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kit “MB&EO” (Project Window) A[DIEE R
TEH I AR B 0 B SCHELE . G BRI B 45 T 5
TR H H 3% AR 6 5 CH .

EZWATE 7 TIEARRHE.
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RETESEEGS, AT OEMERS RN RSB R
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By “RiZE]” (Send to) DIEERRML T —FhfE AT
%, BIEHET RIS R AR EAE M Maya & %5
Mudbox.

i “ZXEXSETA” (Interactive Split tool) 2
A “YRBRER”  (Edit Mesh) %805 R T ik
Tz —. e e DS IR 2 0 MR ERE .
Ab, FTE “TEMAS EIRFZENZ”  (Project Curve on
Mesh) JEIA]HTEL il Efsgihsk, s “6&
R EIMIE”  (Split Mesh with Projected
Curve) LI A] H T4 BIF 53 85 % 0Tl A .
BE=Z1TE “BRBHASRIE” (Show Manipulator
Tool) HHCHLHIH R

EZINT 9 TR R

Al Y48 1z SR S E T L T 7T LB TE Maya B
R YR B B AT PO TAER . @3l B R 3
HEER, MIEHFEGRN “HEE%RER" (Graph
Editor) .

“BEVFYI3E” (Camera Sequencer) [HHEHE
W, WTDAE SO, OGS kT AR
il “Ubercam” , fH{FEA] PAMEKE AT A P iR i 2] —
ML

A, “m&E4wiESE"  (Graph Editor) [)—LEist
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H{E 24 Autodesk W FHFE 1S E i BTG IR i i
TELEE H AR 2R MR MTIEAE . Bl fh R gmiE DA
FAaiZ i) “KIFTR” (Region Tool) .

EZ AT 11 T shE AR E

Maya F1{J#7#) HumanlIK £ 1% % T Bf#H Autodesk
MotionBuilder IR ¥ . BHW T B DA F (b B #1E
P, BT BRI E T @ A TAE R Maya Fl
MotionBuilder Z [AIff)i8 F T E 7] DU A
MotionBuilder E#i & HEsHESIE, HNHT Maya
HH AL IR E .

ES LT 15 TUREERL I HTRE .

%] nDynamics

4% 1B SN

HrH) “RUARRCR” 07 E AT DA SRR AT, K
TR SR o AT IAF) AL T A L8 P o A
BN e NS E - PNAN B LR v e DR IERSIEVE Z2gh )
J& M.

#t—F & B Nucleus Gt — 1 BEHEZR (0 & MERE T {F I 2 26
& nParticle fif#EF] nCloth HAi{E, A& 7z H
Nucleus J7 MG RERE SRR, PAR/INLBIBER K
SHINIHE nCloth 7%,

“WREFIR" (Effects Assets) [HTHFEIREL T2
TR E SRR, iR WE. B KRE, &
LRI K -
¥+ Autodesk Maya Entertainment Creation Suites,
B 1A FIBRAR L T #E Softimage ICE B {EMEfE#ER]
PAFIF ICE (%2 E A MEIREE) Sk Maya 554
Ho

EZWALT A 18 TIHY3) 1~ Ml nDynamics fUHHHHE.
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X5

BET LB “Hypershade” Al E & it f2 1
R EEE SBRME" (Render View) H1#&EE XL
AR . BEAh, AT AERERS R ERE AR
HEMaya EETEY S, HEEE “ERUE" (Render
View) siEHUERATIEER, RAEEARGREE.

Wit “Viewport 2.0” A SGIENT K 2 % Maya &
RS, flan, BOgs. TE. IR S B
(U RS BRI . B 8, SRR
HAREEN) .

Viewport 2.0 $&(: 7P MR REE:  “BER R shE
#272” (Use Vertex Animation Cache) Fl “Z7%%

kZXABERE" (Thread Dependency Graph
Evaluation) .

WA AT “Viewport 2.0” Hiiii A48 & 28 (Tl brifE
Maya % A28 Ptex S0H..

HAh, #H “Maya BEF 2.0 (Maya Hardware
2.0) ERBAUEN “Viewport 2.0” HiTm 4 iTE
ReoftiERFE AN ERWE" (Render View) .

EZ T 27 TUTE S AITE SR BT -

TG BRI E2 A5 Maya # 8. Maya AP FIEL M2 >) SR ATRIIE 8. BEAk,
TR DR R ST =2 T IR E -

EZ AT 30 TTH SO AR

API

Maya 2012 JHifi, fa] AREFIHETHIY B DI RE N 20 A1 e 2R, (L
BRAHERS Maya B,

W20 ALTE8 29 U APT HFrRE

M| S



API Guide FI API Reference HL7E/2 Maya T BB 4y, HFELREHTAITNAE
(fFan: 24~M API Guide 2| API JLEMEERE (FIUIZRFIE%, PAK API Guide
TR HR R B (L G AR ) o

B2 UL http://www.autodesk.com/maya-sdkdoc-2012-enu.

w AThREA 1%
ER{E

WE, o] AT BR a2 BT 8937 5= B35 M Maya & %2 Softimage .
MotionBuilder 58{ Mudbox. B[ PAM “S2&” (File) SZEi[n)HETHY—FE =%,

cmdScrollFieldExecutor #< RN T ik

1] cmdScrollFieldExecutor & RN T —LE8TET, B4 X XK/NEREEE
B, ERITRERELL S AR EIH THRE. §RFAER, S0
A SRR A 1B

3T Direct Connect 2§

7£ Windows il Mac OS X ##{E& %+, Direct Connect X% B ¥4 Direct
Connect 2012, Maya 2012 X3 AR FHEL HSCEEA, HAT7E Windows
32 {iFl Windows 64 {1l & 4t 2 [E| 3L & 47 i & 18 AR 5

MEREFRTHFIE

AR &35 /48 Autodesk Maya 2012 ) —2EEREMGHE .

