center WYFHEIMIMAREE LY . - -« . o . . . L L Lo (k)

REEapEs (K (2 8)

TRRIKSFKXA . . . o (%)
SCIK R . . - o o o o e (%)
RPIK 245 . . . . . o o o s s (Y% %)
HHE K
R ) 24 3R

WHE IK 5 (Set Preferred Angle)
on IK E2:# (Assume Preferred Angle)

Spline IK . . . . . . L e e e (% %)
Wradsm g, M4 faife
H LA 2k

FH IR B 5T

Autodesk® Maya HumanlK® (HIK) (1 §&)

HumanlK {5R] - - . .« o o L e e (Sedkk )
% HumanlK

HumanlK 5 301 FE )4 $cHE VT G 1

HumanlK 5 3Dsmax CAT & HAEH - - - - .« « o o o o . Lo (%)

Maya Muscle (ALAIEZ) (1 7)

Capsule (Ji#&) . Bone (‘E3k) . Muscle UL MOMER: - - - - - o o o o o o oo oo (%)
Capsule (JKi%E) . Bone (‘B=k) « Muscle (UL WIBIEEFE . - - o o o o o o oL (k)
Capsule (i) . Bone (‘E3k) . Muscle (ULPD $&EHIREAARMTTE . - - o o o o 0 (F k)
FRILAEIATEIS © . . (%)
BIRBSTRRILA - - . o o o (%)
¥ Smooth SKin FEHCANIRZEL - . .« . .« . . (k%)
WIREE R, LRI S FE M HIAE . . o o o o o €. 2.2 9,

+£. Maya FX $530i&k [Bf 2 7] (18 &)

7.1

Maya Fur&nHair (3 §)

7.1.1 Fur (1)

TINTER « - o o o (e k)
FMSEEEI R EIE - - -« o o e (Y% %)
FHERNEISEL . - - -« o o o o o o e e e e e (Y% %)
PR RBME . . . L (h k)
VBRI REERE . . . . . (% %)
VB Fur SATOCRIEER: . . . . . (A )

10
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T Fur Shading/Shadowing J& {4
ERFAR . . . e e e e e (%)
BIEEIT o o o o o (k)
254y hair %7

ENIBHEER -« - - o o o e e (k)
L WE]

EhL1

T 715

G114

=

7.1.2 nHair (1 %)

BIEESLE (Create Hair) -« « v v v o o e (k)
SR (Display) - - - - o o (Sedk)
WBVIEHAE (SetStart Position) - - -« . . . . oL (ko)
WEE LA E (SetRestPosition) - . . . . ... L (k)
MIBRSk & (Delete Entire Hair System) . . . . . . . . . . L. (%)
1ALk E 28 (Make Selected Curves Dynamic) - . . . . . . . . ... (k)
Begrhzk (Modify Curves) . . . . . . . . Lo (%)
BIEREEYIA (Make Collide) - - - -« o o o o (%%)
ERIMEB - -+ - o o o o (k)
Rz TE (Paint Hair Tool) - - . . . . . . oL (k)
SLRKA T E (ScaleHair Tool) - -« o o o o o e e e e e (k)
sk kBTN Paint Effects J& 7 (Assign Paint Effects Brushto Hair) . . . . . . . . . . . . . . (e sk )
3Lk 179w %5 (Create Cache\Append to Cache\Delete Cache) . . . . . . . . . . . . . . . .. (Hk)
BIEEZIN (Create CONStraint) - - - = o o v o o e e e e e (%)
EPEFEH (Convert Selection) - - - - o o o o L L (%)

7.1.3 XGen (1 &)

7.2

BUEEER - - o o o e e e e e s e e (% %)
PHIEREER . . . . o e s e e s (% %)
XCen T HAMBMTE . . . . . . o (k)
ERESREISLA - - o o o e e e e (% %)
BUEEERLELTE - - -« o o e e e e e e e e e e (% %)
BB ST XGen BRIMFERZERGA - - .« - . . . (k%)
VB XGEN BR - - o o o e e e e e e e e e (% %)
nCloth 7ol (3 &)

nCloth O TAERFL - - - - . .« o o o (K k%)
Bl NCloth AR - - -« o o (%)
nCloth ¥4 Je& 14

Nucleus %5 %88

11
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mEENCloth AR ETE . . . . . . (k)
24| nCloth Ak} J& Ik

nCloth J& 1 It &l

nCloth fiEHRERE - . - . . . .« . (k)

it fE 5% % (Collide Strength)
filf4% J& U & (Collision Properties Maps)
AN (Rest Length Scale Map Type / Rest Length Scale Map) - - - . . . . . . . . . . .. (k)
251 T 5 )@ (Paint Vertex Properties)
2w o JEYE (Paint Texture Properties)
A RS (Bend Solver)
ZEAE (Caching) - - -« « v o e (edk)
£ & (Position)
£ 8 538 (Position and Velocity)
115k (Dynamic State)
NCloth FRIZITE .« « o o o o (k)
Transform (Z4) 215
Component to Component  (ZHJCHI470) ZIK
Point to Surface (52T £IH
Slide on Surface (T _E¥#3h) LW
Weld Adjacent Borders (Xf4%ifi) £k
Force Field (3/13) #9K
Attract to Matching Mesh (Wi 5] 2| UG HC M%) £ 3R
Tearable Surface (R[#iRI) ZIK
Disable Collision (il 25 %)
Exclude Collision Pairs CHlff#x+HER:) £
Gt 7)) 1 2O SRR 5

BIEITTR © o o e (%)
LRV
Wik
(U377
B (S H)

Air (537

Drag (#%.3%)

Gravity (FE/13%)
Newton (ZFifiiidz)

Radial (Uit37)
Turbulence (#t5h3%)
Uniform (4—3%)
Vortex CGiRNE%)
Volume Axis (fAF4#HIZ))

12
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7.3

7.4

7.5

RNFHRG (37)

BTRITRLE . o o o o e e (k)
K30 715 @k

Fr 8 G 1t

FH UG Pl 4 i ks J

BNTRITHOEL . L . (k)
D AU [ BBt

755 5 8

U P42 s~ 58 A 12k

BITEAC . o o o (Ferkk)
REFREE SRR I . . . . (k)
FETERR © o o o e, (Jedk k)
R TR S TR TR - o o o e
BT ZME: BEEMMEREIRITRYE © .« o o (Yo

Maya nParticle (3 &)

B nParticles - - - - - . . e e e e e e dok)
Pl nParticles BETIBEE -« « « o o o e (Jek k)
il nParticles IRERE 53 1 J@bE - - - - - o o o oo (Hek)
nParticles /137 5/ . . . . . . . e (k)
Pl nParticles MITEUTEA - -« o« o o (k%)
Bl S5 ¥ nParticles ZBAF BB SCME - -« o o o (%)
RERLFERE B I (Per-particle rotations) - . . . . . . . ... Lo (k)
flfELJE (Collision Ramps) - - . .« o . . Lo (%)
TS (Surface Tension) - - - - . . . . L L oo e e (%)
R R/NLPE (Viscosity Scaleramp) - - . . . . oL L oL oL oL Lo (%)
FRRLT T SJEME (Output mesh per-vertex shading) - - . .« . . . . . ..o Lo (%)
AT S RIS S5 (Velocity Per Vertex for motionblur) - . . . . . . . . . oL (%)
UV ST A BN (UV PerVertex) - - - o« v o v v v it e e e (%)
REREFRIE (Collide Strength) ~ « « . . . . . . L L Lo (%)
nParticle FEFIER . . .« . o . Lo L e (%)
Maya FiaFEF (1 3%0)

PRI S EIE - . . o o o (kK
WPERBZEEISEESE] . . . . . (KA k)
(ERIEEMETEREIIEY) . . o o o (k)
T R EHEEMY © o o o e (%)
FNFIEETET o o e (%)
BERCAE: #1Zh. e BIVE . . . . . . (%)
VURRES: . . (kK

13
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BN IIFRAE

B PAEIUMREN
MRZE4E (Container)
76 (Voxel)

THERAR . . . . (k)
ST o e (kA )
TR . o o (Je9)
WAKIK) EH 3h3&E R (Dynamically resize a fluid container) . . . . . . . . . . . . Lo L L (%)
LT BBMREELE . .« .« . . . (%)