B %N
w0t MDGContext FEFFESRAE :  PGHAR ] (8] PN B9 2 DR R SR (B
m CEREDUF IR MGE “Viewport 2.07 HI1ERE:  “TIRsIBEIEREF"

(Vertex Animation Cache) fll “&FEKEZEXRERE" (Thread
Dependency Graph Evaluation) . GX{FEMAFR, EHS0L “EREE >
Viewport 2.0" .

6|% I8 FEH
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m  PERE(LAEAT DA Maya Ascii (.ma) SCEFRIPRTEREL, AR TSR
TRHI=

/1% nDynamics

w AR RCR B OHE CL G 8 B A AR AR dan P RS B8 RE . TH 2 DL 58
20 TTHIRARRCER AR

m [N Nucleus fi#Fas &R G [E nCloth #1 nParticle BAHIPERE. 15
Z UL 75 25 THInCloth FR4ER (T4 26 TffInParticle ¥k,

BT

“INB®EN” (Project Window) E#

MG “TIEEO”  (Project Window) 1] DASE 244 ZHZ R E i X Maya 5
. X SEEEE 4

EFHEUENATBE

M “TIEEN” (Project Window) GIE# H i,
Maya BUERTIE SCHAR R T E L EFIRIE LE -
FIE G ENEATE R (Flasgs . SR
FOERE G ) R ER . RIMBE R EE AR
LA I H B A T H %

AU EAFETE B K E 7 B ®iEE A RN E,
WAL E E E R BT Fr i o gEn] s S
MBI E B AR ALE .

RMEBFNBEEXBIENE

I E o Fe s s s fha] B Y E % . AT RAEH]
BOAVE, n] DA E -5 7= ah 2 VTR S A R 2
HEXHE.

WATPAEH] “RINFSEMN”  (Add new file rule)
e, KR B & CHRANE] Maya IH .
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BEIEIE

W) “E3ENIE” (Help Location) &I CLEME] Maya “BEikIi”
(Preferences) 1, DMEEN “Maya #BI” #ri kA7,
EREEIEIN

7E “EiIn” (Preferences) &M “i£#E” (Selection) XigH, H=1
s okes
m BHEiERERIE (Auto-select asset)

m RIFIEFIIF (Track selection order)
m ERERFYRHE (Selection type effects active)

RIRAMSF5 | BT I

BIRE Bl fmiE 2R A it

Mt ‘BT EwER" (Namespace Editor)
RE A 3t P2 57 St RN A AR S R A B A B . 2
HEAR AR IR LA B R, AT AT DA R A 25 4
Pz TE) ) JE AR S5 o

H A1 -

m IE “FIHAST” (List Contents) 7E3#HE OH ERXT
KINK, MARRE “HAKER" (Script Editor) &
=28

m  “EEFBESHIBIRSE  (Select All Empty) {£E15ikR
FrEEMEMEBHNEFHTIRIEERS.

= “IIEEIFEI=E"  (Collapse to Child) J§f5ERZ=/I4E
BT,

m  “GEYURIRMZE"  (Set Current) RETAMMLIER
BEROAT L HTB IR @ MRS
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“Ei” (Retry) BRVHISIAXH

— “Bid”  (Retry) BEIWCHME] “UAEISIAXHE" (Reference file
not found) %[, BUEGRT DAEHER DRSS, FHREE R H G R
VE, Refd “EX” (Retry) HHMEEZ5

R
X R &£ ZF Mudbox

I, BRIDMER “X#”  (File) SEHAR "R
I Maya ¥ 4% % %] Mudbox. 7£ Mudbox F{ER
WESE, ATPAFRIZN 4 & 1% Maya.

i ST DhAE, ATRAKHELEE MRS FIAS ) UV
TE NI A BE & 123 Mudbox. I PAKX L 454
VYERF G S A R E T R %,

Maya [ “&%E]” EIE Autodesk Entertainment
Creation Suites H1 ] —IiIEE .

“UREMIE”  (Edit Mesh) F#

“YRtEMIAE”  (Edit Mesh) EHHEM T2 mE R, HPEE:

= “TEMAR EIRSZHI4”  (Project Curve on Mesh) &I, VR 2%
A ESUbIATTE
“ERIRTMMZ S EIME”  (Split Mesh with Projected Curve) i%
T, AEFEsEIR S 52 R 2.
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m “‘TEXPETHR” (Interactive Split Tool) , AVFESHIZ A ML
O]

m  “FHEET” (Extrude Face Options) &A1 “BiZk” (Curve)
EI, ARVFERE S RAE .