K i 1 DR AT

Kzl 124 B 2 B ORAT IR AT ST

Ptk 5 LA A4 B fi

T RAERL T RSB0 713

Bifrost . - . . . . s s s s (%)

7.6 Maya Paint Effects (1 &)

7.6.1Paint Effects Ei#X (0-1 &)

CURTIRESL . - o e e e (KD
B SCHERAE . FTHF

HZE 5 X

L ERAE

TR . . . o e e e (k%)
TEYIR - 221

it E

7.6.2Paint Effects &t RSB L shmE Bl (1 /)

PWNFRBEML . . . . o o e (Y Hk %)
EEMIGAIRIEE AR E X« o o o e e (Yo k)
BIBRE S - o o o e e e (JeA oK)
FER . (k)
Paint Effects #5458 . . . . . . . L L L e (%)
FIMZE G EMAR &N . . . . . . . . (k)
1 Uy £ = = (%)
EEMRENEIVEE . . . . o e e e e e e (k)
FIFFLRBNZE © . . . . (%)
BEMBMEEEL (Je k)
EERRBEUERS . . . o e e (%)
TRAEAEMEE . . . (Jedk)
BT 5145 )& P (New Leaf and Flower attributes) . . . . . . . . . . . . . . ... (%)

M A K (Leaf Face Sun)
AEZETHI A ABH (Flower Face Sun)

14
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BH% 7717 (Sun Direction)

o BT BN FYIE (Transfer All Strokes To New Object) . . . . . . . . . . . . . . . . .. (%)
e  Paint Effects Enhancements ZRIZUCRMARSE . - . -« - .« . . o (%)

7.7 Maya Bifrost &% (2 &)

o Bifrost BEIRFIMES . - . . . . . (kA
o Bifrost (U TAERAL - - -« - o . e (Kk*)
o Bifrost BERUVERMIFEG - . . . . . (k%)
o  Bifrost S ANSTH . . - . . o o o e (Y% %)
o FRELEMREIIL . ... (k)
o Bifrost UIRTSHN . - . . . . . e e e e e (Y% %)
o BIfrostIBBIENIN - - - . . o o s (k)
o Bifrost ZAECHETR . . L L L L e e e e (k%)
o fHHIBifrost BB SRRl . . . . . . L (k%)
o R Bifrost AN Viscosity CRETED - . o o o o oo (k)

7.8 Maya fwiZHiA (170
7.8.1 REREMARZEAB SN

BIASCHE IR ATER © .« o o o o (Je%k)
FERBEABSHIN . . . . (Je%k)
BIARIEABSHIN . . . . . o (Je%k)
BIASIEREEA] « o o o o e e (Hek)
TB2EEL - - o o o e e e (Fek)

Sin( ) sind( ) cos( ) cosd( ) asin( ) acos( )
abs( ) pow( ) min( ) max( ) rand( )

TBBPYMEL « « « v o e e e e e e e e (o)

4% Python 154 £ = 4% F: Nuke, Houdini, Softimage XSI, Maya

SN MEL #e g JLA 73 Import maya.cmds as  mc/from maya.cmds import *
pyMEL 0T $4T MEL 54

OS A& (4 i BLAE FH VL ) 5 0 e

7.9 EBEIER (173D

o BUEEMASH IZ% . . . . . e (%)
o MASH TAEIX - -« v v o o (%)
o MASHFAMERR . . . . . . . (%)
o MASH TE. . . . o s (%)
o MASHZSTEHE . . . . . Lo (%)
o MASH B OFIZREESE . . . . . . e (% %)
o ZEAENMASH PIARTEYL . . . . . . (k%)

15
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i DLERIR A0 E R R 7 =2k

D AGESRE (BRich: okk) « FoRARH EIEM NS, BHZRBNGSE0UE, L TERa AT
BRI EEAE A, EORIZIURIRA 2. RARIVRIFAGRZ .

2) BARYRE (FRich: Kok« FORHEEERNAE, ELEIERT 2R 0 m TR A BORH
Bl e ERHZIUAIRAT LOAC A T AR AR, 0 I o ) B O B AR AR H

3) T BRiCA: k)« RomBAUT IR, B FIRXS S TARRCRA L), sUE s Eb NV
UBALE L FORZIUERIE S . N S&AE . TTiRSSEH I T .
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