“BRBRIEETE” (Show Manipulator Tool) E#f

wE NS “BRIEHNETER” (Show Manipulator Tool) XEHIHEER, 7
VFIRIETRE . (Ao BHE.

FMCRBEEHMAERAS
TRIIH T Maya bric R EHAETIE AN A .

FRCR R B/ FIEAE
B m T “Bi%/BREL”  (Flip/Spin Edge) 73X
-2

m T “HEBE4HH" (Detach Components) .

m EINT “EEAH" (Connect
Components) -

EZubiA] m EINT “BEARARE” (Assign Invisible
Faces) .

m T “EEAH" (Connect
Components) .

Ba). heMiEEIR m BIRT “WKEE”  (Soft Select) tJik
m HEINT “XR” (Object) Rk

g5 m XIRBGEHHF

m BT “#W” (Axis) FRE, HPAERTSH
iy 05 AT

m T “E&TFIH”  (Normal Average) .
“¥&” (Object) 1 “tHFR” (World) 4&HK

10|58 | & i



FRER R B/ MERE

BIRT “HRikiR”  (Soft Select) i
HINT “XW%” (Object) ik

ESubiAlTES m T “EEAH” (Connect
Components) .

UV frig s A L m BIRT “Zl84E” (To Border)
m T “Z] UV EFiA” (To UV Edge
Loop) -

HE FEE
Al REMIEEIEhE (Editable motion trails)

ML T R IS B R, W] AT B A DA BT 3
VA% 3D Gy . BB (S A A
KPR, (R LE RS m AT . Gk
ot PIAANIE.

“HhkE%miE2:" (Graph Editor) i

“Bh#kEYmiE8E" (Graph Editor) HifsinT £ ik
TR T T ot 2 gmis TR . R, (ERZ R
Autodesk N HFEF I A R BIRE S L& gmiE LA
ZEM—8E. “HM%ERESE" (Graph Editor) X
HEELAE -

FAEME | 11
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GERIESed I E

P E G, AT DLRAE SR S SR B A TE g N B Bont
7o MUECHMAmEREN, B “RBERBREIES KR
" (Snmap Values to Adjacent Keys) DA{#25{DIH
LR i PE 2 [FME -

Sl £3id

STEM L E WA B s i, “Bz1”  (Auto) 1)
Lz HE T H R A RS, mMASEH &R
HRE/NME. “B31” (Auato) VIZn] PAYEshE A G
W IR TSN T LRSI A, RO e H AT DL
RAEMRIERE.

) 2R 2 % Pt Autodesk N RPN, 2
AR T ERIAY) 2T (F “shig”
(Animation) EEFIZERN “BIAAIL” 1 “B
INBEIZR” )

B P28 128 XE ) HH £

N BB 2, 7] DA v i 2% WL R g
REMTUE. @idHm “fhsk > BEML” (Cuarves >
Isolate Curve) %I, A PARAAHNZEF % & @i ) il
%%

U E 2N U

HTH DX T BRI 7 AT I (B AU E ST 2 1 S i —
MER. EEMAALE. M “HhEERESR" (Graph
Editor) TEfHkfEF “XETHR” (Graph
Editor) , GEFFEAMNZIXEL, SRJ5HEE) X2 A
PAEAT AR -

BRI T RAZiE
“URE” (View) XHIEMT “RHTHEE”

(Classic Toolbar) %17, HT¥ “HL&ERHmE:E"
(Graph Editor) 748 T EAL, 8T AR 5L



B TER (Bn—@H1B/DHWET) 2. XFF8E
F Maya {E A EH—R o SN A Gk, <] “Q@ET
B#$2” (Classic Toolbar) ] DA #h2k2m%E T BH BoR
BN

WA, ZRAERER T2 “H&LEYRIERE” (Graph
Editor) [E#r.

BB R 2 miE

TIMEW T, ¥ “ERBRRERITIEE (Left
Mouse Button Alters Selections) &Ik T 2 H
R, Bt — REURT R A ST R A% ik
T, Ry — N H-Hash B rT 7 th £ B O X3l P A% ol ik
SERY SR, 7EHE A Autodesk 725 (Ul MotionBuilder)
P {5 P S 2R g R L EL A BT 57 2 LR R % S R4
YA

N RE R i

“Bi%EHmiERS” (Graph Editor) MU7EFE{E KikE
PRI D) SRR T LR 5t WIER AT i S TR
MEEIIZRA, “HEEmIBR" (Graph Editor)
TEAE AR 2 RARR D) 2B bR . SR R FY G B ot B
AARFRTIAREL, WA SRR BRI

“BEWVFYIEE” (Camera Sequencer) E#

Ubercam

i —4> ubercam PA(EH] R LRI Yt HRTE
AR

A3 ubercam K, “BEEYVIFIIEE” (Camera
Sequencer) ¥ MRS BRI A
B, XRERT DAL, QSR B o b g
JEEENL, EH O ubercam FITW] BT,

FAEME |13
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“IREBIERRTIR” (Shot Playlist) &

I HH “REBIERTIR”  (Shot Playlist) %1, W]
PASR S Gt RS AL RIS B, Ul DR AR B B P 6 P 1852
Mo

Lt SBT3 B 15 1

m  “ER%FT]” (Playblast Sequence) kI
WINT “OMEFEE" (Resolution Width) £l
“DMESE” (Resolution Height)

m BATEBRIEN “BERINELR” (Offscreen render) iEIN
( “HBRFRsERER” (Playblast Shot) . “ERFL
5)” (Playblast Sequence) ] “EFTHERFIIRBIET”
(Re-playblast Shot Options) ) o

ZHIEEI

(X Windows I Linux) BUER] DA 51 FRasin 2 4~ &
L7

5 Autodesk Smoke FIEI2{E 4

Hit “BENFIIE” (Camera Sequencer) 1% fil
WERTHAE, WIZERAES A Autodesk Smoke H1H] XML X
.

BSH “BESR” (ChannelBox) . “HiZkEYRiE2E” (Graph Editor)
1 “BYEBR”  (Time Slider)

it “BER” (Channel Box) ] “&BE” (Channels) 325 R0
H, AILASEEGHEE “BE8” (Channel Box) Hifititifikizs “HhskE
#i828” (Graph Editor) Fl “E‘J‘Iﬂi%ii'%” (Time Slider) 2. FH “E
$afEMMER" (Sync Timeline Display) i, %% “@#E&” (Channel
Box) HHEEhR TR “FEER”  (Time Slider) PR/ ix £E5#E ] ¢
TEMT, OO G E BB R B T (NSSRE SN - B “RY % ERE
228" (Sync Graph Editor Display) I, “BhZE4%%888" (Graph

Editor) HeRE (R /R AT E i E 2k

FrEE



Craft Animations {4

Maya BLE$RHE 73R E Craft Animations P MAZEM B WS B, DA
M Craft SoftMotionCam. ObserverCam. MultiStateCam #] HumanizerCam
R

AT DA FH X 02 m T B e Pttt B LA 19208 T EAARRI s, EH EE
R EEGE TR, PARCEHIZ2E T BN ERR AR & 1Y S i 30 1

A % Craft Animation &N B, 1E#H Craft Animation Director
Studio & OHEY "B M, 5% Craft Animation FIIEIER, B3N
http://www.craftanimations.com,

izahfEteRal

“Visor” 7 [1HBL7E L& I B shif e m Bl sc i, /]
PATE 1 8l B 2 E s TR A (s X S

HEEL Mocap ], ETH “Visor” ( “BO > &
MImiERE > Visor” (Window > General Editors
> Visor) ) , A% “Mocap =" (Mocap
Examples) £, XEEFAISCETE AT 2 55 1%
e s 4R

KECFASE

18 HumanlK A& ETH

BT AR A IR E TR, SKiGH HumanIK M@ TER. XP DN LTELH
THEBA HIK HEE  br LOER LA i, DA CHUE B i TR (Bl
al, KM FIRERCE ) .

M| 15
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W ‘B0 > shEfRiEsE > HumanIK” (Window > Animation Editors
> HumanIK) = “8Z2> HumanlK” (Skeleton > HumanlIK) , DI{E#H{f
XN TEARIER “BEe4mzE” (Skeleton Generator) T.E.

16|55 | & M

AetIR

H) “fA{tTHR” (Characterization Tool) £
TR EGER . EAEMM TR, "] PAE N7 {Eis
WLt 2 . HumanlIK £ G454 .

“ME{tkTH” (Characterization Tool) f]i%itHa]
PABRFR 5 HoAth Autodesk N FHFERF 2 [ER & EL ) — B TAE
Wi, BT A Mo R IR IR DL B AL
T, A58 HumanlIK £ &5 H R R L.

“BAEiTH]” (Character Controls) &

HH AR Gl ) R (A T A e B 5 FRA TR 3%
872 A8 L A AU B 5 o

“AEirE]” (Character Controls) tRIFELH)E
BR85S RIS MCY RS, mEmEAED
BYFNLE L. “BRHZ”  (Figure) F/Rn]H
THRHHR ST R, %R OE I T B . A
BIRIRL SME TG SRS A SR AL
At o] T PReasi [ RN [E 2 i S ik v Ay . Al

FRA BN AR RSO, 2%, DA B IR o) B i B HC R H it
Z A AR ML BRFE -



JE=N
TEAAH Maya Ht, BREEANT 8L 4 B ECHT R A HumanIK (30 E IHREZ

b, ZHTHIZ2 S IK (FBIK) R EMEER. @RI PAGER FBIK RERCRn I
s, HERAEDUT FBIK (AT A 32 FNNEE C M Maya #Fk.

5% FBIK HERSEE (LG4 Maya H FBIK SEHAEIMBIRE) |, o DAE
Maya SR “)38Y”" TlmE (M3LL: http://www.autodesk.com/maya-docs-archive)
HE 25 K 2%iEM

HumanlK X #fs T 7 B E fth o

m  “BTEIBHR” (Time Slider) . “Hi%E%iE2E” (Graph Editor) Fll
“BER" (Dope Sheet) Ffi%E Xl

w O BhE R E E B bR ARG

w RS A HIK 1% 8 s ZH

MotionBuilder HIiE{E4%

BULE AT DA & 1% 81 43K 7E Maya Al MotionBuilder 2 i {%# HumanlIK £ {4
iR, XEKEANHTERACM Maya SHE FBX, Bl RAGS AR
MotionBuilder. #FE7E Maya “X{#” (File) EXHHhEE “KIXE|
MotionBuilder” (Send to MotionBuilder) %, it&H E0A0%%E
MotionBuilder.

MotionBuilder H#{F42 Autodesk Entertainment Creation Suites H—7If)
fEo
BoXxPHHXHARITA

RGN, AN R e BLER H sh iR, DAMEHREHR S T 7.
T “BFEEXTITEH” (Move Skinned Joints Tool) #l “BzITH”
(Move Tool) Wi “BEifEXTHE" (Automatically Orient
Joints) i%&, ATHTEABERIZITHN.

M |17


http://www.autodesk.com/maya-docs-archive

LR 2R1EE
SHMSAZFRRENE

BLZERT AR XML HAS A S AN S A SR NG . ROl H BN s] “mig
728" (Edit Deformers) X #, W] TS HASASRELSE, MR
BCEM A AR (B 57— M AR SR — R ] B 575

N 1ZEF] nDynamics #4514

=)
WEREIR (Effects Assets)

Maya MECAFEIF LR AURFRTILNER . £ Maya
PHIRAEZE RIS T RSB b, SR RERET S
BRSO ENE, HHEHSTHITHREE . AIPE
“Visor” 7 {8 R TR

18|55 | & #iFM



Maya Y ICE EI&{EME

Maya IU7ECLHE By v] ELRAE ORI, WA T7E Maya #ll
Softimage Z [AIfZ 45, {1 Send to @<, AILA¥i1;
=53 % Softimage. ¥/l Softimage ICE i 1B 3K
R, Rafizski%E Maya.

Maya i ICE E32{EMERTHF RS FIH ICE (2 H A fl7#
FREE) kAl Maya S50

Maya i ICE H#/E=2 Autodesk Entertainment
Creation Suites f1—IIfE.

1% Nucleus T SE

Maya 2012 f45 DU Nucleus 95 @ -

TiREM (Transform Attributes)

Nucleus T SHERSE “TikEM” (Transform Attributes) FlHfl Maya
AT TR B, AT PAS s A EA RO T R . AR SIEE A
IR F TSI, B R AE7E Nucleus 17 55 & 8B 4% 18] 1 A2 1 FL23 [A)
N. “EHETH®” (Use Transform) JZE )5 Ak,

“EATH” (Use Transform) 2T BHRER, TRAEE “TREMN"

(Transform Attributes) B4, PAEE Nucleus ENHIXMHEE. T
H “Ef” (Translate) X. Y fl Z {8 L E 18 FAHE PR E 32 Nucleus 17
M ) X3 o

CIPRES
JARR, ek, PIER Nucleus “EA”  (Gravity) il “R”

(Wind) FEMITE. Y4 “@RAFE” (UsePlane) BT EAHREN,
“@armE”  (Visibility) B8R Nucleus “FE N E .
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PhysX for Maya ifi{4+

Maya BL7EL$E NVIDIA® PhysX® for Maya ffiff, Hu]HF %54 H Maya %
S GPU A AL fd (R T M Maya s8I s 1@ sh 124 i
BEEHESNIER. A5, TTRARE NIRRT A PhysX A& 5] k.

PhysX #fi{#i& 4512 510 GE LRI APEX Clothing.

PhysX for Maya {¥i&Fl+ Windows £%i. % PhysX H4{EE, EZ 0
http://www.nvidia.com.

A PhysX for Maya f#ifFISCRY, EWIYE PhysX Z23E H 5% NI Documentation
I,

Maya HJ Digital Molecular Matter {4

Maya 2012 BU7E L5 H Pixelux Entertainment™ [f] Maya DMMm™ (Digital
Molecular Matter, #F0F¥R) fEtE. HEEHTARESEENESZ MR
M BHIERE . B RIS, . Maya AT H DMM AT ARELZ 1A 1500 Y
T4

"] PAYE Windows. Mac OS X fll Linux F4iH142% DMM #fiff. 1 XEH DMM
BOFEAER, B2 http://www.pixelux.com.

49

ESVES

RIKEM

AIDAMERVFZ N “RIE7  (Liquids) EYEERGMIHITT NS B SRR
TR

XL LA -

<

—

#1&7% (Liquid Method)

{5 FH BT EA R A A DL 7 1 T e R i & SR N R R R S8
WEREM “BRRAEI"  (Enable Liquid
Simulation) , "[i%&# “BEANZSR" (Liquid and
Air) o “ETZEMNRE” (Density Based Mass)
el “RiKAE" (Liquid Method)

205 | &


http://www.nvidia.com
http://www.pixelux.com

BIAERNZE (Liquid Min Density)

i “RAMZS" (Liquid and Air) #0772 045
SEMR AR XA S S E . AR T AT
FEgRHA, e =S ] R4

RIABRE (Liquid Mist Fall)

MNTEENT “BARRNEE” (Liquid Min
Density) EIEARERERRI, Ko~ RHTRIEH
XK. ¥ “RIABRE” (Liquid Mist Fall) i%EH
O I, KEARRIFHAET ). 8 KIZ @M 2w~ )58
.

i “BTEEMRE" (Density Based Mass) 1
PUTIENE LR SRAEEZHFLR. “RETER
(Mass Range) {HE &N, FAHIRSEXHSHEEH
D, MR T K FI = SHI L R

FRFME | 21



#H7H (Tension Force)

SLF M v 2 S N R AR B TR K i . “SRA A
(Tension Force) XU T “BEKN” (Density
Tension) , {H “H51/73” (Tension Force) iEiti4

DESEERMEIR AR E MR, mAREREEHE,

ALV “3k7” (Tension Force) 5 “ZFEik N
(Density Tension) —EffH, PUEERAZE A Q]
R E K T .

FEik S (Density Tension)

“BEEN

K3 BE RO PR A BT AR, SRR o R S R B
Wi ATLAMER “ZEKA” (Density Tension) %
AT A r ) T K ) R

(Density Pressure) 1 “EEENEE" (Density

Pressure Threshold)

22|56 | & M

NA ST ME “ERTIER”  (Forward
Advection) W] TR R GRS (U EZE
HEAF) o ZFE, BHESSREAE I E R R
FrA SRR B, ASRE KA R ‘B
EE/” (Density Pressure) , N {&n] GBS HBLL
P HEK o

“BEEHHE" (Density Pressure Threshold)
ETHMEIEENAH “BEEA” (Density
Pressure) HIHE[E. W TFHEE/NT “BEENEHE"
(Density Pressure Threshold) &z, E AN
“ZBEEN" (Density Pressure) .



“BREBEER” (Enable Liquid Simulation) 2
TERAREKN, “BEEAN" (Density Pressure)
“BEENHE" (Density Pressure Threshold)
AT T ERIATRAA AR L2875 15
K “@HMI8”  (Output Mesh) TMEBEXHFIIGN

Maya 2012 2 1 WA IEREFFHrig 1 it s e 1

Mi&757% (Mesh Method)

i “Mig7AE" (MeshMethod) , RIZALERAHT
AR R S R R 22 TR A R 22

RAE B IA LR EL

AT DOREP- 1 AOREF - Eh A, AR et L b i ) T A
RISk

L8 H AR M RE Bzt

Maya 2012 $28& 7 RE X G 1k R 2 0 7 WS s A
fE. [ “=MEMIE” (Triangle Mesh) = “IiA
FME” (Quad Mesh) £ “Mig7HE" (Mesh
Method) i, iXEEpit IR i AIHE -

=S /BEELIEE (Air/Fuel Ratio)

W EERR - EREIIENESE. fl, i
ENEHATFN S SRREHY 15 %, FHEEIRMA,

5% “=5/MBItE”  (Air/Fuel Ratio) i%E M 15.

APM “WBEMES” (Contents Details) &1L
“EREL” (Fael) Ximyin “ZS/MEIE"  (Air/Fael
Ratio) .
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“I&/” (Pressure) f1 “IEHEE” (PressureThreshold)

[ “EBE" (Temperature) HHEHEM T — 1K) “ERN” (Pressure) &
7, ATEMSERERBCR. “EA”  (Pressure) J&MERILI AL GHEORE
FAFF DR AK N 5 2 HY B 00

“EABME" (Pressure Threshold) ETHMEERIEENA “EH”
(Pressure) HEEE. M TEENT “EHEE" (Pressure Threshold)
HikZE, HARNE “EH” (Pressure) .

UM “RBEEFMER" (Contents Details) gt “RBE”
(Temperature) XiifiA] “FEH” (Pressure) 1 “[EHEE" (Pressure
Threshold) .

BahiARAHR K/ (Auto Resize Margin)

“BahiEEAFR KN (Auto Resize Margin) 15 EERKAZRN A SRS
EREL N X2 AN 2R 5. “BshiEBBR AN (Auto Resize
Margin) ] RAE B SRR KN ARSI E M E A, XS s AR
ENRAIEEER.

HaRBXNWFS

R “BRBXNHFE” (Resize In Substeps) EMEAT AHEE N THH
AR /N ERHIAR Maya HE] “BEX/NIFE” (Resize in
Substeps) T EEFRSN, RIAEG MR IEE—MERN. BH
“REIFIFE” (Emit In Substeps) i, P2 AR A 28 Ak i 1t 18 5
KN, REREFHEZTH.

AHHIFS (Emit In Substeps)
{EHETH “REFS” (Emit In Substeps) AlitHE &N T B 10K L 5T,

MARFENEEITE R, “KREMNFS” (Emit In Substeps) X T-& §if#
FERPRAIBCR (AAE) dEEEH.

AR IB R et
IR RS B A I, RIS BLE AT DASE PR . FR O SR Tt 4
SRR RUARURT, VEREF IR IR . S B AR R T AR A AR 5L

IO (BVR . HERIRIGER:) | UHRI R NEREEI (EH “BESRATH”
(Real Lights) ) i,
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nCloth

Mt nCloth &

BEET LK “RIME”  (Rigidity) Al “THFEA”
(Deform Resistance) NI nCloth W44 5
PN, YHBNZUEFRHRIMEFE A nCloth
I, #ih “ERAZHFE" (Use Polygon Shell) /&
TR R (Rigidity) £l “ZRZEAN7
(Deform Resistance) . /5 X L5845 78 Y AL Y
BRI S

“ERZBRE" (Use Polygon Shells) n]H 10
AT B PRk VA0SR DA B A P14 Tl A8 2R

“BaE7” (Local Force) f1 “F&fX” (Local Wind)

Hifh “EE8A”  (Local Force) fll “B&EX” (Local Wind) J&%: R
A nCloth R MHENAK . XS RERHN, REmEEsE —Fees
HIEAth Nucleus X% .

AT LMER “/BEfA”  (Local Force) SEIH/VEUHNNE T x4 E nCloth X 5]
SR, FERR A R A AR (L B S R BRI “BERK” (Local
Wind) , "] PAEA EEFRRREE A A RXCR, MR35

filiiE £ — =&

PrH) “filidE - —H{E” (Collide Last Threshold) J& 4% EMifE LRSS
BAEREBEPITIRG —IRITE.  “RiHE L —EE" ST #fAS Nucleus Xt
% nCloth RIS TEB BRAS RSB RIRRDL, M 5 S2mirh & 4= 45 1R Al A4

I
= o

#ANZ3IPE/] (Input Motion Drag)

i/ “S@AIEZzNPES1” (Input Motion Drag) , w[ R J1RH T nCloth,

nCloth B+ CULE S E A MIEFLIZS . HIRE nCloth b G Y Al & 5
H OB 5 A PSS 2 [ 2E.  “@WAEBEE/” (Input Motion
Drag) {E4 1 FR 1R nCloth X R IRFEHM A MSKHEERZ. “@AE
FEA”  (Input Motion Drag) {5 0 £/ AZX nCloth ¥ R £ (A5

FAEE | 25



M. {#H ““AZEEA" (Input Motion Drag) AFEEIRE “4A MG
31” (Input Mesh Attract) .

nCloth T4 8EX#H

BEINET Nucleus fRELES 2672 n 03 nCloth B PERE . 8 FH %28 [E— 1 Nucleus
fREZIZ D nCloth X RN, MeEiER AN EE . EXMENT, Bl
R AL RE T B B i AR g T A FEL.

Qe

B — L E RN W 4% nCloth FRMERIFIFRH . BIE, EBATMER “4aHl
nCloth E#TH” (Paint nCloth Attributes Tool) AT & M G2 T &
s P T SRR P

n SHAERR (Bend Angle Dropoff)

= XERAE (Restitution Angle)
= [HE (Damp)

= A1 (Lift)

= (877 (Drag)

= tJ[EPES (Tangential Drag)

nParticle

nParticle 4 8E12S (nParticle performance improvements)

FRNAY Nucleus & 2% 22 v] LIRS nParticle REFEARMIFIERE, MififdkHd
nParticle FALEET DR, FAlEY “BRAREEN" (Enable Liquid
Simulation) 4T ERIRELLM nParticle 5HAth Nucleus X% & A filf f& it .

“Baf7” (Local Force) 1 “B&BX.” (Local Wind)
HiLHH “BEA” (Local Force) fll “FBEX” (Local Wind) &, 7T

DU EE N RIXUR. F 2144 nParticle W4 . XSS SEREMNA, NEEIEELAR
—fiR E S EAM Nucleus X5,
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fFHEASIERINAE (Particle color emission enhancements)

P, PMEH “CGERSEM” (Texture Emission Attributes) (U1 “4%
AB®” (Inherit Color) I “#RAFEMAE" (Inherit Opacity) ) AHM
F G & T B RUR ORI F B, 7E Maya (RRRAS, Xt REEET “&
E” (Surface) RYT#s. EH “@REE” (Inherit Color) I “4EAR
EHAE” (Inherit Opacity) , WM NEE @# 25 nParticleShape
T RAERE . BEPITIRME, 1% “BRTFEE)EM” (Per-particle (Array)
Attributes) &R TEMSE LR FAGHE, REER “BiFERE” (Break

Connection) .

Maya LR~ thS7 X SEHE IR I RE o

BRIERIZENFT
Viewport 2.0 #7451

“Viewport 2.0” HHFECHEXT Maya 1K 2 565653
(flan, s, THE. FARFI S ISR .

PRECTWAFIEREET . “TIRzhBEER” (Vertex
Animation Cache) JETRME T HEHEAELZ LA
Mz, i “GIRREFXRERE" (Thread
Dependency Graph Evaluation) %I | i % B
T2 i S A R E MR L B AT AL RE

ROt 7R AR . B S BRI E L BR TN APL %
. EOLO AT X mia_material * &8 F1H A
mental ray & tAas VT 1F . HTHICR G RS RIER
BCIERS . BB . SR A SRR .

s, (ERETH “Maya i+ 2.0” (Maya Hardware
2.0) EFRBATLHIT “Viewport 2.0” e S TIESE,
aftE R A ERME" (Render View) . 1
PAMER TH LM77 “BE4 2.0” (Hardware
2.0) EHE: M EFEUE" (Render View) #[1.
“CERIZE” (Render Settings) 7 “HIA4%RiE
82" (ScriptEditor) Vilt], BT a&friE R,
sEN R ER > #HIER” (Render > Batch
Render) Jilf].
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a2 & R E

3 Ptex SUIBHIZ 15

Prex IRELAVMBI IR, R httpy/ptex.us/samples. html

28| | B M

BET LB “Hypershade” RO E & ot F2 1
M, HEEE BRUE" (Render View) HIEEX
SRR . A, AT DB 6 B R AR AR i

Maya & & TR AORGIEEARNGRE, HEZE B
ZME" (Render View) FFu[Pifbgts, =& dHH
TR L E AR 1T R THETE e

£ Maya HURf () B B UG B 12 51 35 2 m] B R (R T
i B B MR e B0, AR D) alE
fIEo ATLAZE Mudbox S SDLER (- Hh 6 2 e 2 B 50
A

AL TN RE SR Maya 5 mental ray & (ay —Lfd
R BRGSO E R T e R IR E O B
fdif] Maya mental ray #F{TIE 4L,

ff1H Maya 2012 7] ATl UA7E Viewport 2.0 FH5E 45 EA]
FrifE Maya % €4 W25 2B i A Ptex S(HE.



$1H) mental ray JE£FH

firE mental ray % €FIEZ M A EHHT mental ray {EEFIH . mental ray
Fi 1 SURE MR B2 2 mental ray Y5 SEME—F

{XZ N mental ray i Z 57 01158 mental ray B4

PART, NERBME T mental ray #iff, #rIET SN “BlEmEE"
(Attribute Editor) H1i/j[AfiE mental ray /&1,

M Maya 2012 &2, {{4/1%k mental ray & (Mayatomr.m11) ZJ5A Al
mental ray &%

Maya mental ray f PN IER7E “WREGEEEE” (Plug-in Manager) A4
Mayatomr.mll % E N “BaiiiE” (Auto load) .

mental ray 2 F5[E4EHY .tif X4

Maya mental ray JU7ESZHFHIA LZW FEZ8HY (tif SO

EXR hRA 1.7 25¥

7£ Maya 2012 HH2{HXTEE AR 252 DERFI EXR hiAS 1.7 28, HE

A%, 501 MAYA_ EXR_LONGNAME S8 Hig e h 1. HE,
WAZTURSG PR AT (5 P A (L At 7 P A S R AR I o

API FfEF M

T REM

H Maya 2012 JF4f, #&r] DMERGITHIY RIEMEE MG E T 2 mgEtE, HE
7~ A Maya B

AT PAE S API MDGModifier ZERIFMEH R REM:. 50, FTLMEA
MEL/Python addExtension F deleteExtension i %17 o
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4 API FENTHEE

API FHHAI API 25 B 72 Maya H BN 54y, A DA
http://www.autodesk.com/maya-sdkdoc-2012-enu & $%. BLAL, AP # B 46 L
TR

m M APL TS| APL e R VEEEA TGS (B, RAITIRE) -

m APl FAREIRES AR T B @S5k,
m HRFRFEE API &%,
m ERHEEEIRS.

QT i

m Qt BEMFH 4.7.1 B,
m SZFFEE X Qt A Qt Designer —RE i

m ¥ Windows Fl Linux /7, Qt Designer [ Maya —#2%3E. X1 Mac
OS X FiF, AIDVEHE Qt FF R TEMu i H4KEL Qt Designer; =& AT LA
TR Qt. BRI O Autodesk it &R (PAELE Maya UI filr5 814
) Qt JEACRBRRAS, 152 UL H E R «

MEL 7 Python Fi$F %

THZ W% SR HTML RS AT A C38 0 IHIBRATEE P MEL/Python @3 < H41
#

SAEFT R
Autodesk.com /] Maya #5E))

MARRAFF R, Maya #BI#H &1 E| Autodesk.com Mif b. BRINEHBLT, Maya
2012 M—> Web (s B I F 5 B DA S5 aT IR S S . P00 B & A1 81 web
KRBT TAT ARG SR N A TN A e EEESGE R R D T8 EA
LR A 2SR, IF B2 R 2 Maya 8 HE .

ERAHEIAT P Al PA# R 2012 Maya # BhH N ERAR .
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http://www.autodesk.com/maya-sdkdoc-2012-enu
http://qt.nokia.com/downloads

YouTube t/J Maya ZZ4HiE

PLTE YouTube E424E T & FIY Autodesk Maya #2258, E424t Autodesk ]
TERRMENE . ZIETR L T SFh AR ThRER BRI MR . Hrl
WUEIARAR ;1T FISE DA GEA] o

m  www.youtube.com/mayahowtos
BXAL A5 345
Maya # B )75 T i AR B B CEBR LI R R i A2, B2 0

http://www.autodesk.com/maya-docs-archive.

API Guide 1 mental ray Manual fIFi{I &

API Guide. Maya API Reference I mental ray Manual BLZE I T Maya #f

Bl.

m  API Guide Kl API Reference: http://www.autodesk.com/maya-sdkdoc-2012-
enu

m  mental ray Manual: http://www.autodesk.com/mentalray-help-2012-chs
FBX 314
MAKRAT G, ArE FBX #EBISCRYBITE M BRI, MR A e 3.

TR EECFR R “BX FBX MEE)”  (Help on FBX) ZEH MBSO .

“Autodesk FBX #iH” #IEM “Autodesk Maya #8I” ok, BERS
&3 FBX {ZEAH Maya B —E645)

FFME - JoRIRIRRZA

T - SERIAURR A

HEEH AN Autodesk Maya WARH FIEHFRE, 152 W
http://www.autodesk.com/maya-whatsnewdocs .
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